
______________       INTRODUCTION TO THE   ______________

STICKERS KIT 
_____________________________________________________

Step-by-step example

How to

This Stickers Kit is designed to enhance your 1st Edition physical 
copy of Vampire: The Masquerade — CHAPTERS.

Carefully read these instructions to ensure proper sticker applica-
tion. This process addresses major issues, significantly improving 
the game experience by removing key obstacles—sometimes by 
streamlining problematic paths.

Applying stickers may take up to 10 minutes per scenario. Some 
scenarios require none, while others need multiple, so the total 

time will vary. We recommend applying them progressively as you 
advance through the campaign, scenario by scenario.

 IMPORTANT NOTE:  Since these stickers address only major issues, 
we highly recommend using the CHAPTERS app whenever possi-
ble. It features extensive rewrites and additional improvements, 
providing the same text as the Definitive Edition. This will signifi-
cantly enhance your experience with the 1st Edition of CHAPTERS.

https://app.vampirethemasquerade-chapters.com/

Apply the Stickers

Identify the required stickers and their unique 
numbers in the instructions.

Open your physical materials to the corresponding 
page.

Find the numbered stickers on the sheets (in your 
language), peel them off, and apply them as shown 
in the PDF.

That’s it!

Download the Instructions PDF

Visit https://www.vampirethemasquerade-chapters.com/
downloads/vampire-chapters-stickers-guide-en.pdf 
to download the step-by-step instructions PDF.
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E.6 - VIOLENCE IS THE ANSWER

MOVE YOUR CHARACTER TO HEX ADJACENT TO THE NEAREST NPC

Your muscles bulge. You smirk devilishly. Now’s your time to shine.

You decide to hit the one closest to you with all you’ve got.

COMBAT BEGINS!

Choose 5 cards in your character deck to place in your active
hand, including the “PUNCH” mix combat card, the “BITE”
attack combat card, and at least 1 other attack combat card.
Play this other attack combat card for this round.
It’s your turn! Place the POTENCE LEVEL 1 - PROWESS DISCI-
PLINE card face up on your character board. The card is now
active.
Remember, you can only have one active DISCIPLINE power at
a time.

MAKE A ROUSE CHECK

Event
E.6

You’re looking forward to expressing all that pent-up rage you’ve got
going tonight.

READ E.7

9

Game material2

E.6 - VIOLENCE IS THE ANSWER

MOVE YOUR CHARACTER TO HEX ADJACENT TO THE NEAREST NPC

Your muscles bulge. You smirk devilishly. Now’s your time to shine.

You decide to hit the one closest to you with all you’ve got.

COMBAT BEGINS!

Choose 5 cards in your character deck to place in your active
hand, including the “PUNCH” mix combat card, the “BITE”
attack combat card, and at least 1 other attack combat card.
Play this other attack combat card for this round.
It’s your turn! Place the POTENCE LEVEL 1 - PROWESS DISCI-
PLINE card face up on your character board. The card is now
active.
Remember, you can only have one active DISCIPLINE power at
a time.

MAKE A ROUSE CHECK

Event
E.6

You’re looking forward to expressing all that pent-up rage you’ve got
going tonight.

READ E.7

9

PDF Instruction 4

E.6 - VIOLENCE IS THE ANSWER

MOVE YOUR CHARACTER TO HEX ADJACENT TO THE NEAREST NPC

Your muscles bulge. You smirk devilishly. Now’s your time to shine.

You decide to hit the one closest to you with all you’ve got.

COMBAT BEGINS!

Choose 5 cards in your character deck to place in your active
hand, including the “PUNCH” mix combat card, the “BITE”
attack combat card, and at least 1 other attack combat card.
Play this other attack combat card for this round.
It’s your turn! Place the POTENCE LEVEL 1 - PROWESS DISCI-
PLINE card face up on your character board. The card is now
active.
Remember, you can only have one active DISCIPLINE power at
a time.

MAKE A ROUSE CHECK

Event
E.6

You’re looking forward to expressing all that pent-up rage you’ve got
going tonight.

READ E.7

9

Apply3 Peel

*

Note
The reading order can sometimes be very important for  
how actions unfold. That’s why, in some cases, you’ll need  
to place a white arrow along with the new instruction.  
This arrow indicates where the instruction should be read.

Agent
D

.11

D.11 - BURNING BRIDGES

After hanging up, the guard takes a deep sigh and turns over to you.
“What a weird night... Not exactly what I expected when I got out of bed
this morning.” She chuckles mirthlessly.

“I figure we’ll be able to see who, if anyone, is responsible for the fire
later,” she says, pointing casually at the security camera outside of the
building. Shit...

As she turns around, you see an ID card jangling from one of her
belt loops.

You take advantage of the fire and her distraction to swipe the card
from her belt.

MAKE A PHYSICAL + STEALTH CHECK DIFFICULTY 3
SUCCESS: READ D.15 FAILURE: READ D.14

You don’t want to risk it and wish her good luck and good night.

READ D.17

16

IF YOU HAVE THE “ID CARD” #42 ITEM CARD
YOU MUST READ D.17

*

*

Example: 
The instruction need to be 
read between the second and 
the third paragraph.

13 13

*Some stickers are plain and are used to cover incorrect information.

*

https://app.vampirethemasquerade-chapters.com/
https://www.vampirethemasquerade-chapters.com/downloads/vampire-chapters-stickers-guide-en.pdf
https://www.vampirethemasquerade-chapters.com/downloads/vampire-chapters-stickers-guide-en.pdf
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The “Uncanny Soldier” uses the “HUMAN” Combat deck as 
shown on the back of its State card.

Your skills count as automatic successes when making skill 
checks. You currently have 3 points in ATHLETICS, and so 
have 3 automatic successes.

Like with an attack, your skills count as automatic successes. 
With 3 points in ATHLETICS, you have 3 automatic successes.

  IF THE “UNCANNY SOLDIER” NPC’S DAMAGE TRACKER IS 7-

MAKE A ROUSE CHECK

Place the POTENCE level 1 - PROWESS Discipline card face up 
on your Character Board. The card is now active. Remember, you 
can only have one active Discipline power at a time.
When an instruction in the Booklet asks you to make a Rouse 
check, you do not pick a Discipline power. The instructions on this 
page are an exception, as they are meant to simulate you choosing 
to activate PROWESS of your own volition.

Use your supernatural strength to beat the one closest to you to a bloody 
pulp.

READ E.6

MAKE A ROUSE CHECK

Place the POTENCE level 1 - PROWESS Discipline card face up 
on your Character Board. The card is now active. Remember, you 
can only have one active Discipline power at a time.
When an instruction in the Booklet asks you to make a Rouse 
check, you do not pick a Discipline power. The instructions on this 
page are an exception, as they are meant to simulate you choosing 
to activate PROWESS of your own volition.

Use your supernatural strength to beat the one closest to you to a pulp.

READ E.6

MAKE A ROUSE CHECK

Place the POTENCE level 1 - PROWESS Discipline card face up 
on your Character Board. The card is now active. Remember, you 
can only have one active Discipline power at a time.
When an instruction in the Booklet asks you to make a Rouse 
check, you do not pick a Discipline power. The instructions on this 
page are an exception, as they are meant to simulate you choosing 
to activate PROWESS of your own volition.

Use the object in your hands against the closest gang member with 
greater force by using your supernatural strength.

READ E.6

E.6 - VIOLENCE IS THE ANSWER

MOVE YOUR CHARACTER TO HEX ADJACENT TO THE NEAREST NPC

Your muscles bulge. You smirk devilishly. Now’s your time to shine.

You decide to hit the one closest to you with all you’ve got.

COMBAT BEGINS!

Choose 5 cards in your character deck to place in your active
hand, including the “PUNCH” mix combat card, the “BITE”
attack combat card, and at least 1 other attack combat card.
Play this other attack combat card for this round.
It’s your turn! Place the POTENCE LEVEL 1 - PROWESS DISCI-
PLINE card face up on your character board. The card is now
active.
Remember, you can only have one active DISCIPLINE power at
a time.

MAKE A ROUSE CHECK

Event
E.6

You’re looking forward to expressing all that pent-up rage you’ve got
going tonight.

READ E.7

9

It’s your turn! Remember to draw a combat card facedown for 
each NPC involved in this combat.

Since your character the higher Initiative, you get to act first! 
Choose an Attack card other than the “BITE” Combat card (You 
will need it later) and play it. Remember to add 1 Black Dice 
to your Attack thanks to the PROWESS power you activated 
previously (PROWESS increases the potential Damage you deal 
by your POTENCE Discipline level).

USE “MASK OF A THOUSAND FACES” NOW IF NOT ALREADY ACTIVE

MAKE A ROUSE CHECK

Your Movement is 3 HEXES.

USE “MASK OF A THOUSAND FACES” NOW IF NOT ALREADY ACTIVE

MAKE A ROUSE CHECK

VERSO

06You walk to the side of the building and place the ladder against the 
wall.

RESUME PLAYING

RESUME PLAYING

There are three ways to feed on an NPC: Approach a prey NPC during the 
Main sequence (identified by their red drop icon on the scenario introduction 
page), during combat (using the BITE attack card) or through a Narrative 
sequence, as shown here. Note that you can only feed during a Narrative 
sequence if the game offers you the possibility. When feeding during the Main 
sequence, you must move your character to a HEX adjacent to the prey and 
make a PHYSICAL + BRAWL or SOCIAL + SUBTERFUGE Skill check. 
The Difficulty for this Skill check is always 5 - your current Hunger level. 
For example, if your current Hunger is at 3, then the Difficulty would be 2. 
When feeding during a Narrative sequence, the instruction in the booklet will 
tell you what Skill check to make, and what its Difficulty will be.

As a Nosferatu, you must activate your Discipline power MASK OF A THOUSAND 
FACES before entering any Dialogue with a human NPC. As Lucianna, you know 
the risks of showing your true face to kine, and the breaches to the Masquerade this 
would engender. As such, you will not show yourself to just about anyone. Note that 
the booklet will not remind you to use this power—it is shown here only because 
this is Lucianna’s Prologue, and that doing so always requires a Rouse check. 
The same goes if you want to be involved in a Dialogue sequence another player has 
started on their turn.

You have failed the chapter.

START OVER FROM THE BEGINNING

Time to get started.

  •   M
ove: (3 H

E
X

E
S)

O
therw

ise,

RESUME PLAYING
REMOVE ALL ACTION TOKENS FROM THE TILE (EXCEPT #4)

REMOVE ALL INVESTIGATION AREA TOKENS FROM THE TILE

RESUME PLAYING

SET YOUR CHARACTER ON THE DESIGNATED HEX

SET ACTION TOKEN #3 ON THE DESIGNATED HEX

Special: In this C
hapter, w

hen there are no m
ore tokens to inter-

act w
ith, You M

ust R
ead Event E

.8
.

REMOVE ACTION TOKEN #2 FROM THE TILE

TAKE THE “ANALOG” #42 EFFECT CARD

A
fter fiddling w

ith the cam
era for a few

 m
inutes and getting no real 

resu
lts, you hear a boom

ing voice beh
ind you

.

“H
E

Y! The hell do you th
in

k you’re doing?!”

You cu
rse qu

ietly. Looks like the ghou
l spotted you

. You better get out 
of here before he m

akes you leave by force.

RESUME PLAYING

IF THERE ARE NO LONGER ANY TOKEN YOU CAN INTERACT W
ITH (ACTION, 

INVESTIGATION AREA OR DIALOGUE NPCS TOKENS)
YOU MUST READ E.10

 WASTED OPPORTUNITY
REMOVE INVESTIGATION AREA TOKEN #1 FROM THE TILE

REMOVE “SECURITY GUARD” #22 FROM THE TILE

REMOVE “SECURITY GUARD” #22 FROM THE TILE

REMOVE ACTION TOKEN #3 FROM THE TILE

YOU MUST READ E.6

0 TO 2 SUCCESSES:  READ IN.2
3+ SUCCESSES:  READ IN.1
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You explored every avenue you could think of, to no avail. Clearly, you 
wasted your opportunity to meet with Alex Simard tonight.

You swallow up your shame, humiliated by your failure. Your sire will 
be disappointed.

You have failed the chapter.

START OVER FROM THE BEGINNING

“WATCHMAN” #21 USES THE “WATCHMAN” #9 STATE CARD

COMBAT BEGINS!

IF YOU WIN

TAKE CLUE TOKEN #3

RESUME PLAYING

REMOVE INVESTIGATION AREA TOKEN #2 FROM THE TILE

Otherwise,

RESUME PLAYING

IF “SECURITY GUARD” #22 IS ON THE TILE

SET “SECURITY GUARD” #22 ON A HEX ADJACENT TO YOU

YOU MUST READ “SECURITY GUARD” DIALOGUE D.1

REMOVE INVESTIGATION AREA TOKEN #2 FROM THE TILE

Otherwise,

RESUME PLAYING

IF “SECURITY GUARD” #22 IS ON THE TILE

SET “SECURITY GUARD” #22 ON A HEX ADJACENT TO YOU

YOU MUST READ “SECURITY GUARD” DIALOGUE D.1

REMOVE “SECURITY GUARD” #22 FROM THE TILE

IF YOU ENTER THE “WATCHMAN” #21 LINE OF SIGHT WITHOUT A STEALTH 
TOKEN
YOU MUST READ “WATCHMAN” DIALOGUE D.1

IF YOU HAVE CLUE TOKEN #3
YOU MUST READ E.4

READ E.3

Otherwise, you will have to wait for the others.

YOU MUST RESUME PLAYING

IF EACH HEX ADJACENT TO ACTION TOKEN #1 IS OCCUPIED BY A PLAYER 
CHARACTER
READ E.5

If you are playing with fewer than 3 players, all player characters 
must be adjacent to Action token #1 to be able to read this page.

REMOVE “SECURITY GUARD” #22 FROM THE TILE

The werewolf moves at the end of each turn.

Special: In this Combat, you can exceptionally interact with Action tokens.

COMBAT BEGINS!

REMOVE “RUDE NEIGHBOR” NPC FROM THE TILE

REMOVE “RUDE NEIGHBOR” NPC FROM THE TILE

  YOU MUST READ “FREAKED OUT WIDOW” DIALOGUE D.1    

REMOVE INVESTIGATION AREA TOKEN #1 FROM THE TILE

REMOVE ALL INVESTIGATION AREA TOKENS FROM THE TILE

ACTION TOKEN #1.............................P.66

IF YOU HAVE  DOMINATE - COMPEL  LEVEL 2+ 
AND INVESTIGATION AREA TOKEN #2 IS ON THE TILE
Ask him to unlock the van for you.

READ D.7

IF YOU HAVE  DOMINATE - COMPEL
 LEVEL 2+ 

AND INVESTIGATION AREA TOKEN #2 IS ON THE TILE
A

sk h
im

 to u
n

lock the van for you
.

