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Power through Pain
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Short thematic inspirational text written in the 
first person perspective about the Clan or Blood-
line

Sorrow is knowledge, those that know the most must 
mourn the deepest, the tree of knowledge is not the tree 
of life.

- Lord Byron

Sam
ple 

file



4 Gifts of the Dark Mother 

© 2017 White Wolf Entertainment AB. All rights 
reserved. Vampire: The Masquerade®, World of 
Darkness®, Storytelling System™, and Storytellers 
Vault™ are trademarks and/or registered trademarks 
of White Wolf Entertainment AB. All rights reserved.
For additional information on White Wolf and the 
World of Darkness, please, visit: www.white-wolf.com,  
www.worldofdarkness.com and www.storytellersvault.com.

Credits:

Written By: J Benjamin

Developed By: J Benjamin

Edited By: J Benjamin

Sam
ple 

file



5Gift of the Dark Mother

Table of Contents
Her Story  7

The First Sorcerers 9

Numens 20

Sam
ple 

file



Sam
ple 

file



7Gifts of the Dark Mother: Her Story

Gifts of the 
Dark Mother

Her Story
Most Kindred know Lilith as a legendary being 

who helped Caine unlock the powers inherent to his 
mystical blood. Exiled from the first garden, Cainite 
history speaks of Adam’s first wife as the one who 
helped Caine develop the powers that would eventually 
become Kindred Disciplines. The truth is however, 
far less cut and dry. Many believe that Lilith merely 
showed Caine how to learn disciplines she herself 
could already manifest and Caine simply mimicked the 
powers she already possessed. In fact, there are those 
Kindred who consider Lilith and not Caine to be the 
central creative force to all vampiric abilities.  

To those who revere and worship Lilith, such cultists 
whisper that the Dark Mother possessed blood magic 
and other powers of her own just as potent as those 
imitated by Caine himself. These heretical beliefs are 
largely attributed to questionable text known as the 
Revelations of the Dark Mother, a purported rival to the 
canonical Book of Nod.

“Ahi hay Lilitu.”
- Rachel Dolium

Apart from these core tenets, there are even more 
blasphemous beliefs by some of Lilith’s followers, 
including those who insist that not all Kindred 
are descendants of the First Murderer. To these 
worshippers, among the many monstrous beings birthed 
by Lilith in the age before the First City, some were 
indistinguishable from early vampires. There are those 
who believe that Lilith herself is in fact the first true 
vampire, and thus the actual progenitor of the entire 
race. And like Caine, they insinuate that Lilith gifted 
her own progeny with powers. But unlike Caine, her 
followers insist that Lilith so adored her offspring that 
she blessed her Birthed with an awareness about the 
true nature of creation and existence, bestowing upon 
them even more useful gifts than any possessed by the 
bastards of Caine. 

This alternate view of Kindred history speaks of a 
fateful first meeting between the children of Caine and 
the children of Lilith. Some Kindred say the Birthed 

Sam
ple 

file



8 Gifts of the Dark Mother 

rewards for ecstatic worship. 
This supplement offers new options for these vampiric 

followers of Lilith in the World of Darkness. These 
options can be as rare and difficult to acquire in a 
particular chronicle as the Storyteller sees fit. The vast 
majority of these options are possessed by kindred who 
have secluded themselves from others of their race 
for centuries, either in the unknown libraries of the 
Black Hand, or in plain sight as a loyal Cainite in the 
Camarilla, never revealing their true beliefs for fear of 
destruction. Uncovering these features can be the goal 
of an entire campaign and the gifts of the Dark Mother 
may prompt a vampire to suddenly find themselves the 
target of an Inquisition, a Hunt or worse at the hands 
of former allies and clan members. The teachings of 
Lilith in the modern nights are not a welcome subject 
in most kindred societies and those who develop 
aberrant new abilities would do well to come up with 
alternative explanations for their sudden appearance.

of Lilith sought out the Seed of Caine to receive 
the embrace, while worshipers of the Dark Mother 
vehemently deny this claim, believing that Lilith’s 
children sought Caines progeny to bring them closer 
to acceptance of their still fallible and thus redeemable 
natures. Whatever prompted the meeting, all sides 
agree that the outcome was war, with the Children of 
Caine emerging victorious. 

Lilith’s progeny who survived this initial encounter 
stepped into the shadows where they burned with 
rage. Over the millenia, they’ve sought vengeance for 
this first meeting and the subsequent destruction of 
their sacred gardens and the loss of reverence for their 
Dark Mother at the hands of Caine’s children. Lilith’s 
followers believe they, like their Dark Mother, have 
been betrayed, first by God, then by Adam, then by his 
son Caine and finally by his belligerent descendants. 
This sense of betrayal, each time at the hands of a 
masculine being, is central to the theology of Lilith. 

