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TO UNRAVEL THE MYSTERIES OF LIFE AND
Death, Victorians would meet at their
private homes and spend whole evenings
sitting around the dining table. Whether
using table-tipping, a Ouija board, or
the assistance of a professional medium
(like the celebrated Florence Cook from
Hackney, East London), they hoped to
receive messages from beyond, offering
guidance in the pressing questions they
had on their mind.

For spending an evening of suspense
and glimpses from the grave, today the
instrument of choice is Kenneth Hite’s
tabletop game The Dracula Dossier,
which should help you reconstruct the
obscuredealingsbetween thebloodsucking
Transylvanian Count and generations of
British Intelligence, and find your way
through a labyrinth of manipulation and
intrigue. Please, speak freely with your
freshly buried friends, wake vampires
from their vaults, and gossip with ghosts,
as they may hold the key to understanding

the myriad of conspiracies you will find
yourself involved in — as a victim, or
as a vile perpetrator. Do not be content
with simple answers: behind an obvious
solution, a wall of secrecy may hide
another layer of the game, where the
antagonistic forces of Light and Darkness
engage in eternal battle.

Upon seeing the substantial Director’s
Handbook the game leader may consult to
distribute clues and chances, I was dazzled
by the seemingly endless range of roles,
backgrounds, abilities, dangers, tools,
variantsandflavors—myowncontribution
to matters Dracula being rather scholarly
at the moment. All the more was I pleased
to find that The Dracula Dossier derives
its creative potential as a roleplaying
game from a huge reservoir of sound
knowledge, both literary and historical,
including original research on the vampire
and its kin, the culture of centuries past,
the intricate methods of espionage and

counterespionage, and much, much more.

Tough characters will find a tough basis
of fact, rendering a realistic touch to the
most mind-boggling scenarios.

One thingKennethandThavein common
is our fascination with ancient maps, and it
must be due to Kenneth’s background as
a cartographer that his dossier is laid out
like a pirate’s chart — no simple piece of
parchment, of course, but resembling the
“Mao Kun” map to the Land of the Dead
from Pirates of the Caribbean, with circular
segments that can be rotated, producing
a kaleidoscopic variety of possible routes
and plots. Your task will be to fill the game
with life and find your unique — and
preferably untraceable — path across the
globe. Whether you are roaming through
Romania’sforebodingforests or wandering
through a maze of dark alleys in London’s
East End, groping your way through
the thick fog, do not mistake those red-
glowing orbs for the gaslights of an inviting
guesthouse, and you will live longer —
if that still means anything to you ...

Munich, 5 November 2014

HANS C. DE ROOS
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THE WILD BEASTS OF THE DESERT
SHALL ALSO MEET WITH THE WILD BEASTS OF THE ISLAND,

AND THE DEMON SHALL CRY T0 HIS FELLOW,
LILITH ALSO SHALL REST THERE, AND FIND FOR HERSELF A PLACE OF REST.

IN 1893, A viSIONARY BRITISH NAVAL
Intelligence Department spymaster code-
named “Peter Hawkins” launched a plan to
recruit the perfect spy: a vampire. British
intelligence assets on the Turkish frontier,
specifically the army doctor George
Stoker and the Orientalist and traveler
Armin Vambéry, had uncovered evidence
of vampires’ existence during the Russo-
Turkish War of 1877-1878, and, upon
further investigation over the next decade
or so, developed a trove of cryptic occult
materials and obscure scientific papers to
make their case. Their research provided
NID a possible key to the awakening
and control of vampires through the
new science of volcanology. The telluric
energies that vivify and preserve vampires
(who can rest only in their “native soil”)
might be occult force or hidden natural
law, but the methods were sound enough

for a trial run.

BOLD EXPERIMENTS

Called“OperationEdom, after the vampire-
tinged prophecy in Isaiah, the trial ran
promisingly at first. Hawkins made contact
with a vampire named Dracula, awakened
or energized by the Romanian earthquake
of 17 August 1893. A meet was set and
made, a safe house and a headquarters in
England prepared. Then it all started to go
wrong. Dracula imprisoned his minder and
double-crossed NID, outsiders — possibly
with their own ties to foreign espionage —
became involved, and Hawkins ordered a
sanction. Then Hawkins disappeared, and
the Edom agents on the ground had to
run the operation themselves. They barred
Dracula from England, and hunted him
down on his home earth, where — during
the great eruption and earthquake of 31
August 1894 — they terminated him,
with extreme prejudice and two knives.

- [SRIAH 34:14,
A PROPHECY CONCERNING EDOM

Or so they thought.

The NID called in George Stoker’s
brother Bram to write up the after-action
report. Bram Stoker, who had previously
touched up George’s public memoir of
the Russo-Turkish War for the Foreign
Office’s propagandistic purposes, turned
in a draft that even in its sensationally
novelistic form still revealed far too
much sensitive information. The NID
redacted his text and had him rewrite it,
this time not as an after-action report but
as disinformation, a fictionalized cover
for any rumors that Edom had aroused.
His first draft, however, the unredacted
Dracula, they kept.

DESPERATE MEASURES

In 1940, Britain stood alone against an
expanding Axis. If Germany could add
Romania to its alliance, it would have the
oil to continue the war on the Reich’s



terms — if Britain could keep Romania
neutral, then she had a chance. MI6
grasped at straws and reactivated Edom.
It was clear from the Stoker report that
Dracula was not dead forever; he had not
been killed completely. Rather than bring
Dracula to England, however, this time the
plan was simply to let him out and turn
him against the Hitler-allied Antonescu
government — if necessary, to back him
as Romania’s new leader. Edom briefed a
Special Operations Executive (SOE) team
and dispatched it to Romania to awaken
Dracula and bring him into the war. The
carthquake of 10 November 1940 killed
1,600 people and brought down buildings
from Bucharest to the Black Sea.

That was only the first thing to go wrong.
Antonescu formally joined the Axis later
that month. Dracula played for time and
played the SOE for fools. The fascist Iron
Guard, angry at being denied its share of
the spoils, mounted its own coup attempt
against Antonescu in January, triggered by
the shooting of a German Abwehr agent,
Luftwaffe Major Helmut Déring. The
Wehrmacht moved in with the Romanian
Army to crush the rising amid a massive
pogrom of Bucharest’s Jews. Dracula had
vanished, possibly dead again, but Edom
had failed.

One of the SOE agents kept a diary of
sorts by annotating his mission brief: a
copy of Stoker’s unredacted Dracula. That
annotated copy went back into the vaults.
Edom did not — not entirely.

HIDDEN HUNTS

The search for the “Fifth Man” had nearly
destroyed MI6 in the 1960s; Angleton’s
mole hunt tore the CIA apart in the early
’70s. In 1977 it was Edom’s turn. Romania
was where the new moles burrowed
in from. Somehow their Department
Information (DIE) and
Securitate had found a spy network in

of External

Britain with almost supernatural access.
Leaked intelligence from London turned

up in Bucharest; the Securitate rolled up

a promising MI6 network in Transylvania;
the identity of Oleg Gordievsky, MI6’s
top man in the KGB, was in danger of
exposure. The new head of MI6 (“C”),
Sir Maurice Oldfield, needed the leaks
plugged and the mole found. The Edom
apparatus smelled the wind and promised
results, quietly and soon.

Edom needed to find Dracula’s leave-
behind network in London — after all,
the analysts realized in retrospect, he
had had months to build it back in 1894,
and the power to keep it alive long after
his seeming demise. Edom went back to
the Balkans, ostensibly to secure MI6’s
remaining assets. On 4 March 1977,
another earthquake ripped through
Romania. Edom operatives kicked in doors
in Whitechapel and dodged questions
in Whitehall, trailed spies in Bucharest
and traded lies in Bonn. Daylight arrests
became a briefly common sight on
London’s streets, but not, of course, in its
newspapers. And then it ended. Oldfield
retired as “C” in February 1978. In July
1978 Ion Mihai Pacepa, the deputy chief
of Romania’s foreign intelligence section,
defected to the Americans. Ceausescu
began an increasingly paranoid hunt of his
own for subversives and dissidents that
would eventually help bring him down.

What had happened? Did Edom find the
mole? Was that Dracula’s only mole? Was
the whole operation an excuse to awaken
Dracula as an anti-Communist asset, or
partofaplay by Dracula’s minion in MI6 to
redirect suspicion? Did Dracula and MI6
do another deal? Did the CIA deal itself
into the game? A midlevel Edom analyst
using the workname “Cushing” studied the
problem as best he could. He named his
1940 SOE counterpart “Van Sloan,” two
cinematic Van Helsings who had hunted
Dracula in two generations. “Cushing”
added his annotations, but few answers, to
the Dracula Dossier. Then he put it back in
the files. And he set a trigger for someone
else to find.

BLACK ASSETS

On 4 October 2011, another earthquake
rocked Romania, as many had in the
past decade. This one triggered the flag
“Cushing” planted in the MI6 computer
system, which checked certain other
parameters: MI6 assets lost in Romania,
murders in London, chatter in German
channels. The conditions added up, and the
second part of the plan “Cushing” set up
went into action: warnings routed through
desks in MI6 and GCHQ. Edom stopped
most of them, but not all. One analyst
without Edom clearance saw the alert,
and started digging into the files. What she
discovered was the Dracula Dossier — and
the newest incarnation of Edom. After the
terror attacks of 7/7, Edom had reminded
MI6 that they already had the perfect
asset for retaliation: a superhuman killer
who had spent decades of his life at war
with Islam. And Dracula was completely
deniable — he was downright fictional!