READ D.7

REMOVE THE “SECURITY GUARD” NPC FROM THE TILE

IF YOU HAVE THE “HAIRPINS” #62 ITEM CARD
You search the truck and find a signed contract betw

een N
orthshield and 

the Redpath M
useum

 for a private event. A
ll you need to do is get your 

hands on som
e N

orthshield uniform
s, and you’ll have a w

ay in.

TAKE CLUE TOKEN #1

REMOVE INVESTIGATION AREA TOKEN #2 FROM THE TILE

YOU MUST RESUME PLAYING

REMOVE INVESTIGATION AREA TOKEN #3 FROM THE TILE

REMOVE INVESTIGATION AREA TOKEN #2 FROM THE TILE
REMOVE INVESTIGATION AREA TOKEN #2 FROM THE TILE

  IF YOU HAVE CLUE TOKEN #4

**  YOU MUST READ EVENT E.41

  YOU MUST READ EVENT E.41

**

  READ “NORTHSHIELD AGENT” DIALOGUE D.2  RESUME PLAYING

Sudden
ly, you hear a noise.

TAKE THE “SPOTTED” #52 EFFECT CARD

READ EVENT E.4
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Otherwise,

RESUME PLAYING

IF YOU HAVE THE “ID CARD” #42 ITEM CARD
YOU MUST READ D.17

*

IF YOU HAVE THE “ID CARD” #42 ITEM CARD
YOU MUST READ D.17

*

RECTO

17

 PLAYER

 PLAYER

 PLAYER

 PLAYER

RECTO

17

 PLAYER

 PLAYER

 PLAYER

 PLAYER

TAKE CLUE TOKEN #1

IF YOU DO NOT HAVE THE CLUE TOKEN #1
The guard is too close at the moment. There is no way to open 
the door inconspicuously.

YOU MUST RESUME PLAYING

*

* DISCARD ALL CLUE TOKENS

TAKE CLUE TOKEN #1

TAKE CLUE TOKEN #1

TAKE CLUE TOKEN #4

TAKE CLUE TOKEN #4

TAKE CLUE TOKEN #1

REMOVE INVESTIGATION AREA TOKEN #1 FROM THE TILE

SET THE AUTHORITY TRACKER TO 8

SET THE “NORTHSHIELD AGENT #1” #37 ON THE DESIGNATED HEX

“NORTHSHIELD AGENT #1” #37 CAN NO LONGER BE INTERACTED WITH

IF THE AUTHORITY TRACKER REACHES 0
YOU MUST READ E.41

IF YOU ARE IN ANY NPC’S LINE OF SIGHT WITHOUT A STEALTH TOKEN
YOU MUST READ E.30

RESUME PLAYING

RECTO

17

Otherwise,

RESUME PLAYING

Look what lies beyond the door now that you have it unlocked.

READ E.6

IF YOU DO NOT HAVE THE CLUE TOKEN #1
There must be a computer that controls the lock nearby...

YOU MUST RESUME PLAYING

REMOVE “SECOND GUARD” #9 FROM THE TILE

IF THEY ARE STILL ON THE TILE, REMOVE ACTION TOKENS #3 AND #4

SET INVESTIGATION AREA TOKEN #4 ON THE DESIGNATED HEX

RESUME PLAYING

RECTO

17

  YOU HAVE CLUE TOKEN #4   YOU HAVE CLUE TOKEN #4

IF THEY ARE STILL ON THE TILE, REMOVE ACTION TOKENS #3 AND #4

IF THEY ARE STILL ON THE TILE, REMOVE ACTION TOKENS #3 AND #4

IF THEY ARE STILL ON THE TILE, REMOVE ACTION TOKENS #3 AND #4

IF THEY ARE STILL ON THE TILE, REMOVE ACTION TOKENS #3 AND #4

IF THEY ARE STILL ON THE TILE, REMOVE ACTION TOKENS #3 AND #4

IF THEY ARE STILL ON THE TILE, REMOVE ACTION TOKENS #3 AND #4

  READ D.13

  READ D.11

  READ D.12

*   READ “THE COUPLE” DIALOGUE D.10

  READ EVENT E.8

  READ EVENT E.8

  READ EVENT E.8

  READ EVENT E.8

*

REMOVE ACTION TOKEN #4 FROM THE TILE

* *
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IF INVESTIGATION AREA TOKEN #2 IS NOT ON THE TILE
Northshield may have increased their numbers due to your careless-
ness, but you are too deep within enemy territory to back down now. 
You’ll just have to make due.

REMOVE ALL ACTION TOKENS FROM THE TILE

IF IT IS ON THE TILE, REMOVE INVESTIGATION AREA TOKEN #4

SET “WATCHMAN” #21 AND “SECURITY GUARD” #22 ON THE 
DESIGNATED HEXES

IF YOU ARE IN ANY NPC’S LINE OF SIGHT WITHOUT A STEALTH TOKEN
YOU MUST READ E.30

RECTO

17

E.41 - TIME’S UP

Otherwise, with their increased presence, it will be impossible to in-
filtrate the offices.

RESUME PLAYING

You have failed the chapter.

START OVER FROM THE BEGINNING

IF YOU HAVE CLUE TOKEN #2

YOU MAY DISCARD IT TO SUCCEED ON 1 SOCIAL SKILL CHECK

*
REMOVE INVESTIGATION AREA TOKEN #4 FROM THE TILE

TAKE 1 INVESTIGATION SUCCESS TOKEN

Special: In this Chapter, whenever COMBAT BEGINS!, first read 
Event E.8, then proceed with Combat.

IF THERE ARE ANY “GUEST” NPCS ON THE TILE
The visitors flee in a panic. Word of your misdeeds are sure to spread.

REMOVE ANY “GUEST” NPCS FROM THE TILE

INCREASE THE MASQUERADE BREACH TRACKER BY 1

IF IT IS ON THE TILE, REMOVE ACTION TOKEN #4

TAKE THE “LOOSE ENDS” #69 EFFECT CARD

IF IT IS ON THE TILE, REMOVE INVESTIGATION AREA TOKEN #1

IF IT IS ACTIVE, REMOVE THE ROUND TRACKER

IF YOU WIN
RESUME PLAYING

You hear a commotion behind you. Turning, you notice a number of 
Northshield guards staring directly at you, hands on their radios.

“We’ll show you what happens when people mess with us.”

You’re about to taste Northshield’s version of civilian arrest.

COMBAT BEGINS!

IF THERE IS AT LEAST 1 “GUARD” NPC ON THE TILE
YOU MUST READ E.8

IF YOU HAVE THE “SECOND KEY FRAGMENT” #55 ITEM CARD, 
AND YOU DO NOT HAVE CLUE TOKEN #2
READ E.25

IF YOU DO NOT HAVE THE “SECOND KEY FRAGMENT” #55 ITEM CARD
READ E.23

IF YOU HAVE THE “SECOND KEY FRAGMENT” #55 ITEM CARD, 
AND YOU HAVE CLUE TOKEN #2
READ E.24

IF THE AUTHORITY TRACKER REACHES 0
YOU MUST READ E.34

*

IF IT IS ACTIVE, REMOVE THE AUTHORITY TRACKER

SET THE AUTHORITY TRACKER TO 5

* TAKE CLUE TOKEN #4

“TOUGH-LOOKING GUARD” #47 CAN NO LONGER BE INTERACTED WITH

IF IT IS ON THE TILE, “ROOKIE GUARD” #50 CAN NO LONGER BE 
INTERACTED WITH

TAKE CLUE TOKEN #2

  READ EVENT E.113

IF ANY CHARACTER HAS THE “MORE THAN YOU BARGAINED FOR” 
#78 EFFECT CARD
YOU MUST READ D.3

  READ EVENT E.113

DISCARD THE “MORE THAN YOU BARGAINED FOR” #78 EFFECT CARD

  YOU M
UST READ E.10

IF YOU HAVE CLUE TOKEN #4 AND ACTION TOKEN #4 IS NOT ON THE TILE
A

ll you
r efforts, w

asted. 
You have failed the chapter.

START OVER FROM THE BEGINNING

*:  +1 per N
PC

 in a range of 2 H
E

X
E

S to A
ction token #2.

DISCARD THE “MORE THAN YOU BARGAINED FOR” #78 EFFECT CARD

TAKE CLUE TOKEN #1

REMOVE ACTION TOKEN #2 FROM THE TILE

DISCARD THE “MORE THAN YOU BARGAINED FOR” #78 EFFECT CARD

TAKE CLUE TOKEN #1

P.19
P.5

*
*

  READ D.5

  READ EVENT E.15

  TOKEN #4
  TOKEN #4,

  IF YOU HAVE CLUE TOKEN #4

  RESUM
E PLAYING

TAKE CLUE TOKEN #4

“CURATOR” #41 CAN NO LONGER BE INTERACTED WITH

IF YOU HAVE CLUE TOKEN #1 AND YOU DO NOT HAVE CLUE TOKEN #2
Ask him to take care of the cameras.
READ D.16

IF YOU HAVE CLUE TOKEN #2 AND YOU DO NOT HAVE CLUE TOKEN #1
Ask him to take care of the SEISMOVAULT.
READ D.17

IF YOU DO NOT HAVE THE “SECOND KEY FRAGMENT” #55 ITEM CARD
Ask him to get everyone out.
READ D.15

Come to think of it, he is of no use to you. Leave this conversation.

ACTION TOKEN #1 (PHASE II) ...............P.103

ACTION TOKEN #2 (PHASE II)...............P.109

RESUME PLAYING
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* IF THE AUTHORITY TRACKER REACHES 0
YOU MUST READ E.35

IF YOU HAVE CLUE TOKEN #1

TAKE THE “MORE THAN YOU BARGAINED FOR” #78 EFFECT CARD

DISCARD CLUE TOKEN #1

READ E.115

IF THEY ARE ON THE TILE, SET “TOUGH-LOOKING GUARD” #47, “ROOKIE GUARD” 
#50, “CURATOR” #41, “MARIE DUMONT” #36, “MAYOR” #53, “GUEST #1” #38, 
“GUEST #2” #42, “GUEST #3” #46 AND “LINDA” #51 ON THE DESIGNATED HEXES

Reminder: The speech bubbles in the setup image are solely meant 
to distinguish Dialogue NPCs from other NPCs. If it is stated that a 
Dialogue NPC can no longer be interacted with, you cannot engage 
in Dialogue with them anymore, even if they are moved.

RECTO

15

SET “OLDER GUARD” #48 ON THE DESIGNATED HEX

RECTO

15

SET “OLDER GUARD” #48 ON THE DESIGNATED HEX

IF “OLDER GUARD” #48 IS ADJACENT TO ACTION TOKEN #4
YOU MUST READ D.14

SET “MAYOR” #53 AND “OLDER GUARD” #48 ON THE DESIGNATED HEXES

RECTO

15

IF IT IS ON THE TILE, REMOVE ACTION TOKEN #4

IF IT IS ON THE TILE, REMOVE ACTION TOKEN #4

REMOVE ”SAM” #55 FROM THE TILE

IF IT IS ON THE TILE, REMOVE ACTION TOKEN #4

REMOVE ”SAM” #55 FROM THE TILE

IF THEY ARE STILL ON THE TILE, REMOVE ACTION TOKENS #2 AND #4

  READ E.9

  RESUME PLAYING

On second thought, objects like this are bound to have layer upon 
layer of security. Leave the display case alone, for now.

* IF “OLDER GUARD” #48 IS ADJACENT TO ACTION TOKEN #4
YOU MUST RESUME PLAYING

REMOVE ACTION TOKEN #4 FROM THE TILE

* IF THE AUTHORITY TRACKER REACHES 0
YOU MUST READ E.40

IF IT IS ACTIVE, REMOVE THE AUTHORITY TRACKER

SET THE AUTHORITY TRACKER TO 5

IF IT IS ACTIVE, REMOVE THE AUTHORITY TRACKER

TAKE CLUE TOKEN #3

TAKE CLUE TOKEN #3

  IF YOU HAVE CLUE TOKEN #3

DISCARD CLUE TOKEN #4

DISCARD CLUE TOKEN #4

DISCARD CLUE TOKEN #4
 PA

G
E E

.6.

0 TO 2 SUCCESSES:  READ IN.1
3+ SUCCESSES:  READ IN.2

*
IF ALL INVESTIGATION AREA TOKENS HAVE BEEN REMOVED FROM THE TILE
YOU M

UST READ EVENT E.2

O
therw

ise,

READ E.10

IF YOU HAVE CLUE TOKEN #1
READ E.11

O
therw

ise,

READ E.10

IF YOU HAVE CLUE TOKEN #1
READ E.11

  READ FINAL DEDUCTION FD.3

DISCARD CLUE TOKEN #3

TAKE CLUE TOKEN #4

TAKE THE “THIRD KEY FRAGMENT” #56 ITEM CARD

Prepare these standees, tokens and cards right aw
ay:

· “D
ecrepit R

isen D
eads” #64 w

ith Sum
m

on C
ard “D

ecrepit 
R

isen D
ead”

· “Sham
bling R

isen D
eads” #65 w

ith all State C
ards #31

· “H
ulking R

isen D
ead” #66 w

ith all State C
ards #32

READ E.2

*
*

** *

IF THE AUTHORITY TRACKER REACHES 0

REMOVE “ROOKIE GUARD” #50 IF THEY ARE ON THE TILE

REMOVE YOUR CHARACTER AND ACTION TOKEN #4 FROM THE TILE

SET “ROOKIE GUARD” #50 ON THE DESIGNATED HEX

“TOUGH-LOOKING GUARD” #47, “ROOKIE GUARD” #50, 
“CURATOR” #41, “MARIE DUMONT” #36 AND “MAYOR” #53  
CAN NO LONGER BE INTERACTED WITH

TAKE CLUE TOKEN #4

TAKE CLUE TOKEN #4
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YOU MUST EACH MAKE A PHYSICAL + STEALTH CHECK DIFFICULTY 4

 IF ANY CHARACTER FAILS: 
READ EVENT E.34

 IF ALL CHARACTERS SUCCEED:

RESUME PLAYING

REMOVE THE “FEMALE FAN” NPC FROM THE TILE

YOU MUST EACH MAKE A PHYSICAL + STEALTH CHECK DIFFICULTY 3

 IF ANY CHARACTER FAILS: 
READ EVENT E.32

 IF ALL CHARACTERS SUCCEED:

READ EVENT E.31

REMOVE THE ROUND TRACKER

REMOVE EVERY NPC FROM THE TILE

IF THERE ARE NO LONGER ANY TOKEN YOU CAN INTERACT W
ITH 

(ACTION, INVESTIGATION AREA OR DIALOGUE NPCS TOKENS)
YOU MUST READ E.25

If you do not have enough NPC tokens left to set on the tile when 
instructed, set the ones available on Action tokens following this 
priority order: Action token #1, #2, #3, and #4. If you completely 
ran out of NPC tokens, ignore the directive associated to the round 
tracker this turn. When an NPC is Defeated, you can reuse its 
token and State card.