Whatever name such followers choose to call 
themselves in the modern nights, Bahari, Lhaka, Lilin, 
Ki-sikil-lil-la-ke, they all believe that pain leads to 
revelation and only through exposing the children 
of Caine to their ancestral sins can they truly find 
salvation, a salvation found in the service of the Dark 
Mother. To those Kindred who adopt this change, gifts 
believed handed down in the First Nights by the Dark 
Mother herself, these changes are only a taste of the 
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9The First Sorcerers

“Behind every beautiful thing, there’s some kind of pain.”
- Bob Dylan

Those Kindred who acknowledge Lilith as teacher 
and instructor to Caine fall short of granting the Dark 
Mother any form of blood gifts of her own. But those 
who follow Lilith point out that only one who has 
the patience and diligence to plant a seed and watch 
it grow, a trait possessed by Abel and certainly not 
Caine, have the temperment to develop something as 
complex as a ritual and as compelling as a blood spell. 
To these followers, Lilith was then and is now, not 
merely a teacher, but a master. Some even argue that 
aside from being the first vampire, Lilith was also the 
first magician. It was her understanding of magic that 
allowed her to teach Caine and later her own children 
how to cultivate long-lasting effects that remained 
even after the spent fury of Caine’s blood spurted and 
boiled out from his veins. 

Followers of Lilith who possess these magics call 
themselves mágissa, and they believe themselves to 
be wielders of the first True Blood magic or mageía. 
Mageía is taught to be Lilith’s response and cultivation 
of her own inner pain at being cast out from the first 
garden. In the face of remorseless and unapologetic 
paternalistic antagonists, Lilith intermixed her pain 
with the power of her blood to force comprehension, 
awareness and even stronger emotions in those who 
wronged her despite their carelessness in face of their 
own wanton cruelty. As she wandered in exile, she 
learned again the value of resiliency and developed 
great fortitude, both physcially and emotionally and 
also learned to draw strength from the burning wrath 

towards those who had wronged her in the past. Caine 
and his children’s subsequent betrayal of her and her 
progeny led her to turn these magics into powerful 
weapons against her former lover and his offspring.

For game purposes mageía functions like the 
Thaumaturgy Discipline and can be used to represent 
such powers. Unlike Thaumaturgy however, characters 
can only learn mageía from a mágissa. While it is not 
unheard of, mágissa’s are almost entirely female. The 
secrets of Lilith’s blood magic is closely guarded and its 
practice by non-followers of Lilith’s wider teachings is 
generally viewed as cause for immediate destruction, 
regardless of a region’s rules or authoritative body of 
laws. In fact, most mágissas view other forms of blood 
sorcery, including Thaumaturgy and Necromancy 
as perverted modifications of an intensely personal 
connection to blood and the ideology of cultivating 
one’s inner path. Hence, it is rare to find a mágissa who 
knows any form of blood sorcery outside of mageía. To 
these believers, the steadfast commitment to harvesting 
and cultivation of one’s perceptions form the hallmarks 
of the Dark Mother and are corrupted by turning these 
lessons outward to shape the material world. For this 
reason, while it is possible for non-mágissa to learn 
their rituals, it is rare to find a practitioner willing to 
part or even acknowledge such expertise. However, 
learning such a ritual generally involves an Intelligence 
+ Occult roll to translate a mageía ritual to another 
magical framework with the base time for such a task 
equal to two weeks per level of the ritual in question. 

Mageía: 
The First Sorcerors
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10 Gifts of the Dark Mother 

PATH OF LAMENTATION

This path is considered by many within the 
orthodoxy of Lilith as the oldest and first form of blood 
sorcery ever created. Practitioners use their own blood 
and pain to mystically tap into the physical form and 
mental psyches of their victims, causing them to feel 
a deeper connection to their own dormant pathos and 
warp their perceptions to a degree where pain and its 
effects take on deeper implications.

Each power of this path is rumored to have come 
from the teachings of Lilith herself. Their effects 
reflect her sense of betrayal and torment over the 
loss of partners and children throughout her earliest 
nights. For this reason, these powers require more 
than a passing acquaintance with a target in order 
to be effective. For any of the powers to take effect, 
the mágissa must have spent at least one minute in 
close physical proximity to her target so that she can 
mystically attune herself with her victim’s physical and 
emotional psyche. The nature of this intimacy can be 
entirely superficial, a silent and quick elevator ride, 
a few rushed sentences to the evening desk sergeant 
or even a simple request for directions is enough to 
fashion such a connection.  

While the path focuses on inducing pain, to a 
mágissa, these abilities stem from a genuine desire 
to bring enlightenment and repentance on their 
targets, a fact usually lost on their victims. Cruel and 
vengeful mágissa are less philosophical about the path’s 
application, dispersing its consequences as they see 
fit. The effects of this path apply to mortals, lupines, 
ghouls and Cainites alike. Lilith, as Dark Mother to 
a host of monsters, had a dark connection to all types 
of supernatural creations. 

• SEEK TORMENT
This power causes the victim to temporarily ignore 

their anxieties over long-standing phobias and fears 
and instead seek them out. It does not remove these 
underlying maladies but instead merely induces in 
the victim a desire to suffer the pain or humiliation 
they know awaits them.  

System: The mágissa can use this power on any 
target within her view. For the duration of the effect, 
the subject becomes drawn to situations and settings 
which would normally illicit a high degree of mental 
aversion due to their latent fears and phobias. For 
instance, a shy target may inexplicably volunteer to 
be the one to give an important speech in the next 
few moments, a normally spider-averse individual 
may decide to hide out the approaching dawn in a 
claustrophobic attic filled with obvious webbing or a 
weak-willed neonate may champion an audience with 
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