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The Sabbat: a sect of diabolists and murdererswhose 
sole purpose seems to be wanton destruction. These 
Night Fiends reject'the ancient laws of the undead and 
revel in the fear and hatred they inspire, considering 
them tributes to their strength and courage. 

I 

an# 3eteaaaq 
The Sabbat: a sect of diabolists and murderers whose 
sole purpose seems to be wanton destruction. These 
Night Fiends reject the ancient laws of the undead and 
revel in the fear and hatred they inspire, considering 
them tributes to their strength and courage. 

But there is a method to their madness. They are the 
true saviors of the undead, something only they can or 
will see. The Sabbat has gathered power for centuries, 
allying with the darkest powers of the supernatural, 
growing and expanding with only one purpose - the 
utter destruction of the Antediluvians. 

The Players Guide to the Sabbat includes: 
the history and secrets of the Sabbat, 'including i& 

rules on creating Sabbat characters for use by players 

new clans, bloodlines, Disciplines, Abilities, rituals and 

myths and traditions; 

or Storytellers; and 

much, much more. 
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From the nadir of despair comes the beginning of greatness. 

By Steve C. Brown 
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