READ E.17

Special: At any time, you may choose to leave hastily and end the 
Chapter by reading E.2.

“Decrepit Risen Deads” #64 always target the Scared Couple.

IF THE ROUND TRACKER REACHES 8
YOU MUST READ E.3

IF THE “SCARED COUPLE” #13 REACHES HEX #0
YOU MUST READ E.26

COMBAT BEGINS!

VERSO

2222

IF THE “SCARED COUPLE” #13 REACHES HEX #0
YOU MUST READ E.26

IF IT IS ACTIVE, DECREASE THE ROUND TRACKER BY 1

RESUME PLAYING

IF YOU WIN
RESUME PLAYING

REMOVE ACTION TOKEN #3 FROM THE TILE

SET “DECREPIT RISEN DEAD” SUMMON TOKENS WITH THE “DECREPIT 
RISEN DEAD” SUMMON CARD ON THE DESIGNATED HEXES

RECTO

23

As you hurry through more woods, you see an opening amid the trees 
that flank the path. Beyond, a makeshift trail leads down a slope. Your 
dead heart sinks when you notice the shambling march of several risen 
dead heading your way.

You cannot use the “BITE” Attack card on “Decrepit Risen Deads”.

COMBAT BEGINS!

REMOVE INVESTIGATION AREA TOKEN #1 IF IT IS ON THE TILE

TAKE THE “A BEAST I AM...” #77 EFFECT CARD

Security is sweeping through the belvedere one last time to ensure no 
one is lingering. They will not take kindly to someone loitering.

DECREASE THE ROUND TRACKER BY 1

“FEMALE FAN” #75 CAN NO LONGER BE INTERACTED WITH

“SECURITY #3” #9 USES THE “3RD SECURITY GUARD” #37 STATE CARD

IF “SECURITY #1” #22 IS ON THE TILE, THEY USE THE “SECURITY GUARD” 
#10 STATE CARD

IF “SECURITY #2” #37 IS ON THE TILE, THEY USE THE “2ND SECURITY 
GUARD” #36 STATE CARD

IF YOU WIN
READ EVENT E.30

COMBAT BEGINS!

“SECURITY #3” #9 USES THE “3RD SECURITY GUARD” #37 STATE CARD

IF “SECURITY #1” #22 IS ON THE TILE, THEY USE THE “SECURITY GUARD” 
#10 STATE CARD

IF “SECURITY #2” #37 IS ON THE TILE, THEY USE THE “2ND SECURITY 
GUARD” #36 STATE CARD

*

TAKE CLUE TOKEN #1

IF INVESTIGATION AREA TOKEN #3 IS NOT ON THE TILE
YOU MUST READ EVENT E.26

RESUME PLAYING

REMOVE INVESTIGATION AREA TOKEN #2 IF IT IS ON THE TILE

TAKE 1 INVESTIGATION SUCCESS TOKEN

* TAKE 1 INVESTIGATION SUCCESS TOKEN

REMOVE INVESTIGATION AREA TOKEN #2 FROM THE TILE

  READ IN.6
  READ IN.9

MAKE A MENTAL + OCCULT CHECK  DIFFICULTY 3
  

 SUCCESS: READ IN.12     
 FAILURE: READ IN.7

You rem
em

ber one of the d
ials stopped arou

nd w
hat w

ou
ld have been 

fou
r o’clock, and the other at th

ree o’clock. B
ut w

hat cou
ld th

is m
ean?
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You remember the needle broke when you were roughly at what would 
be three o’clock on a regular dial, or a sharp right angle. You take a 
moment to ponder it all. What do 3:00 and settlers have in common? 
Or settlers and veering right? This one seems to make even less sense.

You look at where that needle would have pointed: the Jacques-Cartier 
bridge.

Jacques-Cartier the explorer, the settler. Of course! 1534, the founding 
of New France! The other, then, has to be Champlain. None of the other 
bridges were named after settlers, and they fit within the lines those 
dials would have drawn. Whoever wrote this wanted you to look be-
tween the bridges: downtown. There is a cathedral, Mary, Queen of the 
World, downtown. This would check off both the “womb” part of the 
riddle and the “Rewme” part.

Given what little time you have left, you hope your intuition will prove 
correct.

  READ EVENT E.4

The diversion gave the rest of the coterie a good opportunity to hide.

IF THERE ARE NO PLAYER CHARACTER LEFT ON THE TILE
You have failed the chapter.

START OVER FROM THE BEGINNING

REMOVE YOUR CHARACTER FROM THE TILE

REMOVE INVESTIGATION AREA TOKEN #1 FROM THE TILE

REMOVE THE ROUND TRACKER

REMOVE EVERY NPC FROM THE TILE

  READ E.31

VERSO

24

 PLAYER

 PLAYER

 PLAYER

 PLAYER

“SECURITY #3” #9 USES THE “3RD SECURITY GUARD” #37 STATE CARD

IF “SECURITY #1” #22 IS ON THE TILE, THEY USE THE “SECURITY GUARD” 
#10 STATE CARD

*

REMOVE INVESTIGATION AREA TOKEN #1 IF IT IS ON THE TILE

REMOVE THE ROUND TRACKER

REMOVE EVERY NPC FROM THE TILE

REMOVE INVESTIGATION AREA TOKEN #1 IF IT IS ON THE TILE

REMOVE THE ROUND TRACKER

REMOVE EVERY NPC FROM THE TILE

The crowd, guided by the security guards, leaves the premises as the 
flames spread rapidly across the stage. The rest of the Coterie make 
themselves as small as possible and wait for the kine to be gone.

  READ E.31

REMOVE INVESTIGATION AREA TOKEN #1 FROM THE TILE

REMOVE THE ROUND TRACKER

REMOVE EVERY NPC FROM THE TILE

  READ E.31

IF THEY ARE STILL ON THE TILE, REMOVE ACTION TOKENS #1 AND #2

“SECURITY #3” #9 USES THE “3RD SECURITY GUARD” #37 STATE CARD

IF “SECURITY #1” #22 IS ON THE TILE, THEY USE THE “SECURITY GUARD” 
#10 STATE CARD

IF “SECURITY #2” #37 IS ON THE TILE, THEY USE THE “2ND SECURITY 
GUARD” #36 STATE CARD

“SECURITY #3” #9 USES THE “3RD SECURITY GUARD” #37 STATE CARD

IF “SECURITY #1” #22 IS ON THE TILE, THEY USE THE “SECURITY GUARD” 
#10 STATE CARD

IF “SECURITY #2” #37 IS ON THE TILE, THEY USE THE “2ND SECURITY 
GUARD” #36 STATE CARD

“DE FACTO SUPERVISOR” #77 USES THE “CONSTRUCTION BOSS” #39 
STATE CARD, “CONSTRUCTION WORKER #1” #33 USES THE “1ST CON-
STRUCTION WORKER” #40 STATE CARD, AND “CONSTRUCTION WORKER 
#2” #76 USES THE “2ND CONSTRUCTION WORKER” #41 STATE CARD

“DE FACTO SUPERVISOR” #77 USES THE “CONSTRUCTION BOSS” #39 
STATE CARD, “CONSTRUCTION WORKER #1” #33 USES THE “1ST CON-
STRUCTION WORKER” #40 STATE CARD, AND “CONSTRUCTION WORKER 
#2” #76 USES THE “2ND CONSTRUCTION WORKER” #41 STATE CARD

SET “DE FACTO SUPERVISOR” #77, “CONSTRUCTION WORKER #1” #33, 
AND “CONSTRUCTION WORKER #2” #76 ON THE DESIGNATED HEXES

TAKE CLUE TOKEN #1

REMOVE INVESTIGATION AREA TOKEN #1 FROM THE TILE

You confront him immediately, and put an end to this odd rivalry he decided to start.

  READ “ANTONIO ANDRADE” DIALOGUE D.14

REMOVE INVESTIGATION AREA TOKEN #1 FROM THE TILE

REMOVE INVESTIGATION AREA TOKEN #1 FROM THE TILE

REMOVE “ENGINEER” #76 FROM THE TILE

IF IT IS NOT ACTIVE, SET THE ROUND TRACKER TO 8

IF THE ROUND TRACKER REACHES 0
YOU MUST READ EVENT E.8

TAKE THE “RUSHED” #36 EFFECT CARD

*
TAKE CLUE TOKEN #3

IF YOU DO NOT HAVE CLUE TOKEN #3
Backtrack to the crack you saw

 and investigate.

READ IN.19

IF YOU HAVE CLUE TOKEN #3
Tell A

ndrade to pour the poison dow
n this pipe.

READ “ANTONIO ANDRADE” DIALOGUE D.13

*
TAKE CLUE TOKEN #4

*

IF YOU DO NOT HAVE CLUE TOKEN #4
Take a m

om
ent to investigate the body you saw

 earlier.
READ IN.20

IF YOU DO NOT HAVE CLUE TOKEN #3
Turn back and inspect the breach you saw

 earlier.

READ IN.19

IF YOU HAVE CLUE TOKEN #3
Tell A

ndrade to pour the poison dow
n this pipe.

READ “ANTONIO ANDRADE” DIALOGUE D.13

  IF ANY CHARACTER HAS THE “RUSHED” #36 EFFECT CARD
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VERSO

12

Tell Andrade to pour the poison down the Barred Pipe.

READ E.18

The Barred Pipe corresponds to Investigation #1.

Tell Andrade to pour the poison down the Opened Pipe.

READ E.23

The Opened Pipe corresponds to Investigation #2.

Tell Andrade to pour the poison down the Sizeable Pipe.

READ E.25

The Sizeable Pipe corresponds to Investigation #3.

IF YOU HAVE CLUE TOKEN #1
YOU MUST READ IN.8

REMOVE INVESTIGATION AREA TOKEN #2 FROM THE TILE

REMOVE INVESTIGATION AREA TOKEN #2 FROM THE TILE

  IF ANY CHARACTER HAS THE “RUSHED” #36 EFFECT CARD

  IF YOU HAVE CLUE TOKEN #2

  READ IN.10 
  READ IN.9 

IF IT IS ACTIVE, REMOVE THE ROUND TRACKER

IF THEY ARE STILL ON THE TILE, REMOVE ACTION TOKENS #1 AND #2

IF A PLAYER CHARACTER WITHOUT A STEALTH TOKEN OR 
“ANTONIO ANDRADE” #3 MOVES INTO ANY RAT NPC’S LINE OF SIGHT

COMBAT BEGINS!

IF YOU WIN
RESUME PLAYING

RESUME PLAYING

He is quite defensive for such an innocuous question. Something does not add up.

REMOVE INVESTIGATION AREA TOKEN #2 FROM THE TILE
READ “ANTONIO ANDRADE” DIALOGUE D.14

TAKE CLUE TOKEN #2

REMOVE ACTION TOKEN #1 FROM THE TILE

REMOVE “BLUE-COLLAR” #78 FROM THE TILE

IF THEY ARE STILL ON THE TILE, REMOVE ACTION TOKENS #1 AND #2

REMOVE “BLUE-COLLAR” #78 FROM THE TILE

REMOVE “BLUE-COLLAR” #78 FROM THE TILE

SET “ENGINEER” #76 AND “BLUE-COLLAR” #78 ON THE  
DESIGNATED HEXES

  READ E.14

IF THEY ARE STILL ON THE TILE, REMOVE ACTION TOKENS #1 AND #2

IF IT IS ACTIVE, REMOVE THE ROUND TRACKER

COMBAT BEGINS!

IF YOU WIN
READ E.16

IF YOU HAVE CLUE TOKEN #1
Andrade’s behavior has been strange this evening, to say the least. 
You confront him.

READ “ANTONIO ANDRADE” DIALOGUE D.18

IF ANY CHARACTER HAS THE “RUSHED” #36 EFFECT CARD
YOU MUST READ E.26

You’ve wasted enough time running around in the sewers. The faster 
you make a decision, the faster you’ll be able to leave this horrible 
stench behind.

 POUR THE POISON

Andrade complies, pouring down the toxic liquid down the pipe with a 
splash. The deed is done and you are now free to crawl back to the surface.

A welcome breeze greets you as you climb out of the manhole. The city’s 
usual soundscape is as pleasant as a fresh meal.

Andrade follows not far behind. Once he is out of the hole, he turns his 
face to the sky and closes his eyes for a time.

“Everything okay, Andrade?” you ask, already expecting a biting retort. 
And of course, it comes. The man can hardly pass up an opportunity to 
piss you off.

“I’m free of you at last. I haven’t felt this free since my sire passed away.” 
He opens his eyes and smiles at you, fangs and all. He’d look intimidating, 
if he weren’t rail-thin and sickly-looking. “I would thank you for your 
help, but I feel like I did everything, so...thanks for nothing, I guess?”

And, without waiting for a response, Andrade turns and leaves.

With no way to know if you’ve truly succeeded in your task, you make 
a mental note to find that Malkavian should his help have proven to be 
false. Word of the disturbance at the construction site will surely spread 
too, making any effort to return to these sewers almost impossible.

TAKE THE “THERE’S SOMETHING IN THE WATER” #82 EFFECT CARD

 A WELCOME BREEZE

End of C
hapter 19
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SET “DISINTERESTED WORKER” #33 W
ITH THE “1ST CONSTRUCTION 

 WORKER” #40 STATE CARD, “ENGINEER” #76 W
ITH THE “2ND 

CONSTRUCTION WORKER” #41 STATE CARD AND “BLUE-COLLAR” #78 
W

ITH THE “3RD CONSTRUCTION WORKER” #43 STATE CARD ON THE 
DESIGNATED HEXES

REMOVE THE CURRENT TILE AND ALL TOKENS, THEN SET UP TILE #12

  READ E.24

 CRAWL BACK UP

Andrade complies, pouring down the toxic liquid down the pipe with a 
splash. The deed is done and you are now free to crawl back to the surface.

A welcome breeze greets you as you climb out of the manhole. The city’s 
usual soundscape is as pleasant as a fresh meal.

Andrade follows not far behind. Once he is out of the hole, he turns his 
face to the sky and closes his eyes for a time.

“Everything okay, Andrade?” you ask, already expecting a biting retort. 
And of course, it comes. The man can hardly pass up an opportunity to 
piss you off.

“I’m free of you at last. I haven’t felt this free since my sire passed away.” 
He opens his eyes and smiles at you, fangs and all. He’d look intimidating, 
if he weren’t rail-thin and sickly-looking. “I would thank you for your 
help, but I feel like I did everything, so...thanks for nothing, I guess?”

And, without waiting for a response, Andrade turns and leaves.

With no way to know if you’ve truly succeeded in your task, you make 
a mental note to find that Malkavian should his help have proven to be 
false. Word of the disturbance at the construction site will surely spread 
too, making any effort to return to these sewers almost impossible.

