rForbidden Arcana

The Curse of Caine is a Biblical punishment, handed
down by God Himself. Could it be true that a conspir-
acy of Kindred and mages has found a way to reverse its
effects? As the world comes closer and closer to
Gehenna, might the Kindred escape their divine fate?
Or is it all part of some larger plan? As a title that
combines the themes of Mag @Vampire, The Red
Sign is a Lovecraftian revela% f ages-old horror. As
the Kindred discover a metsnd to escape damnation, a
faction of mages aids th their blasphemous quest.
Players can either join onspiracy or oppose it — or
QR entirely too much about it.

The R%J sign includes:

® A new secret society to join or confront

® An opportunity to participate as characters from
Mage or Vampire

® New revelations to protect or exploit
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V AMPIRE CREATED BY MARK RFIN® HAGEN.




‘\‘(,

CRrREDITS
Written by: Brian Campbell, Conrad Hubbard,
Jacob Kliinder and Carrie Lewis.

Vampire and the World of Darkness created by
Mark Rein®Hagen.

Storyteller Game System Design: Mark
Rein®Hagen

Developed by: Justin Achilli

Editor: Allison Sturms

Art Director: Richard Thomas

Layout & Typesetting: Becky Jollensten

Interior Art: Michael Gaydos, Vince Locke,
Christopher Shy, and Drew Tucker

Front Cover Art: Christopher Shy
Front & Back Cover Design: Becky Jollensten

v

SpECIAL THANKS
Thanks to Dracula. Thanks, Dracula.

Thanks also to the drunken sluts at Origins ’03, but
not for what you think. Come on, now, people.
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Reproduction without the written permission of the publisher is
expressly forbidden, except for the purposes of reviews, and for
blank character sheets, which may be reproduced for personal
use only. White Wolf, Vampire, Vampire the Masquerade,
Vampire the Dark Ages, Mage the Ascension, Hunter the
Reckoning, World of Darkness and Aberrant are registered
trademarks of White Wolf Publishing, Inc. All rights reserved.
Werewolf the Apocalypse, Wraith the Oblivion, Changeling
the Dreaming, Werewolf the Wild West, Mage the Sorcerers

Crusade, Wraith the Great War, Trinity, Guide to the Camarilla,
The Red Sign and Time of Judgment are trademarks of White Wolf Publishing, Inc. All rights reserved. All
characters, names, places and text herein are copyrighted by White Wolf Publishing, Inc.

The mention of or reference to any company or product in these pages is not a challenge to the trademark or

copyright concerned.

This book uses the supernatural for settings, characters and themes. All mystical and supernatural elements are
fiction and intended for entertainment purposes only. This book contains mature content. Reader discretion is

advised.

For a free White Wolf catalog call 1-800-454-WOLF.

Check out White Wolf online at

htto://www.white-wolf.com: alt.games.whitewolf and rec.games.frp.storyteller
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EMpPFRORSAND KINGS,

ARFEBUT OBEYED IN THEIR SEVERAL PROVINCES,
BUTHISDOMINION THAT ERCEEDS IN THIS,
STRETCHETHAS FAR ASDOTH THE MIND OF MAN:
A SOUND MAGICIAN IS A DEMI-GOD.

GET A DrErry.

cepicor DocTtor FAUSTUS

Since the night God handed down his Curse, Caine and his progeny have sought a way to circumvent it— short
of actually redeeming themselves in the eyes of God. Now in the Final Nights, however, a cabal of vampires and
mages has found a way to negate God’s will. Join us in this, one of the final chapters of the World of Darkness, as
we present a morality play in which man not only exceeds himself, but damns others with him.
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