She began to keep her own record,
annotating the Dossier as her predecessors
had. She gave herself the workname
“Hopkins” as she annotated the bloody
fingerprints of Edom — and the trail of
corpsesleftby Dracula. The vampire wasn’t
justkillingal-Qaedaby then, but Edom was
still protecting him, perhaps completely
penetrated by his Conspiracy. Or perhaps
Edom just hoped to bring him fully into
their network, collateral damage forgiven
or even budgeted for, all to finally succeed
where Hawkins and Harker had failed.

She studied Stoker’s draft and its
annotations. She kept backups. She was
careful. Just not careful enough. She has
disappeared. She has sent the Dracula
Dossier to you.

Time to open the Dossier — and to
close the file on Edom, and on Dracula,

forever.




I am quite convinced that there is no doubt whatever that the events here described really took

place, however unbelievable and incomprehensible they might appear at first sight. And I am further

convinced that they must always remain to some extent incomprehensible, although continuing

research in psychology and natural sciences may, in years to come, give logical explanations qfsucb

strange happenings which, at present, neither scientists nor the secret police can understand.

— Bram Stoker, author’s preface to the Icelandic edition (1901) of Dracula

THE DracuLa DOSSIER (WITHOUT ITALICS) 1S
an in-game artifact, the first draft of Bram
Stoker’s Dracula. Written as an after-action
report for Operation Edom in 1894, it was
classified by Her Majesty’s Government,
to be issued on a need-to-know basis to
Edom operatives on later missions. Two
of those operatives, tasked for Edom
missions in 1940 and 1977, added their
own annotations to one copy of the Dossier,
providing a few answers and many leads.
In 2011, that copy fell into the hands of a
third denizen of Britain’s shadow realm,
who added her own annotations — and
when she disappeared, it showed up in
your player characters’ computers, or in

their hands. The Dracula Dossier is the
annotated versionof Dracula Unredacted.

The Dracula Dossier (with italics) is
a collaborative, improvisational Night’s
Black Agents campaign, in which heroic
Agents hunt and (one hopes) finally
while they

(and likely expose) the secret vampire

destroy Dracula, evade
program within MI6 known as Edom.
What do we mean by collaborative and
improvisational? In many ways, that’s for
you, the Director, to decide.

This is a collaborative campaign
because no one vision necessarily has
the final word. Bram Stoker provided a

mythology, which we’ve changed from

BEFORE STARTING THIS CHAPTER, GO BACK
and read the EYES ONLY Briefing, if you

haven’t already.

a straightforward story of good and evil
into a spy thriller. We provide a backstory
and several dozen potential leads, but you
can change our backstory, and the players
don’t have to follow all or even any of the
leads.You, the Director, may come up with
answers to some of the big mysteries in this
campaign, but the players may discover or
deduce better ones — or following the
players wherever they go may just be more
fun for everyone! The players decide which
cluesare important by following them; you
respond to their choices with information
and danger in the classic thriller beats. The
players may lead themselves down a dead
end, from which you need to extricate



them without damaging narrative flow.
Or they may resist moving into danger,
which you should meet with danger that
moves into them. The end result can be
mythic, intricate, clever, and surprising
— and ideally, suspenseful or downright
terrifying throughout.

Thisisanimprovisational campaign
because the players select their own
path into the mystery from the scores
of clues and leads provided in Dracula
Unredacted. The players pick the hooks
and plot threads they find the most inviting
or evocative, the order in which they want
to tackle them, and the actions or tactics
they take. You then improvise responses
to their actions, both from those they
approach and from their enemies in the
shadows: Edom and Dracula. You can
decide which leads turn out to be red
herrings or deadly traps, or you can let
the players’ choices simulate the intuition
of veteran spies and operatives: wherever
they choose to look turns out to lead
further into the mystery! Their deductions
determine your Conspyramid; the clues
you plant with NPCs and on crime scenes
can lead them toward big reveals and
thrilling terrors.

No two Dracula Dossier campaigns
will run the same way or establish the same
background. In one campaign, Quincey
Morris might turn out to be a werewolf
working for one of Dracula’s unhappy
Brides; in another, he might have been a
selfless Secret Service agent giving his all
for his friends.

WHAT'S IN THIS BOOK? —

The annotations in Dracula Unredacted
provide the leads: this volume provides
dozens of potential meanings for each clue.
Together, you have the raw material for a
wide-open campaign, in which the players
send their Agents after whichever cryptic
clues and suspicious references they see fit.

EYES ONLY BRIEFING: This gives a general
overview of the Edom background.
Experienced Agents can  deduce

everything in this section from the

annotations to the Dracula Dossier, so
you can give this to the players (or to
the Agent with the highest Tradecraft
rating) as a handout after they’ve had
a chance to read the Dossier in game.

NODEs: Twenty-nine

OPENING THE DOSSIER M WHAT IS THE DRACULA DOSSIER?

OPENING THE DOSSIER: You're reading this
chapter right now! It gives a few defaults
to make the Director’s life simpler,
and poses some questions you’ll want
to answer (at least tentatively) before
you start running the game. Some of
those answers will change, and you
may switch up our defaults — that’s
perfectly normal.

THE 1894 NETWORK: This chapter describes
the protagonists of Stoker’s novel, the
original operatives of the first Operation
Edom — and gives them a variety of
possible agendas from innocent victim
to government asset to vampiric
minion! Then it offers a selection of
Legacies: descendants or successors of
the original 1894 band, with their own
agendas and possibilities.

OPPOSITION FORCES: The chapter provides
statistics and abilities for the OPFOR
your Agents face. The first section gives
the overt ones: soldiers, spies, and
vampires working for Edom, Dracula,
or both. It also provides some details
of the various Third Forces that
might interfere: other vampires, other
monsters, and vampire projects run by
other governments.

PEOPLE: Sixty-six characters, many of
them referenced either directly or by
workname in the annotations. Divided
by era (1940, 1977, 2011), each comes
in three versions: as an innocent caught
up in the horror and danger, as an
asset of Edom or another intelligence
agency, or as a minion of Dracula and
his Conspiracy. Alternate names and
physical descriptions allow you to reuse
them as new NPCs as needed; suggested
storyroleslet you smuggle them into the
player characters’ Network or introduce
them in seemingly unrelated scenes.

organizations or

groups, either referred to in the
annotations or overwhelmingly
likely to show up in the course of the
investigation. Each is presented with
its innocuous surface appearance, as
part of the Edom network, or as part
of Dracula’s Conspiracy, allowing you
to tailor it to fit your current narrative
needs. Suitable connections let you
plant another NPC, or leapfrog into a

new scenario if need be.

LOCATIONS: Forty-eight locations referenced
in the annotations, likewise offered both
as“cool”’and unproductive objectivesand
as “warm” active leads. Like the nodes,
they also feature a variety of possible
connections, hosting people, nodes,
and objects to lure (or hurl) the heroes
deeper into the mystery. Another 14
“establishing shots” give quick, generic
locations suitable for fights or chases,
or for montage-style descriptions
on the way to the next big scene.

OBJECTS: Twenty-seven objects — books,
objets d’art, mysterious artifacts —
that the Agents might stumble over or
hunt down. Each object is described,
then presented as a major item, a minor
item, or a useless item. Each object
offers possible connections, not least
among them where it might be found
in the campaign world.

SCENARIO SPINES: This chapter shows you
how to wrap all this material into a
satisfying campaign of epic scope and
Gothic horror. It provides a few fully
worked examples of a scenario going
from one or two annotations into full-
on thriller structure.

CAPSTONES: These optional “grand finales”
offer a climax to drive the story toward,
rather than letting it entirely find its
own head. If you want Dracula to have a
grand plan — resurrect an ancient god,
or take over Russia — or set his death
scene on a mountain or at his tomb —
set a capstone as your campaign target.

CAMPAIGN FRAMES: This chapter outlines
some options for campaignsinformed by
other influences: the Cthulhu Mythos,
or hidden-Nazi airport thrillers. The
final frame, Unto the Fourth Generation,
lets the players take generational
roles as Edom assets from 1893, SOE
operatives in 1940, Edomites pursuing
the 1977 mole hunt, and finally rogue
agents in the present day working from
their players’ own notes!

sources: This chapter offers the best of
the fiction, film, and nonfiction about
Dracula, British espionage, Romania,
and other matters of interest to
Directors and players of this campaign.




DRACULA WITHOUT THE UNREDACTED DOSSIER

If, for one reason or another, you
don’t want to give your players the
bibliomaniacal joy of scouring through
the annotated Dracula Unredacted,
you can use a regular copy of the novel.
(Or a copy annotated by a Dracula
scholar, of which there are several by
now.) The Agents discover that Dracula
is real, and that the novel is mostly
accurate, and that they’ve got to take
the Count down. (You can also reveal
the existence of Edom at the start of
the game, or keep the existence of a
vampire-control operation within MI6 a
secret for a while.) They won’t have all
the material that Edom forced Stoker to
remove from the report, and they won’t
have the insights and connections from
the annotations, but they can still go
hunting Dracula.