End of Chapter 19

YOU CAN NOW READ ITS CONCLUSION  
IN THE STORYBOOK

AT THE END OF EACH ROUND, SET “ANTONIO ANDRADE” #3 ON A HEX 
ADJACENT TO A PLAYER CHARACTER OF YOUR CHOICE

IF ALL INVESTIGATION AREA TOKENS HAVE BEEN REMOVED FROM THE TILE
YOU M

UST READ E.15
DISCARD CLUE TOKEN #2

REMOVE ACTION TOKEN #1 FROM THE TILE

IF YOU DO NOT HAVE CLUE TOKEN #3
Inspect the crack in the pipe.

READ IN.19

IF YOU HAVE CLUE TOKEN #3
Tell Andrade to pour the poison down this pipe.

READ “ANTONIO ANDRADE” DIALOGUE D.13
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Otherwise,

RESUME PLAYING

Otherwise,

RESUME PLAYING

Otherwise,

READ D.22

Andrade complies, pouring down the toxic liquid down the pipe with a 
splash. The deed is done and you are now free to crawl back to the surface.

A welcome breeze greets you as you climb out of the manhole. The city’s 
usual soundscape is as pleasant as a fresh meal.

Andrade follows not far behind. Once he is out of the hole, he turns his 
face to the sky and closes his eyes for a time.

“Everything okay, Andrade?” you ask, already expecting a biting retort. 
And of course, it comes. The man can hardly pass up an opportunity to 
piss you off.

“I’m free of you at last. I haven’t felt this free since my sire passed away.” 
He opens his eyes and smiles at you, fangs and all. He’d look intimidating, 
if he weren’t rail-thin and sickly-looking. “I would thank you for your 
help, but I feel like I did everything, so...thanks for nothing, I guess?”

And, without waiting for a response, Andrade turns and leaves.

With no way to know if you’ve truly succeeded in your task, you make 
a mental note to find that Malkavian should his help have proven to be 
false. Word of the disturbance at the construction site will surely spread 
too, making any effort to return to these sewers almost impossible.

E.25 - OUT OF THE HOLE

End of Chapter 19

YOU CAN NOW READ ITS CONCLUSION  
IN THE STORYBOOK

“I’ve had enough of you. Stop wasting my damn time and follow me!” 
He resolutely walks off, before stopping in front of one of the pipes. The 
Malkavian then pours down the vicious content of the can. To you, it 
almost seems he chose a pipe at random, but you have no choice but to 
accept his decision now.

A welcome breeze greets you as you climb out of the manhole. The 
city’s usual soundscape is as pleasant as a fresh meal.

Andrade follows not far behind. Once he is out of the hole, he turns his 
face to the sky and closes his eyes for a time.

“Everything okay, Andrade?” you ask, already expecting a biting retort. 
And of course, it comes. The man can hardly pass up an opportunity to 
piss you off.

“I’m free of you at last. I haven’t felt this free since my sire passed away.” 
He opens his eyes and smiles at you, fangs and all. He’d look intimidating, 
if he weren’t rail-thin and sickly-looking. “I would thank you for your 
help, but I feel like I did everything, so...thanks for nothing, I guess?”

And, without waiting for a response, Andrade turns and leaves.

With no way to know if you’ve truly succeeded in your task, you make 
a mental note to find that Malkavian should his help have proven to be 
false. Word of the disturbance at the construction site will surely spread 
too, making any effort to return to these sewers almost impossible.

As you watch Andrade leave, all you can think is, God, I hope you didn’t 
fuck us over.

E.26 - FOLLOW THE LEADER

End of Chapter 19

YOU CAN NOW READ ITS CONCLUSION  
IN THE STORYBOOK

IF ALL ACTION TOKENS HAVE BEEN REMOVED FROM THE TILE
Having exhausted all of your options here, you leave the bar 
empty-handed.

You have failed the chapter.

START OVER FROM THE BEGINNING

REMOVE ACTION TOKEN #1 FROM THE TILE

REMOVE ACTION TOKEN #1 FROM THE TILE

IF ALL ACTION TOKENS HAVE BEEN REMOVED FROM THE TILE
Having exhausted all of your options here, you leave the bar 
empty-handed.

You have failed the chapter.

START OVER FROM THE BEGINNING

IF THEY ARE STILL ON THE TILE, REMOVE ACTION TOKENS #1, #2, AND #3

IF IT IS ON THE TILE, REMOVE ACTION TOKEN #1

You wait a few minutes before Zimmer returns, fuming.

READ D.27

IF YOU HAVE CLUE TOKEN #2
Warn Zimmer about his troublesome client before going any further.

YOU MUST READ D.3

*

* IF YOU HAVE CLUE TOKEN #2
Warn Zimmer about his troublesome client before going any further.

YOU MUST READ D.3

IF YOU HAVE CLUE TOKEN #2
Warn Zimmer about his troublesome client before going any further.
YOU MUST READ D.3

IF THEY ARE STILL ON THE TILE, REMOVE ACTION TOKENS #1, #2, AND #3

  READ D.42
  READ D.42

IF YOU HAVE THE “MORE THAN YOU BARGAINED FOR” #78 EFFECT CARD
YOU MUST RESUME PLAYING

IF YOU HAVE CLUE TOKEN #1
Get him to follow you out back.

YOU MUST READ D.3

“ANTISOCIAL MAN” #4 CAN NO LONGER BE INTERACTED W
ITH

“ANTISOCIAL MAN” #4 USES THE “THUG LEADER” #3 STATE CARD

“PRETENTIOUS BIKER” #5 USES THE “THUG” #2 STATE CARD

“BARFLY” #80 USES THE “SKATER BOI” #51 STATE CARD

REMOVE ACTION TOKEN #2 FROM THE TILE

DISCARD THE “MORE THAN YOU BARGAINED FOR” #78 EFFECT CARD  
IF YOU HAVE IT

EMPLOYEES ONLY

REMOVE ACTION TOKEN #2 FROM THE TILE
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Otherwise,

READ D.22

 PLAYER

 PLAYER

 PLAYER

 PLAYER

IF YOU DO NOT HAVE THE “MORE THAN YOU BARGAINED FOR” #78 
EFFECT CARD
“Hey. Curious George. There’s nothing for you back there. It’s employees 
only beyond this point.”

After warning you, Zimmer returns to the sisyphean task of cleaning 
his bar top.

With his attention momentarily away from you, you shuffle closer to 
the door.

READ E.34

You lean against the bar and cast a glance at the door leading to the 
kitchen. There seems to be something near its threshold, but you can’t 
quite make out what it is before you hear Zimmer clear his throat.

IF YOU HAVE THE “MORE THAN YOU BARGAINED FOR” #78 EFFECT CARD
“Hey! I told you to leave!” Zimmer snarls as he furiously make his 
way towards you.

You book it before he reaches you; the claws growing out of his 
fingertips a clear indication of what he will do to you.

You have failed the chapter.

START OVER FROM THE BEGINNING

IF YOU HAVE CLUE TOKEN #2
Warn Zimmer about his troublesome client before going any further.

YOU MUST READ D.3

IF YOU HAVE THE “MORE THAN YOU BARGAINED FOR” #78 EFFECT CARD
You hear sudden footsteps and the rustling of fabric. Someone is 
coming up on you!

YOU MUST READ “MR. ERIKSSON, ESQ.” DIALOGUE D.2

IF THEY ARE STILL ON THE TILE, REMOVE ACTION TOKENS #2 AND #3

Otherwise, you leave the kitchens, unseen and unheard.

RESUME PLAYING

IF YOU HAVE  ANIMALISM  LEVEL 2+
You think you can persuade the dog to let you through.

READ “WATCH DOG FAMULUS” DIALOGUE D.1

IF YOU HAVE  ANIMALISM  LEVEL 3
Take control of this dog and make it move.

READ E.3

IF YOU HAVE THE “DOG WHISTLE” #2 ITEM CARD
Blow it and sneak into the kitchens while the dog is distracted.

READ E.5

If Zimmer hides any equipment in this building, it surely will not be 
where any customer can just reach out and grab it. Indubitably, it would 
be in a place few can access. Somewhere in the back, perhaps. Even if you 
were to sneak past Zimmer, you’ll still have to contend with the dog.

As you approach the door to the kitchens, you hear a deep growl, too 
deep to come from a regular animal. You crane your neck to see what’s 
behind the bar and spot a huge Doberman lying on the floor. He looks 
totally innocent, but the sound he made tells you this dog is alert and 
won’t let anyone pass.

Without any way to get this dog to move — it’s not like you 
brought treats with you — you have no other choice but to give 
up on your idea of sneaking into the kitchens.

RESUME PLAYING

  BEWARE OF DOG
“FATHER TEASDALE” #87 USES THE “FATHER TEASDALE” #64 STATE CARD

*

* DECREASE YOUR HUNGER BY 1

TAKE THE “FALLEN ANGEL” #84 EFFECT CARD

*

* REMOVE ACTION TOKEN #1 FROM THE TILE

TAKE THE “HACKER LAPTOP” #35 ITEM CARD

  IF YOU HAVE CLUE TOKEN #1

TAKE THE “ANALOG” #42 EFFECT CARD

  READ E.28

IF THEY ARE ON THE TILE, REMOVE ACTION TOKENS #1 AND #3

IF IS IT NOT ACTIVE, SET THE AUTHORITY TRACKER TO 4

IF THE AUTHORITY TRACKER REACHES 0
YOU MUST READ E.18

REMOVE “BEGGAR” #6 FROM THE TILE

TAKE CLUE TOKEN #1

IF “CLEANING LADY” #89 IS ON THE TILE

IF YOU WIN
READ EVENT E.41

IF IT IS ACTIVE, REMOVE THE ROUND TRACKER

“CLEANING LADY” #89 STARTS FLEEING

* IF “CLEANING LADY” #89 IS ON THE TILE

IF IT IS ACTIVE, REMOVE THE ROUND TRACKER

“CLEANING LADY” #89 STARTS FLEEING

*

“WARY HUNTER” #93 USES THE “2ND S.I. AGENT” #61 STATE CARD

“WEARY HUNTER” #94 USES THE “3RD S.I. AGENT” #62 STATE CARD

TAKE CLUE TOKEN #4

IF YOU WIN
SET THE AUTHORITY TRACKER TO 3

D
ecrease it by 1 at the end of each round.

IF THE AUTHORITY TRACKER REACHES 0
YOU MUST READ EVENT E.49

RESUME PLAYING

REMOVE “CLEANING LADY” #89 AND ACTION TOKEN #1 FROM THE TILE

REMOVE THE ROUND TRACKER

COMBAT BEGINS!

REMOVE “WARY HUNTER” #93 AND “CLEANING LADY” #89 FROM THE TILE

REMOVE ACTION TOKEN #1 FROM THE TILE

REMOVE THE ROUND TRACKER

*
REMOVE ACTION TOKEN #1 FROM THE TILE

REMOVE THE ROUND TRACKER

*

REMOVE “CLEANING LADY” #89 AND ACTION TOKEN #1 FROM THE TILE

REMOVE THE ROUND TRACKER

COMBAT BEGINS!

IF YOU WIN
SET THE AUTHORITY TRACKER TO 4

Decrease it by 1 at the end of each round.

IF THE AUTHORITY TRACKER REACHES 0
YOU MUST READ EVENT E.49

RESUME PLAYING

 

341

342

343

371

344

345

373

374

347

346

348

370

349

369

350

351

352

353

367

354

372

355

356

357

375

358

366

360 361

363

362

376

364

365

359

368



STICKERS 
11/24 Vampire: The Masquerade — CHAPTERS

REMOVE “WEARY HUNTER” #94 FROM THE TILE

  READ D.15

SET THE AUTHORITY TRACKER TO 4

Decrease it by 1 at the end of each round.

IF THE AUTHORITY TRACKER REACHES 0
YOU MUST READ EVENT E.49

RESUME PLAYING

*

* REMOVE ACTION TOKEN #1 FROM THE TILE

REMOVE THE ROUND TRACKER

REMOVE “WARY HUNTER” #93 AND “WEARY HUNTER” #94 FROM THE TILE

REMOVE ACTION TOKEN #1 FROM THE TILE

REMOVE ACTION TOKEN #1 FROM THE TILE

IF YOU ARE IN “WARY HUNTER” #93 OR “WEARY HUNTER” #94 
LINE OF SIGHT WITHOUT A STEALTH TOKEN
YOU MUST READ E.56

   RESUME PLAYING

SET THE ROUND TRACKER TO 0

MOVE THE “CLEANING LADY” #89 EVERY ROUND ACCORDING TO THE IMAGE, 
STARTING OVER AFTER REACHING 10

Increase it by 1 at the end of each round.

* IF YOU HAVE 1 INVESTIGATION SUCCESS TOKEN
You won’t be able to deceive this woman again. Dispatch her.

YOU MUST READ E.10

*
*

* TAKE 1 INVESTIGATION SUCCESS TOKEN

TAKE 1 INVESTIGATION SUCCESS TOKEN

TAKE 1 INVESTIGATION SUCCESS TOKEN *

* IF IT IS ACTIVE, REMOVE THE ROUND TRACKER

TAKE 1 INVESTIGATION SUCCESS TOKEN

REMOVE THE ROUND TRACKER

REMOVE “CLEANING LADY” #89 FROM THE TILE

TAKE CLUE TOKEN #3

“CLEANING LADY” #89 STARTS FLEEING

Note: You can now enter the Line of Sight of “Cleaning Lady” without 
a Stealth token.

SET “OLD PRIEST” #90 WITH THE “OLD PRIEST” #60 STATE CARD  
ON THE DESIGNATED HEX

  IF YOU HAVE CLUE TOKEN #3

IF YOU HAVE CLUE TOKEN #1
With no time to lose, you begin setting up the crime scene. From time 
to time, you swear you see shapes, silhouettes walking by the windows 
and staring. You hope that none of them will be curious enough to come 
closer. It’s unusual to have this much activity in a presbytery at night.
READ E.29

TAKE THE “CRISIS OF FAITH” #83 EFFECT CARD

IF YOU HAVE CLUE TOKEN #1 OR #3
Going by the violence, you think you could turn your massacre into 
the doing of a crazed anti-church fanatic. After all, the catholic 
church has its fair share of detractors, and one could have snapped. 
So long as this lie can be upheld for a day or two, that is all you need.

READ E.25

REMOVE THE ROUND TRACKER

REMOVE “CLEANING LADY” #89 FROM THE TILE

REMOVE ACTION TOKEN #1 FROM THE TILE

*

RESUME PLAYING

IF YOU ENTER ANY NPC’S LINE OF SIGHT WITHOUT A STEALTH TOKEN
COMBAT BEGINS!

IF YOU WIN
RESUME PLAYING

IF YOU DO NOT HAVE CLUE TOKEN #4
V

iolence is the answ
er!

READ “WARY HUNTER” DIALOGUE D.4

RESUME PLAYING

A
ttem

pt to slin
k past them

 u
n

noticed.

REMOVE ACTION TOKEN #1 FROM THE TILE

IF YOU W
IN

READ E.47

COMBAT BEGINS!

REMOVE THE ROUND TRACKER

REMOVE “CLEANING LADY” #89 AND ACTION TOKEN #1 FROM THE TILE

GAIN +2 TO YOUR INITIATIVE

IF THE AUTHORITY TRACKER REACHES 0
YOU MUST READ E.49

   RESUME PLAYING

IF IT IS ACTIVE, REMOVE THE ROUND TRACKER

IF IT IS ON THE TILE, REMOVE ACTION TOKEN #1

IF IT IS NOT ACTIVE, SET THE AUTHORITY TRACKER TO 3

REMOVE “CLEANING LADY” #89 FROM THE TILE

Decrease it by 1 at the end of each round.

REMOVE ACTION TOKEN #1 FROM THE TILE

REMOVE “NEIGHBOR” #97 IF THEY ARE ON THE TILE

REMOVE “NEIGHBOR” #97 IF THEY ARE ON THE TILE

IF IT IS ON THE TILE, REMOVE ACTION TOKEN #1

IF THEY ARE ON THE TILE, REMOVE ACTION TOKENS #1 AND #2

  E.1 - 

 VOTIVE FLICKER
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“What are you doing here?”

Looks like the hunters finally caught up with you. They pull out their 
weapons, frowning at you.

A fight is unavoidable now.

E.56 - SPOTTED

IF YOU WIN
READ E.47

COMBAT BEGINS!

IF IT IS ACTIVE, REMOVE THE ROUND TRACKER

REMOVE “CLEANING LADY” #89 IF THEY ARE ON THE TILE

RECTO

05

SET ALL PLAYERS, “MAN IN SUIT” #44 WITH THE “2ND S.I. AGENT” 
#61 STATE CARD, “OLDER WOMAN” #42 WITH THE “OLDER GUARD” 
#19 STATE CARD, AND “MIDDLE AGED CUSTOMER” #96 WITH THE 
“1ST S.I. AGENT” #15 STATE CARD ON THE DESIGNATED HEXES

Note: The discrepancy between the illustrations on the tokens and those on 
the State cards is intentional.

READ E.27

READ E.24

Ask him about Paul Labonté.

Thank him for his answers, and ask if he’d be willing to share his 
thoughts on one final theory for you.

You part ways with Caleb and move up a set of stairs toward the 
small wing beside the basilica’s main entrance. Once there, you 
push the iron-studded wooden door open and slip inside.

Your footfalls resonate against the massive marble colonnade, the 
corridor widening and light flickering as you round the last turn 
leading to the nave of the basilica.

READ E.2

IF YOU HAVE THE “FALLEN ANGEL” #84 EFFECT CARD
YOU MUST READ E.4

Otherwise,

READ E.3

RECTO

31

SET ALL PLAYER CHARACTERS ON THE DESIGNATED HEXES

IF YOU DO NOT HAVE THE “FALLEN ANGEL” #84 EFFECT CARD

SET “2ND S.I. AGENT” #93 WITH THE “2ND S.I. AGENT” #61 STATE CARD ON 
THE DESIGNATED HEX

READ E.4

You’ve barely begun your advance, skulking quietly along the aisles, 
when a rush of wind surprises you and draws your attention to a rack 
of votive candles at the nave’s entrance. One after another, each flame is 
snuffed, until none remains.

A man at the far end of the nave turns a curious eye toward you as you 
stand in the slowly darkening entrance. A flash of disbelief crosses his 
features, followed by grim resolve.

“His Grace was right…” A nervous, incredulous chuckle escapes the 
man’s mouth as he observes you from afar. “The devil hasn’t been driven 
out completely. There is still putrefaction in the underbelly of the city,” 
he says as he grabs a heavy candelabra.

“Blankbodies!” he shouts, his deep, booming voice accentuated by the 
acoustics of the basilica.

VERSO

30

SET “GHOUL LOOK-OUT” #15, “GHOUL DIGGER” #6 AND 
“GHOUL STRONG ARM” #92 ON THE DESIGNATED HEXES

REMOVE “ROBERTO” #71 FROM THE TILE

“JACOB” #98 CAN NO LONGER BE INTERACTED WITH

WHEN THERE ARE NO MORE DIFFICULT TERRAIN TOKENS LEFT ON THE TILE
YOU MUST READ E.9

Special: Do not increase your Hunger when you fail these special Rouse 
checks.

Note: At any point, you can forsake dispelling the wards by reading E.10.

You recall an old ritual you found in your research, one that would allow 
someone to undo the magic laid down by another sorcerer. It’s a lengthy 
process, from what you remember, but in this circumstance, it might be 
preferrable to whatever happened to Caleb’s ghoul earlier.

*

TAKE THE “MARK OF THE SABBAT” #89 EFFECT CARD

REMOVE A DIFFICULT TERRAIN TOKEN FROM THE TILE

IF YOU HAVE 1 INVESTIGATION SUCCES TOKEN
YOU MUST READ E.20

IF YOU HAVE CLUE TOKEN #2
YOU MUST READ E.22

TAKE THE “MARK OF THE SABBAT” #89 EFFECT CARD

TAKE THE “MARK OF THE SABBAT” #89 EFFECT CARD

REMOVE ALL DIFFICULT TERRAIN TOKENS FROM THE TILE

TAKE THE “MARK OF THE SABBAT” #89 EFFECT CARD

IF ANOTHER PLAYER CHARACTER IS INVOLVED IN THIS SEQUENCE
A

 m
em

ber of you
r coterie helpfu

lly springs into action
, grabbing 

hold of you and pu
lling you free.

YOU MUST READ E.45

The hu
ngry vam

pire em
pties you of you

r Blood, but stops short of com
-

m
itting d

iablerie. Instead, he th
row

s you out of h
is coffi

n like a rag doll 
and proceeds to drin

k dry the other m
em

bers of you
r coterie.

SET 3 DIFFICULT TERRAIN TOKENS, ACTION TOKEN #2, INVESTIGATION 
AREA TOKENS #1, #2, AND #3 ON THE DESIGNATED HEXES

VERSO

30

VERSO

30

Investigation N
o.3 A M

ischief of Rats (E
.5)..........P.30

VERSO

30

*
*

REMOVE ALL DIFFICULT TERRAIN TOKENS ADJACENT TO ACTION TOKEN #1
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 PLAYER
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VERSO

30
MAKE A MENTAL + SEARCH CHECK

0 TO 3 SUCCESSES: READ IN.4
4+ SUCCESSES: READ IN.1

Look for a plank that can support your weight.

VERSO

12

IF YOU OR AN NPC STARTS THEIR TURN ON A HEX ADJACENT 
TO “THE CRAWLING END” #25
YOU MUST READ E.8

Discard the token at the end of the “The Crawling End” NPC’s first turn.

“THE CRAWLING END” HAS AN INITIATIVE OF 1 AND MOVES 5 HEXES PER 
TURN TOWARDS THE CLOSEST CHARACTER

“THE CRAWLING END” TAKES 1 IMMOBILIZED TOKEN

Discard the token at the end of the “The Crawling End” NPC’s turn.

IF YOU OR AN NPC STARTS THEIR TURN ON A HEX ADJACENT 
TO “THE CRAWLING END” #25
YOU MUST READ E.8

MAKE A PHYSICAL + BRAWL CHECK  DIFFICULTY 5   
 SUCCESS: READ E.34      FAILURE: READ E.35

Pull the rebar out to collapse the wall.

REMOVE ALL DIFFICULT TERRAIN TOKENS ADJACENT TO ACTION TOKEN #1

Discard the token at the end of the “The Crawling End” NPC’s turn.

REPLACE ACTION TOKENS #2 AND #3 WITH 1 DIFFICULT TERRAIN TOKEN EACH

SET YOUR CHARACTER ON THE DESIGNATED HEX

“THE CRAWLING END” TAKES 1 SLOWED TOKEN

VERSO

12

RESUME PLAYING

REPLACE ACTION TOKEN #3 WITH 1 DIFFICULT TERRAIN TOKEN

MOVE “THE CRAWLING END” #25 1 HEX TOWARDS THE CLOSEST CHARACTER

SET INVESTIGATION AREA TOKEN #1 ON THE DESIGNATED HEX

VERSO

12

*

REMOVE ALL DIFFICULT TERRAIN TOKENS ADJACENT TO ACTION TOKEN #3

RESUME PLAYING

REPLACE ACTION TOKEN #2 WITH 1 DIFFICULT TERRAIN TOKEN

REMOVE ACTION TOKEN #3 FROM THE TILE

REMOVE ALL DIFFICULT TERRAIN TOKENS ADJACENT TO ACTION TOKEN #3

REPLACE ACTION TOKEN #2 WITH 1 DIFFICULT TERRAIN TOKEN

REMOVE ACTION TOKEN #3 FROM THE TILE

* IF THE CHARACTER YOU CHOSE TO SACRIFICE IS AN ALLY
YOU MUST READ E.32

W
ith a grunt and a h

iss, you m
ethodically pull out the rebar from

 the 
w

all of debris. A
s you give one last tug, the structure, the result of years 

of neglect and C
aleb’s dogged efforts at fi

nding the Tem
ple, crum

bles to 
the ground pelting you w

ith dust and sm
oke. B

eh
ind you, you hear the 

m
addened ch

ittering of the horde. W
hatever dangers lie beyond th

is 
open

ing, it can
not be w

orse than w
hat is after you.

E.34 - LYNCHPIN

RESUME PLAYING

REMOVE ALL DIFFICULT TERRAIN TOKENS ADJACENT TO ACTION TOKEN #1

REMOVE ACTION TOKEN #1 FROM THE TILE

You struggle for w
hat appears to be an etern

ity, the grow
ing ch

ittering 
of the rats fast approach

ing tells you you w
ill not have enough tim

e to 
w

iden the tight open
ing through the w

all. You abandon your enterprise 
and resign yourself to craw

l through the hole, hopefully keeping w
hat 

lead you have on them
.

E.35 - CRAWLING INTO THE DARK

RESUME PLAYING

REMOVE ACTION TOKEN #1 FROM THE TILE

MOVE “THE CRAWLING END” #25 1 HEX TOWARDS THE CLOSEST CHARACTER

IF YOU HAVE CLUE TOKEN #1, #2 OR #3
YOU MUST READ EVENT E.5

IF YOU HAVE CLUE TOKEN #1, #2 OR #3
YOU MUST READ EVENT E.5

  READ “YUMA MCKENZIE” DIALOGUE D.1

  IF YOU HAVE CLUE TOKEN #1 OR #2

*
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Wait in awkward silence for Yuma to come back.

READ EVENT E.5

IF “MR. VARGAS” #103 IS ON THE TILE AND INTERACTABLE
Hear what he has to say.

RESUME PLAYING

Otherwise,

READ EVENT E.5

IF “MR. VARGAS” #103 IS ON THE TILE
Go see what that other Anarch might have to say before Yuma 
comes back.

“MELKIAH” #104 CAN NO LONGER BE INTERACTED WITH

RESUME PLAYING

Thank him for the advice and wait for Yuma to come back.

READ EVENT E.5

  IF “MR. VARGAS” #103 IS ON THE TILE AND INTERACTABLE

Wait for Yuma to come back.

READ EVENT E.5

IF “MR. VARGAS” #103 IS ON THE TILE AND INTERACTABLE
Go see what that other Anarch might have to say to you.

RESUME PLAYING

IF “MR. VARGAS” #103 IS ON THE TILE
Perhaps the other Anarch over there has something to say.

“MELKIAH” #104 CAN NO LONGER BE INTERACTED WITH
RESUME PLAYING

  IF “MR. VARGAS” #103 IS ON THE TILE AND INTERACTABLE

Wait for Yuma to come back.

READ EVENT E.5

IF “MR. VARGAS” #103 IS ON THE TILE AND INTERACTABLE
Go see what that other Anarchs might have to say to you.

RESUME PLAYING

VERSO

08

IF THE MASQUERADE BREACH TRACKER IS 2-
SET “MR. VARGAS” #103 ON THE DESIGNATED HEX

SET UP TILE #8 AND SET ALL PLAYER CHARACTERS ON THE DESIGNATED HEXES

SET “MELKIAH” #104, “ANARCH THIN-BLOOD” #43, AND “YOUNG 
ANARCH” #74 ON THE DESIGNATED HEXES

IF YOU HAVE CLUE TOKEN #1
YOU MUST RESUME PLAYING

IF YOU HAVE 1 INVESTIGATION SUCCESS TOKEN
YOU MUST RESUME PLAYING

IF YOU HAVE 3+ INVESTIGATION SUCCESS TOKENS
YOU MUST RESUME PLAYING

MAKE A MENTAL + OCCULT CHECK  DIFFICULTY 6   
 SUCCESS: READ IN.3       FAILURE: READ IN.2

TAKE 1 INVESTIGATION SUCCESS TOKEN

DISCARD ALL YOUR CLUE TOKENS EXCEPT #2

*
IF EVERY CHARACTER HAS BEEN REMOVED FROM THE TILE
YOU MUST READ E.7

REMOVE ALL CHARACTERS WHO HAVE BLOOD SORCERY FROM THE TILE

IF YOU DO NOT HAVE CLUE TOKEN #3, TAKE THE “MISTRUSTED” #28 EFFECT CARD

DISCARD ALL YOUR CLUE TOKENS EXCEPT #1

  IF YOU DO NOT HAVE 2+ INVESTIGATION SUCCESS TOKENS OR CLUE TOKEN #3

TAKE 2 INVESTIGATION SUCCESS TOKENS

Otherwise,

RESUME PLAYING

No.1 Auditor’s Computer..............................P.21

REMOVE INVESTIGATION AREA TOKEN #1 FROM THE TILE

REMOVE INVESTIGATION AREA TOKEN #1 FROM THE TILE

REMOVE INVESTIGATION AREA TOKEN #1 FROM THE TILE

TAKE THE “RED LISTED” #70 EFFECT CARD

Let your fists do the talking for a change.

READ D.22

  IF YOU DO NOT HAVE CLUE TOKEN #2 OR #3

TAKE THE CLUE TOKEN #4

READ E.14

5+ SUCCESSES: READ EVENT E.3 

MAKE A ROUSE CHECK  
 SUCCESS: READ E.14      

 FAILURE: READ E.8
W

ith such w
illpow

er you thought yourself incapable of, you subdue 
the B

east w
ith

in you and resist the urge, the craving, of em
ptying C

arl 
Joh

nson of h
is soul and taking it for your ow

n.

E.14 - AN INSURMOUNTABLE FEAT

READ E.12
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While you climbed the outside of the tower, your coterie made their 
way up in the elevators. You have scoured floor after floor, searching 
for any signs of the Prince, but something did not add up: There must 
be some sort of secret floor somewhere at the top of the building!