All you need to do is give them an
entry vector into the mystery — a dying

DRACULA WITHOUT DRACULA

informant, a recovered document like
the Lennart Dossier from p. 206 of the
Night’s Black Agents core rulebook,
an intercepted transmission — that
points them at any one encounter in
this book. From there, they can follow
the connections all the way to Castle
Dracula without ever looking back at
the novel. George Smiley might uncover
conspiracies through careful deduction,
but beating up bad guys and spending
those Interrogation points works just
as well. Just make sure that the Agents
always have a few core clues leading on
from every scene, since the players won’t
be able to refer back to the annotations
for another lead when they get stuck.
You may need to give them a few extra
clues or hints from contacts from time
to time, or let a good Human Terrain
or Criminology spend fill in some blank
spots on the Conspyramid.

Keep in mind that you’ll need to
introduce the concepts of the 1940
SOE mission, the 1977 mole hunt, and
— most importantly — the present-
day anti-terror operation early in the
campaign, or the players will fixate on
the 1894 information to the exclusion
of everything else. Give them early
leads that carry them away from
the original incident into the murky
history of Operation Edom in the 20
and 21 centuries.

A cruel Director might keep the “real”
Dossier out of reach, making it a legend
in the espionage underworld, a holy
grail that the Agents search for while
also tangling with Edom and Dracula’s
minions. An especially cruel Director
might have Edom assume that the Agents
have the real Dossier, when all they have
to go on is a cheap paperback edition of
the common novel.

We're not going to judge you if you don’t
like Dracula.You’re wrong, but we’re not
going to judge you. It’s fine — maybe
you think that the myth’s played out,
that there’s no horror left in the vanilla
vampire. Maybe you can’t disassociate
Dracula from all the parodies and jokes.
Maybe bad Bela Lugosi impressions are
to Night’s Black Agents what Monty
Python and the Holy Grail are to D&D.
More forgivably, maybe your awesome

READING THE ANNOTATIONS

concept for vampires won'’t fit with our
Dracula lore.

In that case, what you’re holding in
your hands isn’t an adventure — it’s a
compendium or toolkit of unconnected
(or partly connected) NPCs, locations,
conspiracy nodes, objects, and monsters.
Even if your players aren’t hunting
Dracula in Transylvania, you're still going
to need lots of burned-out spies, sinister
Eastern European gangsters, eccentric

experts, cryptic contacts, and blood-
curdling thrills for any Night’s Black
Agents game set anywhere in the world.
(And let’s face it, a lot of them are going
to get set in Romania whether you crack
open the Stoker or not.) Put a stake in
Dracula, assume Edom never happened
(or was shut down in 1894), and use this
book as a grab bag of vampiric resources
for your own adventures.

The marginal notes in Dracula
Unredacted are individually numbered
and tagged according to who wrote them.
The tag VS stands for Van Sloan (p. 87),
CU for Cushing (p. 92) and HO for
Hopkins (p. 117). For example, if you
see a Dossier reference to HOI137 in

this book, you'll know that particular

annotation was written by Hopkins,
and it's annotation number 137 in
Dracula Unredacted.

The Annotations Index on pp. 347-342
lets you stay one step ahead of your
players. If they decide they're going to
investigate annotation 50, you can check
the index, which will direct you to the

entries in this book most pertinent to
that annotation. Not every annotation
has an entry in the index; these might be
atmospheric but redundant notes, dead
ends, pure red herrings, or openings for
you to create your own connections to
the Conspiracy.




Even the
campaigns must start from somewhere.
The Dracula
fundamentally, from Bram Stoker’s novel

most improvisational of

Dossier starts,
Dracula. This provides Director and
players with a common framework, of
story and setting. Better yet, it short-
circuits the potential problem with a
game handout the size of a novel — it’s
a novel that at least one player at the
table is very, very likely to have read.
(Everyone should. Really.) Even non-
readers of Stoker’s masterpiece know
the general outline of the story, and at
least some of the proper names — Van
Helsing, Mina, Dracula, Transylvania —
enough to get their feet under them.

THE DEFRULT DRACULA —

This campaign assumes vampires that
default to the Linea Dracula vampires from
the core rulebook (NBA, pp. 143-45),
though not that specific conspiracy. In the
core rulebook, the Linea Dracula vampires
exemplify the damned vampire type; they
also work relatively well as supernatural
vampires. (See p. 59 for a discussion of
the mutant “telluric vampire” alternative,
and p. 59 for the telluric vampire build.)

If your vampires have worked in some
other fashion, simply treat them as one-
off species not relevant to the mainstream
of infestation — or consider Dracula
to be a “singular specimen” created by
the interface of the “normal” cause of
vampirism and the unique geological
energies around his Castle. Likewise,
if your campaign has already featured a
different vampire conspiracy in charge of
Europe, Britain, or (especially) Romania,
cither reveal that they were “always” part
of Dracula’s larger Conspiracy — or start
clearing them out. Dracula is making his
move and shouldering his rivals aside just
as he might have his feudal enemies in life.

This campaign also assumes that Dracula
still intends to rule Britain, just as he did
in 1894 — but he’s learned some patience
since then. Just how far along his plans
have gotten is something you need to think
about answering for your own campaign

(p- 28). Dracula is also assumed to be

a figure of evil, no matter how many al-
Qaeda cells he eats.

This campaign does not assume that the
Count Dracula of the novel, the figure at
the head of the Conspiracy, is the same
personage as Vladislav III Dracula, also
known as Vlad Tepes (“the Impaler”),
the historical voivode of 15"-century
Wallachia Stoker
didn’t have enough access to the historical

(not Transylvania).

record to clarify the matter, and he very
carefully garbled Van Helsing’s speech
on the subject. The campaign works
fundamentally the same regardless of
whether Dracula is Vlad; see p. 29 for a
further discussion of the possibilities.

There may be some confusion about
the term “Renfield” in this book: it refers
both to the original bug-eating eponym
of 1894 (p. 38) and also to a minion
given vampiric powers by Dracula. The
term should be clear in context. Note
that similarly vampire-charged humans in
service to Edom (if there are any such)
don’t use the term; they call themselves
“Jacks,” after Jack Seward.

THE DEFRULT DOSSIER

The Dracula Dossier, like any good
MacGuffin, drives the story. Edom will
kill to get it back; Dracula (if he knows it
exists) will kill to destroy it. The default
assumption is that “Hopkins” did not upload
the Dossier to the Web, or even to the
Deep Web where only security services,

criminals, and terrorists lurk. Why not?

B “Hopkins” physically couldn’t upload
it. Some quality of the Dossier kept
unresolving her scans, derecognizing
her OCR, shutting the cable down, or
changing the URL. Or perhaps, like
Dracula, taking an electronic image
of the Dossier is simply impossible!

It may have some of Dracula’s blood
in its leather, spilled in the 1940
operation. Or Edom placed some sort
of Goétic curse on it to prevent just
such an eventuality. (She complains
of her wonky scanner in HO147.)

B “Hopkins” knew that if she uploaded
the Dossier, GCHQ would absolutely
track her down, MI5 or Edom

OPENING THE DOSSIER M DEFAULTS AND ASSUMPTIONS

would move in, and she would be
renditioned to somewhere very

unpleasant very soon. (This is the
explanation she gives in HO172.)

B “Hopkins” didn’t want to hand al-
Qaeda a huge propaganda victory by
exposing Edom’s — and hence MI16’s
— role in a lot of unsavory murders.
(Any Agent with Human Terrain can
predict the horrific consequences to
Western civilians if this story gets out.)

B “Hopkins” didn’t feel it was “the done
thing” Her codes of professional ethics
and Englishness just wouldn’t let her
cheat the game and let down the side
by pulling an Assange. (Tradecraft
or Shrink can guess at this motive
by reading her annotations.)

On a purely physical level, the Dossier
resembles the sort of government-issue
binder that proliferates in every cubicle
farm from Kharkiv to Kansas City. Once it
falls into their hands, the players can tackle
the issue of repackaging it or propagating
it according to their designs.

NAMES AND WORKNAMES

Many of the annotations give “KGBs”
(also called “code names”) to the people
they mention. In addition to mirroring
standard spy and analyst practice, this
keeps the uncertainty and improvisation
alive — if BULSTRODE might be an MI6
lamplighter, an obnoxious journalist, or a
Romanian mobster, there are more options
for play. And of course, any of those people
might actually be in Dracula’s control,
or the last heir to the Van Helsings, or
anything else. That part is up to you, or
emerges through play.

Thus at the beginning of the scenario,
once the players have fixed on a given lead,
look on the Workname Table (p. 345) to
see who might fill the role of the relevant
workname. The players might eventually
“deduce” that it’s someone else entirely, of
course, but this gives you a few starting
possibilities to consider. Once you’ve got
the name pretty well figured out (either by
you or, more likely, by you and the players
acting in concert), write the “clear name”

or real name in the blank space provided.




A Director who thinks this is too
much recordkeeping, or too much hippie
improvisation, can simply provide the
players with her chosen real name for the
NPC at the outset, and everyone agrees to
pretend the workname was never there.

On much the same basis, this book uses
the familiar Stoker names for the main 1894
cast of characters, both for their Gothic
frisson and to minimize page-flipping and
confusion.You can decide that in that more
innocent era of spying Stoker didn’t bother
to conceal the names of the principals in
the action, or simply avoid pointing out
the strangeness and enjoy the play value
of looking for a house belonging to “Van
something-or-other, Hellman? Helltown?
Helsing, that’s it” in a world where Dracula
has stayed in print for over a century and
spawned dozens of blockbuster films to
boot. “Van Helsing” “Oh, like the movie?”
“Yes. Like the movie.”

Or you can intensify the question
“who, exactly, were the first generation
in Edom” by also keeping the players
uncertain of even the legendary names.
If Harker, Westenra, Seward, and so
forth were worknames, finding their
real names is yet another lead to follow.
(We provide some possible clear names for
the 1894 network in the Originals write-
ups on pp. 32-40.) Discovering that
this photojournalist or that oil company
executive are actually Legacies of Edom’s

past becomes an even greater reward.

THE DEFRULT CAMPAIGN -

The details ofa Dracula Dossier campaign
are up to you and your players, but its
structure can comfortably default to the
standard Night’s Black Agents campaign
structure described on pp. 116 and 193—
94 of the core rulebook.

THE DRACULA CONSPYRAMID

My revenge is just begun! I spread it over
centuries, and time is on my side.

— Dracula

Dracula being the medieval reactionary
that he is, his Conspiracy fits neatly into
the Conspyramid structure. For example:

LEVEL 6: Dracula himself.

LEVEL 5: His Brides (p. 57) if he’s
learned to delegate since 1894, or
Orlok (p. 70), or a trusted vampiric
Legacy. If Dracula runs (or has generally
penetrated) it, MI6 goes here. If he
controls all of Romania, his main organ
of national control (SRI (p. 156), the
Control Body of the Prime Minister
(p- 153), etc.) goes here. The Satanic
Cult of Dracula (p. 55) might slot in
here or lower down, depending on how
important it is to his operations.

LEVEL 4: A less crucial Legacy, or a Bride
enforcer. If Dracula only runs Edom, it
goes here, as do local powers like the
SRI (p. 156) or the Russian Mafiya
in Romania. Whichever bank he’s
suborned might be up on Level 4, too.

LEVEL 3: The Ruvari Szgany go either here
or on Level 2, as primarily provincial
or local controllers. If Dracula only
controls part of Romania’s government,
those parts show up here: the Ministry

Forest

of Tourism, the National

Administration, or the Romanian
special forces, for example.

LEVEL 2 and LEVEL 1 you can almost entirely
leave up to player choice: the first thing
they look at is a Level 1 node, the clues
they follow out lead up to a Level 2
node, and so forth. Play on Level 1 and 2
until they have a sense of the dangers in
Dracula’s Europe and Edom’s England,
then start chasing them up the ladder.

You never have to fill in a single box ahead
of time, with the possible exception of
adding Edom or MI6 if you decide they’ve
been penetrated by the Count. Remember,
Dracula doesn’t have to call all the shots
for an organization, command its every
operation, or brainwash all its leadership
for anode to show up on the Conspyramid.
He only needs to dominate one or two
key figures, who then give (seemingly
legitimate) orders to their subordinates,
or suggestions to their nominal bosses. But
if an organization does show up as a node
on the Conspyramid, Dracula might have
his talons into anyone in it if it makes the
adventure work better.

On your initial brainstorming sketch,
you may want to make sure there’s at
least one node on each level and one line
between each level of the Conspyramid, or
you may be happy to trust the players to

uncover a conspiracy that you don’t need
to lock in ahead of time. Either way, you
will almost certainly wind up using the
Conspyramid as a story map (see NBA, p.
159), as the players fill in their own details.

The nodes on pp. 140-164 are just
some of the organizations that might or
mightnotbepartofDracula’s Conspyramid.
The people on pp. 78-139 can also
lead to nodes, either supplied or implied:
a journalist implies a newspaper or
TV channel, for instance. Look at the
descriptions of the various Conspyramid
levels in the core rulebook (NBA, p. 158)
and apply them to this setting. Feel free
to speculate, guess, and add anything
that sounds right or spooky or both.

A SAMPLE CONSPYRAMID

The tentative Dracula Conspyramid on
page 17 provides an example of a first
brainstorm sketched out. Dracula is at
the top, with the Countess von Dolingen
(one of the Brides, p. 57) as his main
licutenant. To change up expectations,
Dracula suborned the Balkan operations
of the CIA — with Pacepa’s defection
in 1978? During the Iraq War when the
Americans were grateful for willing
allies? Through Quincey Morris, made an
immortal enforcer by the countess outside
Munich? The CIA, being big and powerful
and high-budget, goes on Level 5, even
though Dracula only actually controls
their Eastern European presence.

The CIA controls the SRI, and considers
Morris an asset. Klopstock & Billreuth
funds CIA operations in the Balkans,
another way for Dracula to control
the CIA. The rest is fairly simple: bank
controls shipping line controls warehouse
controls London sewer ghouls; Morris’
Szgany enforce the Master’s will on the
city of Bistrita (near Castle Dracula).
Level 1 is almost entirely blank or generic:
the players will decide who belongs there
based on who and where they investigate.

Note that you can easily expand this
Conspyramid to add Edom at Level 4,
MI6 at Level 5, and so forth. Or add an oil
company to play up Morris, the CIA, and
other American elements. Or swap out
Quincey for the Un-Dead Major Dérner
from the 1940 operation, if the players
decide that a dead Nazi spy has to be a level
boss. This is a sketch, not even a blueprint.
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DRACULA'S URMPYRAMID

He must, indeed, have been that Voivode Dracula
who won his name against the Turk, over the great
river on the very frontier of Turkey-land. If it be so,
then was he no common man; for in that time, and
for centuries after, he was spoken of as the cleverest
and the most cunning, as well as the bravest qfthe
sons of the “land beyond the forest.”That mighty
brain and that iron resolution went with him to
his grave, and are even now arrayed against us.

— Van Helsing

Dracula is not a passive foe. He is quite
possibly a Wallachian warlord of no small
strategic gifts. Even if his previous life
was more pacific, the vampire count has
the fighting instincts of the tiger who
“prowl unceasing,” in Van Helsing’s words.
The Director models Dracula’s tactical
responses to the Agents’ attacks with
this custom Vampyramid. It works just as
described on pp. 18993 of Night’s Black
Agents, but, as befits Dracula’s nature, it
is far more dangerous and brutal than the
“standard” Vampyramid.

ROW ONE: SCOUT THE FOE

SHADOW AGENT (RATS OR OWLS): Dracula
shadows the Agents themselves. Since
they have likely proven troublesome
or dangerous, he uses rats in any urban
area or owls in rural locales. Spotting
such unconventional surveillance this
carly in the showdown requires a Sense
Trouble test of Difficulty 8 (Difficulty
7 if the Agents spend Vampirology
or whichever is more relevant among
Outdoor and Urban
Survival). Even successful tests won’t

Survival

let the Agent determine how much
Dracula knows, and it’s always more
than he should. The spotter knows
that it’s literally impossible to stay out
of the sight of every possible rat in
London, feral dog in Bucharest, or owl
inTransylvania, but spending 2 points of
Surveillance or Disguise per Agent
every session helps minimize their
exposure. If the Agents fail to notice
the surveillance (or to spend to partially
evade it), apply the Romania conditions
on p. 203 to everywhere they travel.
SHADOW SOURCE: Dracula sends minions to
shadow as many of the Agents’ Network
contacts, Sources of Stability, etc., as
he can, with an emphasis on women.

This may be part of a general security

perimeter sweep, or a targeted stalking.
His goal is to know everything about
the Agents’ human connections, just as
he identified Mina and Lucy in 1893. In
Romania, he uses Ruvari Szgani (p. 147)
or Romanian police (p. 154); in Britain,
he uses one of his turned operatives there
(possibly the MI5 Agent (p. 122),
Journalist (p. 120), or MI6 Lamplighter
(p- 123)) or has them use their own
subordinates or assets (ideal for retired
1977 characters such as the MI5 Deputy
(p- 95)). Watching the watchers and
back-tracing them to their superiors
(both likely Surveillance contests) is
a great way for the Agents to move up
the Conspyramid.

ENHANCED INTERROGATION: Dracula selects
the weakest-seeming Agent and enters
her dreams, where he breaks her
resistance and drains her memories and
plans. (He did this to Renfield and Lucy
in 1894.) He must be in the same city
as his target; his dream-sending cannot
penetrate garlic or crucifixes. Treat
Dracula’s dream-sending as a mental
attack (NBA,pp. 131-32);he oneirically
interrogates the Agent over three nights,
and must successfully make the mental
attack all three nights. He spends plenty
of Aberrance to make this happen,
especially if he is thwarted initially.

Night One: Reveals the surface details
of the Agent and her team; general
competencies, standard worknames,
etc. Dracula and his minions now have a
generic 3-point team pool (NBA, p. 108)
that can be used in any contest or combat
against the Agents during any one session.

Night Two: Gives up all the team’s
Network contacts (including future
contacts retroactively created from
unspent points), Sources of Stability,and
standard operational procedure known
to the dreaming Agent. Dracula and his
minions now lower their Difficulties (or
raise the Agents’ counter-operational
Difficulties) for any operation or contest
against the Agents, including ambushes
(but not Hit Thresholds) by 1.