You have split your coterie to cover more ground and eventually 
climbed a flight of stairs leading to a floor inaccessible by the eleva-
tors. You must be on the right path, as this floor is swarming with 
private security patrolling what appears to be a deserted office space. 
Thanks to your stealthy approach, no one has been alerted to your 
presence. Yet.

2 PLAYER CHARACTERS MUST TAKE THE “FURTIVE” #25 EFFECT CARD

  READ E.5

You rode the platform up to the broken window, entering the Prince’s 
tower on an empty floor. You found stairs going up, but also that the 
elevators do not go any higher than this floor. Taking the stairs, you 
have reached a floor swarming with private security.

You will need to exercise caution, the noise the platform made going 
up alerted the kine on this floor and you can hear their puzzled 
remarks about it.

Using Sid’s card, you rode the elevator up to the highest floor it could 
reach. However, you quickly realized that this was not the highest 
floor in the building, far from it. In fact, you climbed stairs up another 
floor, only to find this one empty as well. Another flight of stairs, 
another empty floor, all arranged to look like office spaces.

You and the rest of the coterie split up to cover more ground and 
eventually found a secondary staircase, this one leading to a floor 
— almost identical to the ones you had cleared — swarming with 
security guards. There is a definite tension in the air. You do not recall 
having seen any cameras on the previous floors, but it feels to you like 
these kine are on high alert.

2 PLAYER CHARACTERS MUST TAKE THE “EXPOSED” #26 EFFECT CARD

  READ E.5

  READ E.5

After your assault in the lobby, you rode the elevator up to the highest 
floor it could reach, only to find it empty. Noises coming from a stair-
well confirmed your theory: the Prince has restricted several floors 
to stair access as an added precautions against accidental kine incur-
sion. Climbing the stairs two at a time, you rushed to the last floor, the 
actual one this time, and opened the door only to stumble face to face 
with Hilkers’ private security. After what you’ve done to their pals in 
the lobby, they are itching for payback.

REMOVE ACTION TOKEN #4 FROM THE TILE

COMBAT BEGINS!

IF YOU WIN
READ E.7

IF YOU HAVE “VAMPIRE’S OATH” #73 EFFECT CARD
Your actions have alerted everyone. You will not have time to steal 
the data Eriksson wanted.

DISCARD THE “VAMPIRE’S OATH” #73 EFFECT CARD

TAKE THE “MORE THAN YOU BARGAINED FOR” #78 EFFECT CARD

Time to find His Highness.

RESUME PLAYING

IF YOU ENTER ANY NPC’S LINE OF SIGHT WITHOUT A STEALTH TOKEN
YOU MUST READ E.6

IF YOU HAVE “VAMPIRE’S OATH” #73 EFFECT CARD
Recalling the deal you made with Eriksson, you look for a way to 
steal the data the Ventrue wanted.

SET INVESTIGATION AREA TOKEN #1 ON THE DESIGNATED HEX

VERSO

34

You insert the key in the keyhole and turn. There’s a satisfying click 
as the door unlocks and opens slightly. The way to the Prince is open. 
Only one more floor to go.

IF YOU HAVE “VAMPIRE’S OATH” #73 EFFECT CARD AND 
INVESTIGATION AREA TOKEN #1 IS ON THE TILE

DISCARD THE “VAMPIRE’S OATH” #73 EFFECT CARD

TAKE THE “MORE THAN YOU BARGAINED FOR” #78 EFFECT CARD

End of Chapter 30

YOU CAN NOW READ ITS CONCLUSION  
IN THE STORYBOOK

E.2 - A FORTUITOUS ENTRANCE

E.3 - A SNEAKY ENTRANCE

E.4 - A BELLIGERENT ENTRANCE

REMOVE INVESTIGATION AREA TOKEN #2 FROM THE TILE

REMOVE INVESTIGATION AREA TOKEN #2 FROM THE TILE

SET “SYLVESTER THE HOUND” #107 W
ITH STATE CARD “SYLVESTER” #83 ON 

A HEX ADJACENT TO A PLAYER CHARACTER OF YOUR CHOICE

SET “SYLVESTER THE HOUND” #107 W
ITH STATE CARD “SYLVESTER” #83 ON 

A HEX ADJACENT TO A PLAYER CHARACTER OF YOUR CHOICE

SET “SYLVESTER THE HOUND” #107 W
ITH STATE CARD “SYLVESTER” #83 ON 

A HEX ADJACENT TO A PLAYER CHARACTER OF YOUR CHOICE

TAKE 1 INVESTIGATION SUCCESS TOKEN

DISCARD THE “MORE THAN YOU BARGAINED FOR” #78 EFFECT CARD

O
therw

ise,

READ D.29

DISCARD 1 INVESTIGATION SUCCESS TOKEN
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“Got ‘em!”

You barely have time to react before the security guard spins around, 
weapon in hand. You are not dealing with NORTHSHIELD anymore, 
but with kine specifically trained to handle highly dangerous threats.

IF IT IS ON THE TILE, REMOVE ACTION TOKEN #4

COMBAT BEGINS!

IF YOU WIN
READ E.7

The last of the Prince’s security detail falls to the ground.

RESUME PLAYING

IF INVESTIGATION AREA TOKEN #1 IS ON THE TILE
Given all the noise you made, you have no time to linger and steal 
the data Eriksson wanted.

DISCARD THE “VAMPIRE’S OATH” #73 EFFECT CARD

TAKE THE “MORE THAN YOU BARGAINED FOR” #78 EFFECT CARD

REMOVE INVESTIGATION AREA TOKEN #1 FROM THE TILE

IF YOU DO NOT HAVE THE “SET OF KEYS” #38 ITEM CARD
These people must have means to reach the Prince, somehow. You root 
through their pockets for anything that could lead you out of here.

TAKE THE “SET OF KEYS” #38 ITEM CARD

The door to the staircase is locked with what looks to be a conven-
tional lock instead of a magnetic one, as you would normally assume. 
A good long inspection of the lock reveals that, while it lookslike a 
regular deadbolt, the keyhole is unconventionally shaped to deter lock 
pickers. What more, the door itself is one of those steel fireproof doors, 
and thus not one that you could easily break through.

Without any recourse to open it, you back out from the door and 
resume your search for a set of keys.

RESUME PLAYING

IF YOU HAVE THE “SET OF KEYS” #38 ITEM CARD
You have what you need to reach the Prince.

READ E.26

Hanging on the belt of the impressively huge guard before you is an 
equally impressive set of keys. Surely, one of them must unlock access 
to the Prince.

Attempt to knock him out.

Otherwise,

RESUME PLAYING

MAKE A PHYSICAL + BRAWL CHECK  DIFFICULTY 5   
 SUCCESS: READ E.77       FAILURE: READ E.6

The man before you is huge, much bigger than you thought. Still, you 
steel your resolve and ball your hand into a fist. Like a bear, you spring 
upon him and land the hardest blow you’ve been able to muster thus 
far. Your own knuckles crack under the force, and the guard begins to 
waver. He tries to lean against a desk, but his legs buckle and he falls 
to the floor, unconscious. You take a moment to look him over, in case 
he has an ID card that could take you higher quickly, but find instead a 
ring of keys on his belt. You grab them, just in case.

RESUME PLAYING

TAKE THE “SET OF KEYS” #38 ITEM CARD

REMOVE ACTION TOKEN #4 FROM THE TILE

Giving in to the Beast, you sink your fangs in an helpless Carl Johnson, 
drinking what Blood is left in the Kindred’s body.

He moans in pain, but these are quickly replaced by a low whimper, 
indicative of how little strength there is left in the Ventrue’s body.

IF YOU ARE THE ONLY PLAYER CHARACTER ON THE TILE
YOU MUST READ E.5

DECREASE YOUR HUNGER BY 1

READ E.6

IF YOU DO NOT HAVE CLUE TOKEN #4

ONLY THE PLAYER WHO DEFEATED “CARL JOHNSON” #106 USING THE 
“BITE” COMBAT CARD CAN INTERACT WITH THE REST OF THE SEQUENCE

IF YOU HAVE CLUE TOKEN #4

CHOOSE 1 CHARACTER INVOLVED IN THIS SEQUENCE, ONLY THEY CAN 
INTERACT WITH THE REST OF THE SEQUENCE

  IF “YUM
A MCKENZIE” #16 IS NOT ON THE TILE

E.5 - LIMINAL NIGHTMARE

E.6 - RAPID RESPONSE

E.7 - LOOT THE DEAD

SET ACTION TOKEN #3 ON THE DESIGNATED HEX

VERSO

36RESUME PLAYING

SET “CONSTRUCTION WORKER #3” #78 AND ALL PLAYER CHARACTERS 
INVOLVED IN THE SEQUENCE ON THE DESIGNATED HEXES

“STORE ASSISTANT” #113 CAN NO LONGER BE INTERACTED W
ITH

“STORE ASSISTANT” #113 CAN NO LONGER BE INTERACTED W
ITH

TAKE CLUE TOKEN #1

PLAYER

SET ACTION TOKEN #1 ON THE DESIGNATED HEX

RECTO

37

“STORE ASSISTANT” #113 CAN NO LONGER BE INTERACTED W
ITH

IF YOU ARE IN THE LINE OF SIGHT OF ANY NPC EXCEPT “CONSTRUCTION 
BOSS” #77 W

ITHOUT A STEALTH TOKEN
YOU MUST READ EVENT E.2

SET ACTION TOKEN #3 ON THE DESIGNATED HEX

PLAYER

PLAYER

VERSO

36

PLAYER

PLAYER

RESUME PLAYING

PLAYER

541

542

543

526

527

528

529

530

531

544

533

538

545

535

532

539

536 537

540

534



STICKERS 
17/24 Vampire: The Masquerade — CHAPTERS

With Carl out of the way, all you need to do now is figure out a way to 
reach Hilkers. The Ventrue refused to talk, but given that he is his 
lieutenant, there must be something in here that will lead you to the 
Prince. You just have to figure what.

IF YOU HAVE IT, DISCARD CLUE TOKEN #1

SET INVESTIGATION AREA TOKENS #1, #2 AND #3 ON THE DESIGNATED HEXES

RECTO

03

  RESUME PLAYING

SET ACTION TOKEN #1 ON THE DESIGNATED HEX

RECTO

01

IF YOU ARE THOMAS CHARTRAND
YOU MUST READ D.23

MAKE A SOCIAL + PERSUASION CHECK DIFFICULTY 6

 SUCCESS: 
...and you can see that, while most still refuse to believe you, your 
words are enough to at least cast some doubt.

 FAILURE:
...but Nyaya orders you to keep quiet and let the Anarchs deliberate, 
free of your lies.

DISCARD 2 INVESTIGATION SUCCESS TOKENS

READ D.29

You try to explain how you got the brand...

VERSO

36

SET ALL PLAYER CHARACTERS INVOLVED IN THE SEQUENCE ON THE  
DESIGNATED HEXES

YOU MUST READ E.16 P.93

TAKE CLUE TOKEN #1

“PERSONAL SHOPPER” #38 CAN NO LONGER BE INTERACTED WITH

“PERSONAL SHOPPER” #38 CAN NO LONGER BE INTERACTED WITH

SET INVESTIGATION AREA TOKEN #3 ON THE DESIGNATED HEX

RECTO

37

Now that the store is empty, you can explore it at your leisure.

RESUME PLAYING

YOU MUST READ D.5
* IF YOU HAVE THE “HARROWED HERALD” #93 EFFECT CARD

YOU MUST READ D.5

*

TAKE THE “PAWNED” #92 EFFECT CARD

MAKE A PHYSICAL + BRAWL CHECK  DIFFICULTY 4
  

 SUCCESS: READ D.12      
 FAILURE: READ D.11

Preferring not to tam
per w

ith the H
erald’s possessions, you patiently 

w
ait for B

etty to show
 up.

REMOVE INVESTIGATION AREA TOKEN #2 FROM THE TILE

READ EVENT E.5

“ALEX SIMARD” #60 USES THE “ALEX SIMARD” #44 STATE CARD

“ALEX SIMARD” JOINS YOU AS AN ALLY FOR THIS CHAPTER

RECTO

37

SET ALL PLAYER CHARACTERS, “BETTY DUHAMEL” #63 AND 
“ALEX SIMARD” #60 ON THE DESIGNATED HEXES

SET ALL PLAYERS, “BETTY DUHAMEL” #63 AND 
“ALEX SIMARD” #60 ON THE DESIGNATED HEXES

REMOVE ALL “CUSTOMER” NPCS IF THEY ARE ON THE TILE

REMOVE INVESTIGATION AREA TOKEN #3 FROM THE TILE
REMOVE INVESTIGATION AREA TOKEN #3 FROM THE TILE

“ALEX SIMARD” #60 USES THE “ALEX SIMARD” #44 STATE CARD

“ALEX SIMARD” JOINS YOU AS AN ALLY FOR THIS CHAPTER

REMOVE INVESTIGATION AREA TOKEN #3 FROM THE TILE

REMOVE INVESTIGATION AREA TOKEN #4 FROM THE TILE

IF YOU HAVE CLUE TOKENS #1, #2, #3, AND #4

TAKE 1 INVESTIGATION SUCCESS TOKEN

PLAYER

PLAYER

PLAYER

PLAYER

PLAYER

PLAYER

PLAYER

REMOVE “CARL JOHNSON” #106 FROM THE TILE546
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RECTO

37

REMOVE ALL “CUSTOMER” NPCS IF THEY ARE ON THE TILE

REMOVE ALL ACTION TOKENS FROM THE TILE

REMOVE ALL INVESTIGATION AREA TOKENS FROM THE TILE

SET ALL PLAYERS, “BETTY DUHAMEL” #63 AND “ALEX SIMARD” #60 
ON THE DESIGNATED HEXES

You hear the clicks and clacks of her heels long before Betty opens the 
storeroom’s door. Each step is purposeful, angry even. You have made 
yourselves comfortable in her nest, and attracted her ire.

E.5 - CLICKITTY CLACKITTY

READ “BETTY DUHAMEL” DIALOGUE D.1

IF BOTH “GHOULS’” DAMAGE TRACKERS ARE FILLED 
BEFORE “BETTY DUHAMEL’S”  YOU MUST READ E.11

Wait for Betty.

READ EVENT E.5

Wait for Betty.

READ EVENT E.5

Decrease it by 1 at the end of each round, except during Combat sequences.

YOU MUST READ E.3 YOU MUST READ E.16

YOU MUST READ E.16

Note: Decrease the round tracker by 1 at the end of each round, except 
during Combat sequences.

TAKE CLUE TOKEN #2

Note: Decrease the round tracker by 1 at the end of each round, except 
during Combat sequences.