Night Three: Gives up all the team’s
Safeties and all dark or deniable secrets
known to the dreaming Agent. Dracula
also secures a “back door” into the
Agent’s dreams to let him top off his
data on future nights. A Difficulty 5 test
of Shrink or Hypnosis (p. 31),

or a 2-point one-time spend of
Pharmacy, might let the Agent sleep
without dreams — at the cost of 1
Stability per night. Or she just has to
get used to the smell of garlic and the
feel of a crucifix at night.

The Agent remembers seeing Dracula
in her nightmares, asking questions
in his rasping, sepulchral voice, but
not any specifics besides horrible
imagery (blood, rats, etc.) tied up in
flashes of her teammates’ faces and her
recent memories.

QUID PRO QUO: Dracula calls a meet with
a Duke of Edom (most likely Oakes
(p- 52), Hound (p. 51), or Elvis (p. 50))
and demands that Edom provide him a
full rundown on the Agents. Given the
resources of GCHQ and its data-sharing
policies with the NSA, this is a pretty
complete data dump. If the Agents are
quick about it, they may be able to track
the Duke back from the meet, or see
Dracula’s traces in the terror cell he
slaughters as his return favor to Edom.

GIFT BOX (FERAL): Dracula sends a box of
Romanian grave earth (not his native
soil, however) into the Agents’ current
city. In case they don’t notice it, as a
backup he plants clues to its location
on easily dispatched minion foes. He
has a Renfield on overwatch to see how
the Agents track its location — when
they find and open it, it holds either
a feral vampire (created from one of
his recent kills; NB4, p. 150), a ghoul
(if your campaign uses them; NBA, p.
150), or just a whole lot of ball bearings
and C4 repurposed from an al-Qaeda
bomb factory (Class 3 explosion; +6
damage in debris range). The goal
here is twofold: learn how the Agents
hunt for his coffins, and discourage the
Agents from opening his boxes when
they do find them. After the opening,
the surviving Agents’ best move is to
track the Renfield back up the chain.

PROBING ATTACK: Dracula’s street-level
soldiers ambush and attack the Agent.
This probably won’t kill the target,
but will help the Count assess the
threat, and possibly identify sources
of weapons or special gear. A Renfield
may be tasked to observe the fight to
perform just such an assessment; the
Agents’ Sense Trouble may make
them aware of that observer.
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DRACULA'S URMPYRAMID

TOTAL WAR

DAGGER CLOAH

MARLOWE SACRIFICED
HAS LEFT THE PAWN
BUILDING

KILL ||I|

L MASSACRE

INTELLIGENCE
BURN AND FAILURE
FREEZE (RENFIELDS,

WOLVES)

TESTUDO

DESTROY
SAFETY

DOUBLE PENETRATE
AGENT NETWORK
(RENFIELD)

SHADOW
SHADOW
AGENT SOURCE

TURN HIS
COAT FOR HIM
(RENFIELD)

ENHANCED
INTERROGATION

QuID
PRO QUO

GIFT BOX
(FERAL)

PROBING
ATTACK

(RATS OR OWLS)

ROW TWO: SOW DISSENSION

DOUBLE AGENT (RENFIELD): Dracula plants a
doubleagentinthetarget’scircle: possibly
a previously created Network contact,
a plant “rescued” from a killing ground
(cither another spy (p. 105, p. 110,
p- 119) or a complete “innocent” (p.
118, p. 120, p. 136)), or someone
(perhaps a Legacy, real or false) who
approaches the Agents with meaty
intel on Dracula’s plans. An Edom
triple agent (the MI6 Lamplighter
(p- 123) or a false “Hopkins” (p. 117))
is an excellent choice for this role, too.
Dracula doesn’t burn this double agent
untilRow FourorFiveifhe canavoidit.The
double might not be a Renfield; he might
merely be bribed or coerced into service.
PENETRATE NETWORK: Dracula works his
way through the Agents’ Networks: any
assets they run, he flips. Any sources

they go to, he suborns. Key contacts

he Renfields. He’s richer, scarier, and
better connected than the Agents can
hope to be. His priority is contacts with
access to the Agents’ safe house, buthe’ll
use anyone and everyone he can. Even
if the campaign isn’t a MIRROR game,
use the rules for flipping Network
contacts (NBA, p. 32), except Dracula
can try to flip two contacts per session,
not just one. As the campaign moves up
each row of the Vampyramid, add +1
to Dracula’s roll to flip assets. Reaching
Row Four ends this attack.

TURN HIS COAT FOR HIM (RENFIELD): Dracula
approaches one Agent with an offer
of recruitment: supernatural power,
money, safety on some tropical island
— no fee is too big. The Count sends
a surprising asset to make the offer,
ideally a previously introduced NPC
the Agents do not suspect of being his

minion, a trusted patron, or a beloved
public figure. Even if the target refuses,
Dracula’s minions treat him as though
he accepted the offer: not killing him,
putting money in his bank accounts to
be “accidentally” found, slaughtering his
enemies in Edom.

BURN AND FREEZE: Dracula selects one
Agent to be openly burned by Edom
and frozen out of her contacts. For that
Agent only, the Heat in Britain (and
Network test Difficulties) increases
by +3. Use elements from the Edom
reaction pyramid below for specific
flavor. His goal is to separate that Agent
from her partners, and possibly open
her up to influence or to the mistakes
bred of isolation.

INTELLIGENCE FAILURE (RENFIELDS, WOLVES):
Dracula trails evidence tailored for
one specific Agent’s skills or access,
pointing to a promising victory: a coffin



warchouse, his true birth or burial place,
a graveyard holding a former Bride, etc.
Instead or in addition, of course, the site
is a killing ground rigged for ambush:
three times the Agents’ number of
gunmen, two packs of wolves, three or
four Renfields, etc. Dracula’s goal here
is not necessarily to wipe out the team,
but to cause them to doubt the target
Agent. And secondarily, to slow their
investigation or abort it entirely.

ROW THREE: TERROR

DESTROY SAFETY: Dracula destroys as many
of the Agents’ places of Safety as he
can find and reach, in as dramatic and
horrifying a fashion as he can contrive.

TURN SOLACE: Dracula finds an Agent’s
Solace (the most vulnerable female
Solace he can) and drains her blood,
turning her into a vampiric assign
(NBA, p. 145) under his domination
like Lucy Westenra.

KILL AGENT: Dracula kills an isolated and
vulnerable Agent, brutally and messily.
If he hasn’t successfully separated one
Agent from the team, he sets up a feint
in one part of the city and waits for the
players to split the party at night. (He
uses suborned Network contacts or his
double agent if need be to make sure
one Agent goes off into the dark alone.)
The attacked Agent can use Military
Science or Vampirology to know his
only hope is immediate escape.

MASSACRE: Dracula kills a lot of innocent
civilians and leaves the Agents’ names
paintedinblood onthewallsor otherwise
connects them visibly to the atrocity.
Even if the Agents don’t get the message
(“Back off, or I'll keep doing this”), Edom
does, and conveys it to the Agents with
extreme prejudiceat the earliest possible
opportunity. No matter what happens,
the Agents’ Heat increases by +2.

ROW FOUR: STRATEGIC RETREAT

TESTUDO: Dracula turtles up and pulls back
to Romania, or seems to. His turned
contacts or other go-betweens give
the Agents a sense of how much more
powerful and unconstrained he will be
on his native soil — perhaps this is a
good time for them to go after Edom
instead. Ideally, the same minion who
approached the team in “Turn His Coat
for Him” (p. 19) conveys the message.

Alternatively,aDuke of Edom theAgents
have met acts as a go-between and offers
immunity and possibly a job with Edom
as in “Recruit Agent” (p. 23) — in
exchange for letting Dracula retreat.

MARLOWE HAS LEFT THE BUILDING: Dracula
arrangesaconfrontationandfakeshisown
death, turning to dust just as the Agents
unload their guaranteed vampire-killing
weapon on him. (He might, instead,
use an illusion or a duplicate vampire
or any number of other stratagems.)
For extra verisimilitude, he magically
or tellurically triggers an earthquake to
mark his alleged passing. Savvy players
may note that they’re only on Row Four
of the Vampyramid and suspect a trick;
savvy readers may note that they just
re-enacted the last section of Stoker’s
novel, and it turns out that didn’t end
with Dracula really dead and gone
either. The Director should welcome
such suspicions. If the players actually
convince themselves they’ve won — let
them enjoy their illusions. Run some
other Night’s Black Agents sessions for
a while, or let them hunt Edom ... and
then, a year or two later, comes word that
Draculahasrisen from the grave—again.

SACRIFICED PAWN: Dracula burns a source
in Edom or reveals some high-level intel
such as:

B the location and security situation of
Ring (p. 172) or Carfax (p. 185)

B the location of “Dr. Drawes” (p. 50)
or of Lucy Westenra (p. 34) or
any other vampire made by Edom
from his, Lucy’s, or Mina’s blood

B the current whereabouts of
a Duke of Edom the Agents
particularly dislike

His goal here is to get the Agents into
a full-scale war on Edom, during which
he will repair damage to his Conspiracy
and plan his new attacks. Depending
on the flavor of the campaign, he may
make this offer explicitly or leak the
intel through a cut-out.

ROW FIVE: ENVELOPMENT

DAGGER: Draculaactivates some heretofore
under-used or unexplored portion
of his Conspyramid: the CIA, the
Slovakian mafia, a Russian warlord, or
a Chinese financier. He then sends that
organization after the Agents, to make

their attacks in their own distinctive
meétier. His goal is to throw the Agents
offbalance, to make them turtle up so he
can hunt them down and take them out.
cLoak: Dracula goes completely invisible,
dropping off even Edom’s grid. He picks
one place in his network where he is at
his most powerful — likely his Castle
(p- 207) — and waits there for the
Agents to find him. While the Agents
flail around, his minions and Edom (who
desperately want Dracula to resurface
and go back to killing terrorists) bleed
them — a long hunt is a tiring one.

ROW SIX: DESTRUCTION

TOTAL WAR: If the Agents have survived this
long, and gotten this close, their utter
destruction is Dracula’s only priority.
Every part of his Conspiracy goes after
them with every weapon to hand: the
Agents’ Heat increases by +3 (at least)
as Dracula’s minions in the Romanian
National Police put Interpol red cards
out on them, he buys Russian Mafiya
snipers by the squad-load, and he diverts
Edom wet workers like Ian (p. 51)
and Nails (p. 52) to target the Agents.
(Edom may also, or instead, send the
kill order — it recognizes the Agents’
threat, too.) Dracula burns Aberrance
by night attacking the Agents’ minds; his
wolves and Renfields harry their steps.
The Agents should not be able to trust or
depend on a single human or animal, or
sleep the night through, from now until
their — or Dracula’s — final death.

EDOM PYRAMID

Unlike Dracula’s Conspiracy, Edom is run
by men, not monsters. They’re part of
the British Establishment, and are at least
nominally bound by rules of engagement.
Their reactions, then, are a little more
restrained than those of the Conspiracy.
They throw around a lot more “soft
power,” and they won’t kill someone out
of hand — at the very least, they’ll have a
committee meeting about it first.

This reaction algorithm works in exactly
the same way as the Vampyramid above
— start with any response on Row One
and work your way up, targeting either
an individual Agent or the whole group
as appropriate. Much more than Dracula,
Edom tends to react when the players are
turtling up or the game is slowing down.
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ROW ONE: IRRITATION

TRAIL FALSE LEAD: Edom plants a false lead in
theAgent’s path, either by leaving evidence
for the Agent to find or arranging an
“accidental” meeting with an informant
who claims to know something about
vampires. The lead points away from
any active Edom operations — good
options include Argentina (p. 225),
the Scholomance (p. 219) or the other
ports in England (p. 172). The aim here
is to get the Agents out of Edom’s way
and tie up their resources.

ARREST AGENT: The Agent is arrested and
held in a British police station. Under
normal circumstances, the maximum
duration of custody without charge is
24 hours, or 96 if the police suspect a
serious crime, but if the magic word of
terrorism is mentioned (and it’s trivially

easy to connect an Agent to terror),
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then the Agent can be held for up to
two weeks. After a few days in a cell, the
Agent’s released without a charge (or an
apology). Edom might be content to just
let the Agent sweat, or use the jail time to
sow dissent among the player characters,
or arrange a prison beating or frame-up
— or send a friendly contact to “help” the
Agent, like the MI5 Deputy (p. 95).

Of course, if the Agents carry serious
Heat, they may face genuine charges
once arrested.

PRIVATE INTERCESSION: Edom pressures
one of the Agent’s friends, contacts, or
mentors into delivering a warning not
to pursue the current line of inquiry.
It’s not an overt threat, just a piece of
friendly advice that’ll become a threat
if it’s not heeded. This works best with
Agents who are connected to the British
government and so have UK-based
friends / Solaces / Network contacts

UAMPIRIZE
(UAMPIRE)
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SACRIFICIAL

PLAY

BURN
AGENT

ARRANGE

STATE ACCIDENT

INTIMIDATE
AGENT
(JACK)

MAKE
INQUIRIES

who might be vulnerable to this sort of
pressure; that said, Edom’s reach is long.

The
troubled by the whole experience that

intercessor is  sufficiently
she temporarily becomes unwilling to
help theAgent;aspend of Reassurance
or another suitable Interpersonal ability
gets her back in the game.

SHADOW AGENT: Edom dispatches a shell
squad team (p. 54) to shadow the Agent.
Sense Trouble (or a spend of Urban
Survival, Notice, or Tradecraft) picks
up the first tail; after that, it’s a contest
of Surveillance to stay ahead of the
watchers. Treat the watchers as a single
entity with Surveillance 10if you want, or
else use the stats for Special Police (NBA,
p- 70) and give them all Surveillance 4.
The Edom team pulls back if confronted,
but that just means a replacement team
gets sent out in a day or two, and the
Agent has to spot the tail again.
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The watchers keep tabs on the Agent
until the Agent takes measures to escape
from their surveillance net (going
underground and changing Cover), or
until Edom decides that the pointhasbeen
made and calls off its dogs, which may
take several days. If the Agent stays in one
place, Edom box men bug the area (tap
anylandlines,andplantlasermicrophones
on any external windows and hidden
cameras if they can get physical access).

INTIMIDATE AGENT (JACK): An Edom leg-
breaker (either an ex—special forces
type or a small, unassuming Jack given
inhuman strength by the Seward Serum
(p- 51)) threatens an Agent by beating
him up, shoving her into traffic or into
the Danube, trashing his hotel room, or
whatever else will intimidate the Agents.
This is a probing attack, not a full-scale
assault, and will always be staged as
something deniable like a bar brawl,
crime of passion, mistaken identity, or
accident for the benefit of witnesses —
butin the middle of the attack, the Edom
leg-breaker whispers a warning to the
Agent to stay away from the Dracula
case. Use the stats for a Special Police
(NBA, p 70) or Special Operations
Soldier (NBA, p70), adding on the
benefits of the Seward Serum (p. 51).

This attack works best on weedy
analysts and hackers — if all your
Agents are super-skilled martial artists,
then have Edom intimidate a contact or
Solace instead.

MAKE INQUIRIES: Edom attempts to ascertain
who this troublemaker is. If the Agent is
operating under a Cover, Edom digs up
any criminal activity or legend attached
to that identity, and the player must
make a Cover test to ensure that Edom
doesn’t find out their real identity. If the
test fails, or if the Agent operates openly,
then Edom gathers as much information
as they can about the Agent.

They won’t use any of it ... yet. The
Director can increase a Heat gain by +1
or raise the Difficulty of future tests, or
have Edom tip off some enemies of the
Agent later on when it starts leveraging
the information. Network contacts
and allies of the Agent may report odd
visits by plainclothes police, or strange
requests by the Home Office for old
personnel files.

ROW TWO: NULLIFICATION

OFFER INTEL: Edom either allows the Agent to
find a tame informant (like the Informant,
p- 95, or one of the Legacies) or
deliberately lets the Agent get hold of
information that reveals something of
cither Edom or the Conspiracy. The intel
is genuine — but Edom can now predict
the Agent’s next move, and so can either
sicthe Agent ona troublesome Conspiracy
node or lay a trap. Good targets for this
operation on the Conspiracy side include:

W Strasba Orphanage (p. 223)
B Leutner Fabrichen (p. 146)
m NIEP (p. 151)

And within Edom:

® Hillingham (p. 190)
® Carfax (p. 185)
W Kingstead Cemetery (p. 191)

FREEZE ASSETS: Using powers granted
the security service under anti-terror
legislation, Edom locks down any bank
accounts associated with the Agent
— including those held by family
members and close contacts, as well as
any Covers that Edom knows about. An
Accounting spend or Preparedness
test means the Agent has squirreled away
enough cash to keep going; otherwise,
the Agent needs to take steps to acquire
a new source of funding immediately.

RUIN CONTACT: Edom targets a contact or
other close associate of the Agent, and
destroys his reputation. This might take
the form of a frame job, a sex scandal,
professional disgrace, sudden financial
pressure, arrest on charges of possession
of child pornography, allegations of
drug abuse, or whatever else will ruin
the target. The more public the profile
of the target, especially in the United
Kingdom, the easier it is for Edom to
bring them down. Agents with high
ratings in High Society or Streetwise are
particularly vulnerable to this pressure.

Edom may attempt to turn the target
against the Agent (“We’ll make these
charges go away if you do us a_favor”) or
use the situation to blackmail the Agent
(“You know what they do to kiddy-fiddlers in
prison. [fyou want to save your brother, listen
very carefully ...”)

SURVEILLANCE STATE: Edom surveillance of
the Agent kicks into high gear. Facial-
recognition software searches for the

Agent’s features on every security camera
in London; the Agent’s name, known
aliases, and description are circulated to
every police station via the HOLMES
2 database; ECHELON starts listening
for their voiceprints — all courtesy of
Edom’s hacker Prince (p. 53). The
penalties for covert action in London
(p- 182) now apply throughout the UK.

Prince also launches hacking attacks
on the Agent’s own computer systems,
if any. Doing anything online without
alerting Prince requires a contest of
Digital Intrusion; failure means she
traces the Agent’s IP and either gains
access to the Agent’s computer or
discovers his current location.

Escaping the digital net may mean
fleeing the UK for a while, breaking
into GCHQ and planting a virus (which
will rapidly lead to fleeing the UK in
its own right), or else finding Prince’s
lair and applying a low-tech solution to
a high-tech problem.