“JIMMY SMYTHE” #61 USES THE “JIMMY SMYTHE” #48 STATE CARD

SHUFFLE THE BOSS N°6 AND SHARED BOSS COMBAT DECKS TOGETHER

SHUFFLE THE BOSS N°6 AND SHARED BOSS 
COMBAT DECKS TOGETHER

TAKE CLUE TOKEN #4

SHUFFLE THE BOSS N°6 AND SHARED BOSS 
COMBAT DECKS TOGETHER

SET “JIMMY SMYTHE” #61 ON THE DESIGNATED HEX

READ “JIMMY SMYTHE” DIALOGUE D.1

VERSO

30

SET “JIMMY SMYTHE” #61 ON THE DESIGNATED HEX

READ “JIMMY SMYTHE” DIALOGUE D.1

VERSO

30

IF THE MASQUERADE BREACH TRACKER IS 2+
YOU MUST READ D.37

IF THE MASQUERADE BREACH TRACKER IS 1-
YOU MUST READ D.38

If Caleb will not let you join his version of Montreal, you can always 
join Prince Villon in Paris.

READ EVENT E.15

IF YOU DO NOT HAVE THE “CAST OUT” #95 EFFECT CARD

IF YOU HAVE THE “PETER PRINCIPLE” #94 EFFECT CARD

“ENZO DELUCA” #121 USES THE “ENZO DELUCA” #57 STATE CARD

Special: In this Chapter, whenever Combat begins, pause the round 
tracker (if it is active) and resume it once Combat ends.

Otherwise,

RESUME PLAYING

YOU MUST READ E.12

Special: In this Chapter, whenever Combat begins, pause the round 
tracker (if it is active) and resume it once Combat ends.

READ E.11

READ E.11

READ E.11

READ E.11

READ E.11

RECTO

39

SET INVESTIGATION AREA TOKEN #4 ON THE DESIGNATED HEX

Special: D
uring this C

om
bat w

ith Sid, refer O
N

LY to the State card thresholds 
to determ

ine w
hich page to read. D

am
age that exceeds a threshold is ignored. 

D
isregard any upcom

ing D
am

age tracker instructions in the Booklet.

Special: During this Combat with Maggie and Ella, refer ONLY to the 
State card thresholds to determine which page to read. Damage that ex-
ceeds a threshold is ignored. Disregard any upcoming Damage tracker 
instructions in the Booklet.

Their Damage tracker spans both cards, meaning they are only Defeated 
once they have taken a total of 28 Damage. It is impossible to defeat just 
one sister; they both remain on the tile until they are Defeated together. 
To make tracking easier, place “Ella’s” State card to the right of “Mag-
gie’s”, forming a single continuous Damage tracker.

*

*

IF YOU W
IN

END OF SIDE QUEST

RESUME COMBAT

 SUCCESS: READ D.2       FAILURE: READ D.4

 SUCCESS: READ D.3       FAILURE: READ D.5

READ EVENT E.31

  IF YOU WIN, BUT   IF YOU WIN, BUT
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PLAYER

PLAYER
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IF YOU WIN
END OF SIDE QUEST

RESUME COMBAT

IF YOU HAVE THE “PAWNED” #92 EFFECT CARD

IF YOU DO NOT HAVE THE “PAWNED” #92 EFFECT CARD

IF ACTION TOKEN #4 IS ON THE TILE
“What the fuck are you doing here? You need help?”

The watch commander is clearly irritated. You did not manage to 
discreetly accomplish your mission on time.

You have failed the chapter.

YOU MUST START OVER FROM THE BEGINNING

SET ALL PLAYERS AND “TATTIAWNA” #154 ON THE DESIGNATED HEXES

VERSO

18

SET INVESTIGATION AREA TOKENS #3 AND #4 ON THE DESIGNATED HEXES

VERSO

18

RESUME PLAYING

REMOVE “PUNK LEADER” #15, “MEEK PUNK” #71, “BELLIGERENT PUNK” 
#92, “BLITHE PUNK” #74 AND “SKATER BOI” #80 FROM THE TILE

REMOVE ACTION TOKEN #1 FROM THE TILE

REMOVE “PUNK LEADER” #15, “MEEK PUNK” #71, “BELLIGERENT PUNK” 
#92, “BLITHE PUNK” #74 AND “SKATER BOI” #80 FROM THE TILE

REMOVE “PUNK LEADER” #15, “MEEK PUNK” #71, “BELLIGERENT PUNK” 
#92, “BLITHE PUNK” #74 AND “SKATER BOI” #80 FROM THE TILE

REMOVE ACTION TOKEN #3 FROM THE TILE

SET ALL PLAYERS ON THEIR STARTING HEXES, THEN SET “ALERTED REINFORCE-
MENT” #93 AND “CONCERNED NEIGHBOR” #116 ON THE DESIGNATED HEXES

SET ALL PLAYERS ON THEIR STARTING HEXES, THEN SET “ALERTED REINFORCE-
MENT” #93 AND “CONCERNED NEIGHBOR” #116 ON THE DESIGNATED HEXES

RECTO

33

  IF YOU HAVE CLUE TOKEN #4

TAKE CLUE TOKEN #4

DISCARD CLUE TOKEN #4

RECTO

33

RECTO

33

MAKE A PHYSICAL + STEALTH CHECK  DIFFICULTY 5   
 SUCCESS: READ E.6       FAILURE: READ E.2

TAKE THE “END OF AN ERA” #91 EFFECT CARD

MAKE A SOCIAL + PERSUASION CHECK  DIFFICULTY 7   
 SUCCESS: READ D.13       FAILURE: READ D.14

Try to convince the pack to take Yuma’s Final Death as the sacrifice.

SET THE ROUND TRACKER TO 8

IF YOU HAVE CLUE TOKEN #2
The alarm was raised.

DECREASE THE ROUND TRACKER BY 2

IF YOU HAVE CLUE TOKEN #1 AND YOU DO NOT HAVE CLUE TOKEN #2
Someone knows of your presence here, but the alarm was not raised.

DECREASE THE ROUND TRACKER BY 1

IF YOU HAVE CLUE TOKEN #3
Your sabotage has afforded you more time.

INCREASE THE ROUND TRACKER BY 2

IF THE ROUND TRACKER REACHES 0
YOU MUST READ E.16

READ E.2

REMOVE INVESTIGATION AREA TOKEN #1 FROM THE TILE

A
s you pass through the door, you draw

 the attention of a un
iform

ed 
police officer.

READ “DESK SERGEANT” DIALOGUE D.1

REMOVE ACTION TOKEN #4 FROM THE TILE
  IF YOU DO NOT HAVE ANY INVESTIGATION SUCCESS TOKENS

READ D.8 READ D.10

READ “POLICE OFFICER” DIALOGUE D.2

READ “POLICE OFFICER” DIALOGUE D.2

READ “POLICE OFFICER” DIALOGUE D.2

 PLAYER

 PLAYER

 PLAYER

 PLAYER

 PLAYER

 PLAYER

PLAYER

PLAYER

PLAYER

PLAYER

 PLAYER

 PLAYER
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TAKE 1 INVESTIGATION SUCCESS TOKEN

Special: In this Chapter only, whenever you are instructed to decrease the 
round tracker, note the changes instead and apply them all the next time 
you RESUME PLAYING.

IF THERE ARE NO LONGER ANY TOKENS OR DIALOGUE NPCS YOU CAN INTERACT WITH
YOU MUST START OVER FROM THE BEGINNING

IF THE ROUND TRACKER REACHES 0
YOU MUST READ E.34

RESUME PLAYING

IF YOU ENTER IN ANY “GUARD” NPC’S LINE OF SIGHT WITHOUT A STEALTH TOKEN
YOU MUST READ E.36

Special: You can interact with Action token #2 without losing your 
Stealth status.

MOVE YOUR CHARACTER TO A HEX FACING “TICKET BOOTH OPERATOR” #129

REMOVE ACTION TOKEN #1 FROM THE TILE

IF YOU HAVE CLUE TOKEN #1 AND YOU DO NOT HAVE THE “TRAIN TICKET” 
#74 ITEM CARD
Ask to buy a ticket for the train you know Nina Barker is taking.

YOU MUST READ E.17

IF YOU DO NOT HAVE ANY INVESTIGATION SUCCESS TOKENS
Threaten the ticket booth operator to find out whether she’s seen 
a woman who matches Nina Barker’s description.

MAKE A SOCIAL + INTIMIDATION CHECK  DIFFICULTY 2   
 SUCCESS: READ E.18       FAILURE: READ E.20

MAKE A SOCIAL + PERSUASION CHECK  DIFFICULTY 2   
 SUCCESS: READ E.16       FAILURE: READ E.19

Ask the ticket booth operator if she has seen a woman who matches 
Nina Barker’s description.

IF YOU DO NOT HAVE ANY INVESTIGATION SUCCESS TOKENS
Threaten the ticket booth operator to find out whether she’s seen 
a woman who matches Nina Barker’s description.

MAKE A SOCIAL + INTIMIDATION CHECK  DIFFICULTY 2   
 SUCCESS: READ E.18       FAILURE: READ E.20

Otherwise,

DECREASE THE ROUND TRACKER BY 1

RESUME PLAYING

Otherwise,

DECREASE THE ROUND TRACKER BY 1

RESUME PLAYING

TAKE 1 INVESTIGATION SUCCESS TOKEN

SET INVESTIGATION AREA TOKEN #1 ON THE DESIGNATED HEX

IF YOU HAVE CLUE TOKEN #2
YOU MUST READ E.36

IF YOU ARE IN “GUARD #1” #50 LINE OF SIGHT WITHOUT A STEALTH TOKEN
YOU MUST READ E.21

B-01

DECREASE THE ROUND TRACKER BY 1

You have failed the chapter.

START OVER FROM THE BEGINNING

REMOVE “PASSENGER #4” #135 IF THEY ARE ON THE TILE

REMOVE “PASSENGER #5” #130, “PASSENGER #7” #132 AND “PASSEN-
GER #8” #46 FROM THE TILE

IF IT IS ACTIVE, REMOVE THE ROUND TRACKER

REMOVE ALL NPCS EXCEPT “NINA BARKER” #134 FROM THE TILE

REMOVE ACTION TOKEN #1 FROM THE TILE

IF IT IS ACTIVE, REMOVE THE ROUND TRACKER, THEN SET A NEW ONE TO 5

REMOVE “TICKET COLLECTOR” #133, “PASSENGER #4” #135 AND  
“SECURITY GUARD” #21 IF THEY ARE ON THE TILE

SET THE ROUND TRACKER TO 5

IF IT IS ACTIVE, REMOVE THE ROUND TRACKER

IF IT IS ACTIVE, REMOVE THE ROUND TRACKER

REPLACE ACTION TOKEN #4 WITH “PASSENGER #6” #134

IF YOU HAVE CLUE TOKEN #1
YOU MUST READ D.3

IF YOU DO NOT HAVE 2+ INVESTIGATION SUCCESS TOKENS OR CLUE TOKEN #1 AND 
THERE ARE NO LONGER ANY TOKENS OR DIALOGUE NPCS YOU CAN INTERACT WITH
You have failed this chapter.
START OVER FROM THE BEGINNING

IF YOU HAVE 2+ INVESTIGATION SUCCESS TOKENS
READ D.2

“Good evening!” you tell him.

READ D.4

Otherwise,

RESUME PLAYING

TAKE CLUE TOKEN #1

“POLICE OFFICER” #138 CAN NO LONGER BE INTERACTED W
ITH

IF YOU HAVE  FORTITUDE 
 LEVEL 1+

N
ot taking any chances, you call upon you

r supernatu
ral resilience 

to teach them
 a th

ing or tw
o.

READ E.6

IF YOU ARE ON TILE #H-02
YOU M

UST READ D.6

IF YOU HAVE CLUE TOKEN #3
YOU M

UST READ D.3

TAKE CLUE TOKEN #3
IF YOU HAVE CLUE TOKEN #2
YOU M

UST READ D.7

RESUME PLAYING

READ EVENT E.12

READ D.8

YOU MUST READ E.16

READ E.15

“CHARLOTTE” #139 JOINS YOU AS AN ALLY FOR THIS COMBAT 
AND USES THE “CHARLOTTE MILLINER” #95 STATE CARD
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TAKE CLUE TOKEN #2

IF “CLARENCE BLEAKER” #140 IS ON THE TILE
YOU MUST READ “CLARENCE BLEAKER” DIALOGUE D.23

REMOVE THE AUTHORITY TRACKER

Using the distraction the shambling corpse provides, you summon 
your supernatural resilience to free yourself from The Surgeon’s grasp.

READ E.36

“...why you think we’re stupid.”

READ D.9

TAKE CLUE TOKEN #1

TAKE CLUE TOKEN #2

REMOVE INVESTIGATION AREA TOKEN #2 FROM THE TILE

TAKE CLUE TOKEN #3

REMOVE INVESTIGATION AREA TOKEN #4 FROM THE TILE

IF IT IS ON THE TILE, REMOVE INVESTIGATION AREA TOKEN #4

REMOVE ACTION TOKENS #1 AND #2 IF THEY ARE ON THE TILE

RESUME PLAYING

IF IT IS ON THE TILE, REMOVE INVESTIGATION AREA TOKEN #4

REMOVE INVESTIGATION AREA TOKEN #3 FROM THE TILE

READ E.9 

TAKE CLUE TOKENS #1 AND #3

SET ACTION TOKEN #4 ON THE DESIGNATED HEX

RESUME PLAYING L-02

Take a closer look.

READ E.39

Otherwise,

RESUME PLAYING

  IF YOU HAVE CLUE TOKEN #1 OR #2

READ EVENT E.7

TAKE CLUE TOKEN #2

TAKE THE “SET OF CLOTHES” #44 ITEM CARD

TAKE CLUE TOKEN #2

TAKE CLUE TOKEN #2

TAKE CLUE TOKEN #2

  IF YOU HAVE THE “SET OF CLOTHES” #44 ITEM CARD

IF “CARTEL GUARD” #152 IS WITHIN 3 HEXES OF ACTION TOKEN 
#1 AND YOU DO NOT HAVE CLUE TOKEN #2
Call out to the guard.

READ “CARTEL GUARD” DIALOGUE D.1

IF YOU HAVE THE “DUCT TAPE” #45 ITEM CARD
Use it to fix the radiator.

READ E.24

REMOVE INVESTIGATION AREA TOKEN #2 FROM THE TILE

REMOVE ALL INVESTIGATION AREA TOKENS FROM THE TILE

REMOVE THE ROUND TRACKER

READ E.8

RESUME PLAYING

TAKE THE “FURTIVE” #25 EFFECT CARD

RESUME PLAYING
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E.
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E.
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USE THE “HUMAN” COMBAT DECK

You cannot use your Vampiric DISCIPLINES or Red Dice.

USE THE SAME “HUMAN” COMBAT DECK FOR ALL THREE.

GAIN 3 BOONS, THEN READ EVENT E.1

READ EVENT E.1 TO E.8 ACCORDING TO THE 
CHARACTER YOU ARE PLAYING

SPECIAL INSTRUCTIONS
In this Chapter, you do not lose your Stealth token when activating an Investigation Area token.