ARRANGE ACCIDENT: Not necessarily a lethal
one, but not necessarily not a lethal one.
Anything that cripples the Agent for a
long time — a car accident, courtesy
of lan (p. 51), or a house fire set
by Fort (p. 51), or just shoving the
Agent under an approaching tube train
with Serum-granted super strength. In
Romania, Edom might outsource the
job to the Romanian SIE (p. 155) or a
Mafiyahitsquad orchestrated by Elvis (p.
50) — or even to a vampire, by adding
the Agent’s name to Dracula’s al-Qaeda
hit list. As long as Edom can plausibly
deny having ordered an assassination
without government sanction, collateral
casualties are acceptable. (That said, this
is only Row Two on the Vampyramid —
this is a quick-and-dirty drive-by hit,

not a grand opera.)

ROW THREE: ELIMINATION

DISSUADE AGENT: Edom lays some of its cards
on the table. The Agent’s contacted by
one of the Dukes of Edom, likely Hound
(p- 51), Nails (p. 52), Oakes (p. 52),
or Tinman (p. 53), and invited to a
meeting. Just the two of them,
somewhere public. A good restaurant,
maybe — and Her Majesty’s picking up
the tab, so feel free to order the lobster.

There, the
everything is under control, that

Duke explains that



Edom has plenty of experience dealing
with vampires, that the Dossier (and
“Hopkins,” p. 117) cannot be relied
upon, and the best thing to do now is
drop the investigation. It’s conciliatory,
friendly, and may even lead to a job offer
(see “Recruit Agent,” below). The Duke
may offer some useful intel, help the
Agent by calling off some Heat, or advise
on ways to deal with a troublesome
supernatural foe. Edom might offer a
payoff, or threaten supernatural badness
if the Agents don’t back off (“We have your
daughter’s blood onﬁle,you know — it would
be just terrible if He got a taste for her ...”)
TARGETED EARTHQUAKE: Edom deploys
its Earthquake Device (p. 266), if it
has one, and hammers the Agent with,
effectively, a targeted quake. If the Agent
is somewhere isolated, then Edom can
cut loose with a major tremor — wiping
out a place of Safety with an impossibly
localized earthquake or eruption is a
suitably dramatic escalation. If the Agent
is in London or another urban center,
then Edom just drops a building on them.
The media blame fracking for the quake.

In addition to the obvious damage, the
carthquake machine is tuned to cause
resonance between the telluric currents
and the Agent (this may require a sample
of the Agent’s blood, obtained by Pearl,
p- 52). Vampires can now sense the
Agent at a distance — in game terms,
apply the rules for Dracula’s Conspiracy
in Romania (p. 203) to everywhere the
Agent goes, as long as she is touching
the ground. Geology, Photography,
Vampirology, or Fringe Science
may detect a strange lingering change
in the Agent’s bioelectric field; finding
a way to discharge this invisible brand
ends the resonance.

If you’re not using telluric vampires
(p- 59), or if Edom doesn’t have an
carthquake machine, then substitute
an alternative attack — have Edom’s
vampire prey ona contact or Solace, have
Fortbomb their safe house (to be blamed
on al-Qaeda), or else maybe they dose
the Agent with a mix of psychotropic
drugs and the Seward Serum that causes
a hallucinatory flashback to 1894.

EXTRAORDINARY ~ RENDITION: A Jack
strike team (led by a combat-trained
Legacy, or a Duke, or even a vampire)
grabs and sedates the Agent. The

unfortunate Agent wakes up in an Edom
interrogation cell — probably Carfax
(p- 185), HMS Proserpine (p. 169) or
“Black Light” (p. 204). Interrogation
(or experimentation) by “Dr. Drawes”
(p- 50) is inevitable. Escape is virtually
impossible, so it’s up to the other Agents
to mount a rescue. Fortunately, the hasty
abduction left clues (Traffic Analysis,
Notice, maybe a tracking device planted
with Electronic Surveillance or
Preparedness) that lead the rest of the
team to the interrogation site. The player
of the captured Agent might play a newly
recruited Legacy or Network contact
for the duration of the rescue mission.
BURN AGENT: Edom drops 5 (or more!)
Heat on the Agent by circulating “proof”
that she is a terrorist mastermind. If
necessary, the earthquake machine (or
Nails’ old crew in Ireland) gets hauled
out to create an atrocity that can then
be blamed on the Agent. At least one
of the Agent’s Covers gets blown, and
Network is severely impacted (all
Difficulties increase to the Heat level)
until the Agent can prove they’re not
the next bin Laden. Edom goes to the
media with this one — the Agent’s
face becomes a fixture on rolling news
channels for a while.
The Agent gets put on Dracula’s hit
list too, for good measure.

ROW FOUR: DRASTIC ACTION

RECRUIT AGENT: Edom offers the Agent
official sanction. It’s a chance to come
in from the cold and hunt vampires with
the support and blessing of MI6. They
offer funding, equipment, training,
secrets, access to their networks,
and a chance to take down the worst
renegade vampires. In return, the Agent
must give up his or her vendetta against
Dracula — Edom’s goal is to harness
vampires, not exterminate them. It’s for
the greater good.

This recruitment offer may be
genuine, or it may be a ploy to recover
the Dracula Dossier and eliminate the
Agent. It may be offered to the whole
group, or just to a single Agent. Edom’s
first assignment for the new recruit will
be something distasteful and illegal, so
they have guaranteed leverage over
the Agent going forward. Tradecraft
recognizes the offer for what it is.

OPENING THE DOSSIER M DEFAULTS AND ASSUMPTIONS

OFFER TARGET: Edom offers intelligence
on a key node in Dracula’s Conspiracy.
It might reveal the location of one of
the Brides, or Count Orlok, or even
Dracula himself (assuming Edom has its
own vampire in reserve). It might be the
location of some relic or item that Edom
wants liberated from the Conspiracy, or
the identity of someone compromised
by Dracula. Possible targets:

W Le Dragon Noir (p. 273)

B Dracula’s bank: Burdett’s (p. 143)
or Klopstock & Billreuth (p. 145)

® CIA Agent (p. 91), MI5
Deputy (p. 95), or other rival
agency minion of Dracula

B Director or deputy of a Romanian
clandestine agency such as the
SRI or SIE (pp. 156, 155) or
Renfielded colonel of Romanian

special-forces unit (p. 154)

Or, if you've got The Zalozhniy
Quartet lurking on your shelves, this
could be a good time to point the Agents
at the Rubedo plot in that book.

One of the Dukes brings the intel to
the Agent, and it’s genuine (confirmed
with Military Science). Taking down
the target won’t be easy, and may cost
the Agent dearly, but Edom is playing
fair in this case — it merely opens the
door. It’s up to the Agent to enter freely
and of his own will.

SACRIFICIAL PLAY: Edom gives up one of its
own, in the hopes that this bloodletting
will satisfy the Agents’ vendetta. If
the Agents have an antipathy toward a
particular Duke, then Edom sets that
Duke up for a fall. If the Agents are
closing in on Edom’s headquarters, then
they’re given the opportunity to take out
a lesser (but still obviously important)
Edom base, like Hawkins’ house near
Exeter (p. 167) or maybe even the
“Black Light” (p. 204) facility. Evidence
planted by Edom implies that this is the
end of the operation — that Edom’s
finally done and dusted after more than
ahundred years. The surviving elements
of Edom go underground, and won’t
appear again until later in the campaign
(make sure they come back with a blast).

Alternatively, this may be a plot by
Dracula’s mole in Edom, if such a traitor
exists. Maybe the mole sells “D” (the
code name for Edom’s head; see p. 49)




on the idea of giving up akey Edom asset
to distract the Agent, dividing Edom
against itself and occupying the Agent
at the same time.

ROW FIVE: NECESSITY

KILL AGENT (VAMPIRE): Edom sends its
vampire to eliminate the troublesome
Agent. It may set up this attack with
another targeted earthquake (“You
haven’t invited me into your home? That’s
fine — I'll huff and I'll puff and I'll knock
your house down”) or back its vampire up
with an appropriate Duke and a hand
of Jacks. Either way, it’s Edom’s last
thrust, the final spasm of an operation
that’s long outlived its natural life span.

VAMPIRIZE AGENT (VAMPIRE): The plan has
always been to obtain a tame vampire.
Why not try again? Edom reveals the
Agent’s location to Dracula, and gives the
Count a reason to turn the Agent into
one of the Un-Dead (maybe by planting
or revealing evidence that the Agent is a
Legacy,dosingtheAgent withanextractof
Lucy Westenra’s blood, or just appealing
to the Count’s cruelty). Alternatively,
Edom could break out a stored Vial of
Dracula’s Blood (p. 284) and have
“Dr. Drawes” conduct some bizarre
transfusion. See the rules on Vampire
Agentsonp. 126 of Night’s Black Agents.

ROW SIX: THE TRUTH

OFFER REVELATION (“D”): Ultimately, all
Edom has left is a century of secrets.
Maybe one last revelation can stop the
Agent and save the plan. “D” reveals
something shocking or terrible, like:

W Dracula’s next target (a Solace? The
president of the United States? The
Devil himself, called up using rites
learned at Scholomance? An Agent?)