DISCARD THE “MORE THAN YOU BARGAINED FOR” #78 EFFECT CARD IF YOU HAVE IT

DISCARD THE “BURNER” #46 AND THE “ID CARD” #42 ITEM CARDS IF YOU HAVE THEM

DISCARD THE “EXIT STRATEGY” #72 AND THE “MORE THAN YOU  
BARGAINED FOR” #78 EFFECT CARDS IF YOU HAVE THEM

DISCARD THE “EXIT STRATEGY” #72 AND THE 
 “FORCED LOYALTY” #75 EFFECT CARDS IF YOU HAVE THEM

DISCARD THE “VAMPIRE’S OATH” #73 AND THE  
“RUSHED” #36 EFFECT CARDS IF YOU HAVE THEM

From this point on:
The HECATA character becomes playable.

You may play the HECATA – CHAPTER N°1 at the end of the any CHAPTER.

YOU MAY NOW READ 
INTERLUDE N°3 

You may play Side Quest - OBSCURE PAST N°1: INTO THE WOLVES’ DEN before reading Interlude N°3. 
If you proceed to Interlude N°3, this Side Quest will no longer be available.

SPECIAL INSTRUCTIONS
If you enter FRENZY during this Chapter, do not remove your character from the tile. 
Instead, you cannot use the BLOOD for the remainder of the Chapter.

READ EVENT E.37 READ MELVIN KROSSMAN DIALOGUE D.4

From this point on:

The MINISTRY character becomes playable.

You may play the MINISTRY – CHAPTER N°1 
at the end of the any CHAPTER.

RECTO

07

RECTO

07

THE ONLY WAY OUT IS UP
Chapter n° 17

The wind howls as you run through the dark forest, low hang-
ing branches clawing at you as you rush by, catching on your 
clothes, cutting your skin...

And still you run.

There’s a supernatural chill that is colder than the winter air 
cutting through you at the bone, you can hear the sound of your 
pursuers dogging you, unrelenting, uncompromising... 

They push their broken bodies through the heavy snow with 
singleminded purpose and reckless abandon. The risen corpses 

pouring out of the cemetery behind you would not normally be 
a threat to you... individually.

But every time you steal a mad glance backwards, the horde’s 
numbers only seem to grow, blanketing the snow with dark 
forms rushing up the mountain flank.

The vision was clear, you need to get to the top of Mount Royal, 
and since the oncoming wave of corpses is cutting off all other 
routes, you race into the darkness of the forest.

It seems the only way out of this, is up.  

OBJECTIVE
SURVIVE AND REGROUP.

ACTION
READ EVENT E.1

23

PLAYER

PLAYER

PLAYER

PLAYER

C
h

apters

65

C
h

apters

DEN OF THE BEASTS
Chapter n° 39

The tunnel leading from the Hollow was pitch black, forcing you 
to extract phones and turn fl ashlights on just so you wouldn’t 
stumble and trip. The only signs of life in the tunnel were all the 
many spiders lurking in thick cobwebs. It could be paranoia, but 
it felt as if they were watching your every move and scuttling 
back into holes and cracks whenever you passed by.

The darkness felt like it was going to go on forever, forcing you 
to wonder how often Jimmy Smythe would use tunnels like this 
to navigate the city. You ponder how instrumental the strange 
Kindred was in their construction, but before you can dwell on 
the subject for too long, you see fl ickering light ahead. Fire. And 
therefore, potential life.

Walking cautiously, you hear a fl urry of motion and then what 
could be the scuttling of feet running from the chamber ahead. 
It could be a light-footed person, but it sounded more like a giant 
bug... Perhaps you’ve been in this darkness for too long.

As you emerge into the chamber you see lit candles and torches, 
but everything else here looks old and morbid. Bones, weapons, 
and dust litter the place. Several oversized rats with dangerously 
lengthy teeth squeak and hiss at you as you enter.

The Temple of Eternal Whispers can’t be far beyond this room. 
Before you depart, however, you feel compelled to investigate 
and see who’s been making use of it. Stamping out this rat infes-
tation will be a warm up.

DIALOGUE NPC

Alex Simard #60

PLAYERPLAYER

PLAYERPLAYER

PLAYERPLAYER

PLAYERPLAYER

OBJECTIVE
UNCOVER THE SECRETS OF THIS MYSTERIOUS HAVEN 
AND ITS LINK TO THE ONGOING CONSPIRACY.

ACTION
READ EVENT E.1

38

-1 DIE TO ALL CHECKS

119

C
h

apters

THE WRETCHED HAVEN
Chapter n° 38

The access hatch you learned about from Betty Duhamel proved 
out, leading to a tunnel stretching deep below Montreal’s 
streets and - you think - lower even than the sewers. Based on 
the cramped conditions and old stonework, you doubt very 
much that these tunnels are used regularly by mortals. These 
tunnels were carved by Kindred for Kindred use.

Minutes turn to hours as you stumble deeper into the dark-
ness, but eventually, you see fl ickering light ahead. Fire. And 
therefore, potential life. Walking cautiously, you approach an 
alcove in the tunnel and fi nd yourself facing a chamber of hor-
rors. Lit candles and torches imply someone was here recently, 

but everything else here looks run down and macabre. Bones, 
weapons, and dust litter the place. Staggering in place, perhaps 
placed here as wardens, three standing corpses groan and rat-
tle as you enter, stalking toward you.

This is the way Betty told you to go, so the Temple of Eternal 
Whispers can’t be far beyond this room. Before you depart, howev-
er, you’ll need to put down these lifeless bodies. You feel compelled 
to investigate and see who’s been making use of this chamber.

Perhaps it could provide you with some insight into your ene-
mies’ schemes.

DIALOGUE NPC

Alex Simard #60 PLAYERPLAYER

PLAYERPLAYER

PLAYERPLAYER

PLAYERPLAYER

OBJECTIVE
UNCOVER THE SECRETS OF THIS MYSTERIOUS HAVEN 
AND ITS LINK TO THE ONGOING CONSPIRACY.

ACTION
READ EVENT E.1

38

-1 DIE TO ALL CHECKS

117

VERSO

2222

You know Nina Barker’s here, somewhere on the train. As busy 
as it is with passengers, this may be your best shot to destroy her 
somewhere discreetly, perhaps in an isolated seat, or between 
two carriages, and fulfi l the terms of your contract. The one thing 
you want to avoid is any blatant Masquerade Breaches in such a 
confi ned, yet crowded space.

You check your gun and then you check the faces of the people in 
your carriage. None of them are Nina Barker, but she can’t be far.

TRAIN WRECK
Banu Haqim – Chapter n° 2

OBJECTIVE
KILL NINA BARKER 
WITHOUT BREACHING THE MASQUERADE.

ACTION
READ EVENT E.1

DIALOGUE NPCs

Ticket Collector 
#133

Security Guard 
#21

Passenger #4 
#135

Passenger #1 
#130

Passenger #2 
#113

Passenger #3 
#73

NPCs

PLAYER

B-02

EACH ROUND, MOVE THE “TICKET COLLECTOR” NPC
TO A NEW HEX ACCORDING TO THE IMAGE BELOW.

22

6642

44

6

88

88

8

153

Expan
sion

 pack

FAMILY REUNION

Inside the cabin, you take in your surroundings. It’s a pretty 
cramped space, all told, with one door in and out, but the place 
looks well lived-in and aside from one toppled chair, the bro-
ken window you just climbed through, and some blood stains 
on the fl oor, appears comfortable.

You’ve little time to admire the interior decoration, how-
ever. If nobody noticed you breaking the window or skulking 
around the village camp earlier, they might pick up on it soon. 
Your eyes are on the prize, and in this case, the prize is Yuma 

McKenzie - your sometime mentor. He sits in a chair, leaning 
forward over a stake protruding savagely from his chest. The 
vampire makes no movements, displays no recognition of your 
presence, and doesn’t seem conscious, but this comes as lit-
tle surprise. A stake through the heart renders most Kindred 
incapable of movement.

You fl inch from the woodburner as you step farther inside. 
You’re going to have to weigh up the best way of handling this.

Sidequest — Obscure past n°2

OBJECTIVE
FREE YUMA AND ESCAPE THE CABIN.

ACTION
READ EVENT E.1

Injured Yuma 
#16

DIALOGUE NPC

PLAYER

PLAYERPLAYERPLAYERPLAYER

PLAYERPLAYER

PLAYERPLAYERPLAYERPLAYER

PLAYERPLAYERPLAYERPLAYER

02

Sidequest

147

You know Nina Barker’s here, somewhere on the train. As busy 
as it is with passengers, this may be your best shot to destroy her 
somewhere discreetly, perhaps in an isolated seat, or between 
two carriages, and fulfi l the terms of your contract. The one thing 
you want to avoid is any blatant Masquerade Breaches in such a 
confi ned, yet crowded space.

You check your gun and then you check the faces of the people in 
your carriage. None of them are Nina Barker, but she can’t be far.

TRAIN WRECK
Banu Haqim – Chapter n° 2

OBJECTIVE
KILL NINA BARKER 
WITHOUT BREACHING THE MASQUERADE.

ACTION
READ EVENT E.1

DIALOGUE NPCs

Ticket Collector 
#133

Security Guard 
#21

Passenger #4 
#135

Passenger #1 
#130

Passenger #2 
#113

Passenger #3 
#73

NPCs

PLAYER

B-02

EACH ROUND, MOVE THE “TICKET COLLECTOR” NPC
TO A NEW HEX ACCORDING TO THE IMAGE BELOW.

22

6642

44

6

88

88

8

153

Expan
sion

 pack

CAPTIVE

Writing a damning article about Don Inacio of the Comando 
Vermelho Cartel was, perhaps, the greatest mistake of your life. 
They abducted you from your life and took you all the way here, 
out into the rainforest for God knows what reason.

Since your captivity began, you’ve been beaten and threat-
ened repeatedly with death by the guards here, but most of 
all, you’ve been the target of questions and torments from 
this camp’s apparent interrogator: a man in priest’s clothing 
named Father Santiago DeSoto. Every night he comes to your 

cage, and every night he puts you through fresh horrors. The 
most recent one was his revelation that it was your boyfriend, 
Marc, who sold out your location for a pitifully small sum. You 
didn’t believe him at fi rst, but the possibility of it being true has 
gnawed at you ever since.

DeSoto placed a new prisoner in your cage, tonight - a guy 
shaking and sweating like a drug user going through with-
drawal. For the fi rst time since arriving, the guards are low in 
number. Now’s your one and only opportunity to escape.

In this CHAPTER, you will play as a character who’s still mortal. Thus, you won’t be able to use your Vampire DISCIPLINES. 
Only use your “Character COMBAT Base Deck.” Your Combat card BITE is also not usable.

Ministry – Chapter n° 1

OBJECTIVE
ESCAPE YOUR CAGE AND LEAVE THIS PLACE.

ACTION
READ EVENT E.1
WHEN THE “CARTEL GUARD” NPC LANDS ON 
HEX 1, IF ACTION TOKEN #1 IS NO LONGER ON 
THE TILE, READ EVENT E.4

DIALOGUE NPCs

Chief #150

Traffi cker #151

Prisoner #149

Cartel Guard 
#152

PLAYER

M-01

EACH ROUND, MOVE THE “CARTEL GUARD” NPC
TO A NEW HEX ACCORDING TO THE IMAGE BELOW. 11 22 3 4 5

1 2 3 4

55

66

7

89

1010

163

Expan
sion

 pack

SPECIAL INSTRUCTIONS
In this scenario, Phase 1 Action tokens activate automatically 
when a player moves adjacent to them.

TAKE “MY OLD FRIEND” #67 ITEM CARD

DIALOGUE NPCs

RECTO

17

RECTO

01

VERSO

28

RECTO

01

RECTO

09

VERSO

28

“ROOKIE GUARD” #50 USES THE “ROOKIE GUARD” #20 STATE CARD
“DISTRACTED GUARD” #37 USES THE “DISTRACTED GUARD” #17 STATE CARD
“OLDER GUARD” #48 USES THE “OLDER GUARD” #19 STATE CARD
“TOUGH-LOOKING GUARD” #47 USES THE “TOUGH-LOOKING GUARD” #16 STATE CARD
“OVERWORKED GUARD” #9 USES THE “OVERWORKED GUARD” #18 STATE CARD
“SECURITY GUARD” #22 USES THE “SECURITY GUARD” #10 STATE CARD

735

738

739

756755

737
758

740

750

742

749

743

744

741

763

759

746

745

753

751

770

762

752

748

747

765

761

764

760

757

768

769

754

766

772

767

771

736
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VERSO

1212

 PLAYER

 PLAYER

 PLAYER

 PLAYER

34

VERSO

34

 PLAYER

 PLAYER

 PLAYER

 PLAYER

NPCs

“1ST SECURITY GUARD” #22 USES THE “SECURITY GUARD” #10 STATE CARD
“2ND SECURITY GUARD” #37 USES THE “2ND SECURITY GUARD” #36 STATE CARD
“3RD SECURITY GUARD” #9 USES THE “3RD SECURITY GUARD” #37 STATE CARD
“4TH SECURITY GUARD” #148 USES THE “POLICE OFFICER” #38 STATE CARD
“5TH SECURITY GUARD” #48 USES THE “OLDER GUARD” #19 STATE CARD

1st Security 
Guard 

#22

2nd Security 
Guard

#37

3rd Security 
Guard

#9

4th Security 
Guard
#148

5th Security 
Guard

#48

773

774

778

775

777

776
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VERSO

02

VERSO

02

VERSO

02

B-02

L-02

READ EVENT E.1

B-02

A MACABRE DISCOVERY

“PUNK LEADER” #15 USES THE “PUNK LEADER” #49 STATE CARD
“MEEK PUNK” #71 USES THE “MEEK PUNK” #50 STATE CARD
“SKATER BOI” #80 USES THE “SKATER BOI” #51 STATE CARD
“BELLIGERENT PUNK” #92 USES THE “BELLIGERENT PUNK” #52 STATE CARD
“BLITHE PUNK” #74 USES THE “1ST CROWD” #33 STATE CARD

IF “ENZO” HAS BEEN DEFEATED DURING THIS CHAPTER, 
TAKE THE “SIX FEET UNDER” #90 EFFECT CARD. OTHERWISE, GAIN 1 STATUS.

VERSO

26

VERSO

26

VERSO

16

VERSO

06

Construction 
Worker #1 

#33

Construction 
Worker #2 

#76 Lost Idiot
#67

DIALOGUE NPCs

RECTO

11

RECTO

37

RECTO

37

VERSO

38

VERSO

36

VERSO

38

VERSO

38
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794 795 796

805 806

789 793792791790

807

797

808  

788

785

810809

783 784

811

812

798

799

814813

829

801800

815 816 817 818 819

779

780

802

820 822821

781

786 787

823 824 825

803

827826

782

828
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