W a secret from the Agent’s past,
ideally one tying that Agent to Edom
(is the Agent an unknowing Legacy?
An unknowing latent vampire?)

B the extent of Dracula’s control
over the British government

Asabargaining chip to keep Edom alive,
“D” may reveal a core truth to prove his

bona fides, like:

B the true nature of vampirism
B the location of Dracula’s real Castle
B the location of a key object,

weapon, or Legacy

LEGACIES AND THE STORY MAP

Part of the fun of playing with source
material like Dracula is the possibility of
using the actual characters from the book
— or their descendants, at any rate — as
NPCs. (Or as PCs; see p. 41.) When
using such Legacies, the Director should
take care, as with any magnetic NPC, not
to deform the storyline away from the
players’ Agents. Nor should she drown
the players in multiple-NPC arcana, even
out of an understandable urge to color
in her own version of the Stokerverse or
to provide evocative backdrops for her
campaign. If everything refers to Dracula,
after all, nothing does — the novel’s
characters should (with one aristocratic,
remain

blood-sucking

exception)
secondary to the players’ characters.

NUMBER OF LEGACIES

As a rule of thumb, then, there should
be no more than three Legacies playing
active, visible roles in the story — too
many becomes too confusing, and uses up
too much narrative oxygen.

OneLegacymightbeanything:innocent
to be protected, secret warrior against
Dracula pulling the Agents into her fight,
loyal (or questioning) Edom asset, supplier
of the Dossier, or minion of the Count.

Two Legacies should be on opposite
sides, either at the beginning or the end. If
Lucy Blythe is Edom, then Thad Morris is
Conspiracy — except that the Agents (not
Lucy) have a chance to flip Thad at the
climax. If Tabitha Holmwood is actually an
independent vampire slayer, Geerd Hoorn
might seem like a fellow hunter — until in
the third act turn the Agents discover him
to be a GRU agent running the Russian
Orlok program.

Likewise three Legacies: no two of
them should ever be able to team up against
the player characters for spotlight space.
Rather, the players should hold the balance
ininter-Legacyrivalry;theiractions should
determine which Legacy survives and
which one gets beheaded. Three Legacies
will probably shake out to one Edomlegacy,
one outside-agency or free-agent Legacy,
and one vampiric Legacy. Which one is
which might switch around during play
— cither “officially” or behind the scenes
as the Director retcons them to match
intriguing current player speculation.

Having a fourth or fifth Legacy turn

up dead, or mentioned in a diary or email,
is probably okay if it doesn’t happen too
often. If the players are determined to
hunt down every possible Legacy — and
that hunt is still fun after the third or fourth
operation — keep it coming, and try to tie
other elements of the Dossier (various
nodes,locations, etc.)into the Legacyhunt.
Remember, many of the “regular” NPCs in
this book can turn out to be Legacies, or
be built that way on purpose by a Director
who is feeding genuine player obsession.

Similarly, a surprise Legacy reveal at the
climax of the story can work: the director
of Edom, the mysterious “D,”is actually the
current Lord Godalming; or perhaps one
Agent’s trusted patron, killed by Dracula
in the penultimate operation, was an

electrically immortal Van Helsing all along.

PACING AND LEGACIES

As important as the number of Legacies
is their pacing: introduce them gradually
enough and use them sparingly enough that
the story doesn’t become a class reunion
the Agents aren’t really invited to. If each
introduction comes with a strong and
varying narrative agenda tied to the PCs,
that works best and militates against just
slappinginalLegacyforscenery’ssake.Italso
providessomestoryrelieffrom the constant
warfare against (and waged by) Dracula.

Consider pacing the Legacies’ actions to
the Conspyramid, using that diagram as the
story map (NBA, p. 159). Here’s a sample
set of “Legacy beats,” tied to the Agents’
progress into the campaign as signified by
which level of the Conspyramid they’ve

penetrated to:

LEVEL 1:A Legacygivesyoualead covertlyor
semi-anonymously. Possibly this Legacy
is who supplied you with the Dossier.

LEVEL 2: The Agents discover a (second?)
Legacy. This may later turn out to have
been the Legacy “trailing her coat” for
the Agents to find.

LEVEL 3: One Legacy betrays the Agents.
Possibly they don’t know which one,
or possibly they saw Jacqueline Seward
crawling along the ceiling. Possibly
Dracula turned that Legacy, and her
betrayal was postmortem.

LEVEL4:A Legacyattacks,blocks, orthwarts
the Agents. Getting around, flipping,
or defeating that Legacy is a major
challenge, one the other Legacies cannot
(or will not) significantly help with.



LEVEL 5: A Legacy provides key help to
the Agents. This is a one-time thing:
the Legacy might die in battle for the
Agents, or die battling them but have a
helpfully unsecured laptop in their car.

LEVEL 6: The surviving Legacy is threatened
— by the Agents or by Dracula
depending on his allegiances — and
his survival (or death) is in the Agents’
hands at the end.

Think in terms of strong story beats when
a Legacy comes on stage in an operation:
recruitment, betrayal, attack, assistance,
life-or-death decision.

summinc up

With four separate plot elements (the
Conspyramid, Dracula’s Vampyramid,
Edom’spyramid,andtheLegacystorybeats)
potentially responding as the players move
forward in search of Dracula, every level
of the campaign can be as narratively rich,
as murderously Gothic, and as thrillingly
suspenseful as you like. Don’t overplan —
the goal of the campaign is collaborative,
improvised play. But it never hurts to
have some idea of what might happen
next, even if you're letting the players
decide where it happens, and to whom.

Adjust the mixture in response to the
players — if they’re racing toward Castle
Dracula too fast, hit them with an Edom
or Dracula response. If they’re trapped
and gun-shy, bring a Legacy on stage to
open up the story a bit. Whenever they
slow down, suggest another dive into the
Dracula Dossier. If they’re completely
lost, you can bring up possibilities they’ve
abandoned, or remind them of clues
they’ve blown past. If all else fails, offer
the analyst a choice of three leads to follow
“based on your experience and your well-
honed gut instinct.”

DRACULA DEATH RACE

A shorter, more streamlined campaign
might consist of a series of six rapidly
escalating confrontationsinformedbyleads
from the Dossier, with each confrontation
triggering one sort of blowback: Edom,
Dracula, or Legacy. Locations, etc., in this
spine are provided solely for example’s
sake: your players will choose where they

go and what they find there.

OPENING THE DOSSIER M DEFAULTS AND ASSUMPTIONS

LEVEL 0: Agents receive the Dossier from a
Legacy, begin developing leads.

LEVEL 1: Agents go looking for “Hopkins”
among Dracula’s and Edom’s nest of
London safe houses and criminal covers.
Dracula “Scouts the Foe” (p. 18).

LEVEL 2: Agents discover the London
center of Dracula’s operations. Edom
tries “Nullification” (p. 22) to put
them out of the way, but not before they
burn out lots of Dracula’s safe house
network. A second Legacy appears.

LEVEL 3: The Agents go on the run from
Edom and follow Van Helsing’s trail
(possibly at a Legacy’s behest) to
Belgium or Holland, where they tangle
with a Conspiracy transport or banking
node. Dracula “Turns a Solace” (p. 20)
as they get closer.

LEVEL 4: A Legacy betrays the Agents; they
survive the killing ambush by a Bride of
Dracula in Munich. The Agents devise
a way to enter Romania covertly.
Offscreen, Edom manipulates the rest
of MI6 into active and overt pursuit of
Agents, raising their Heat by +1.

LEVEL 5: Romania is a killing gantlet; the
Agents may need to drop back down
to Dracula’s Level 3 or 4 nodes in the
country to uncover vulnerabilities and
leads. If Edom has a vampire, it makes
one last attempt to sanction the Agents;
if not, a hit team of Dukes does the same.

Level 6: The Agents must choose whether
to believe a Legacy’s lead. They track
Dracula to his lair and destroy him at
great cost, despite the “Destruction”
(p- 20) he unleashes on them.

DRACULA DOWNFALL

By contrast, here’s one possible spine for a
lush, full-bodied Dracula Dossier campaign,
again demarcated by Conspyramid levels.

LEVEL 0: ENTER FREELY

B The Agents receive, discover, or steal
the Dracula Dossier. The players
realize (and discuss) the possible
scope of their actions. They decide on
promising leads in the annotations.

B Edom realizes the Dossier is
missing and sends assets to look
at usual suspects like the Agents;
full Surveillance contest or short
counter-tracking op against Edom’s
duped Special Branch (or local
security police, if overseas) agents.

LEVEL 1: FIRST BLOOD

B The Agents begin investigation of
their first lead — it leads to a node
on Level 1 of the Conspyramid,
and possibly to violence.

W [f the Agents don’t know vampires
are real, this is the time to find out
for sure — a trusted patron or other
ally (or a Network contact they’ve set
looking into the Dossier’s provenance)
independently crosses Dracula’s
Conspiracy with gory results.

B Dracula responds to interference
with his Conspiracy with
“Scout the Foe” (p. 18).

W First contact with a Legacy.

B Edom responds to interference with
Dracula with “Irritation” (p. 21).

B The Agents may respond to either
of Dracula’s attacks, still on Level
1. If they don’t already have one (or
another promising lead from the
Dossier), this response uncovers a
clue leading up the ladder to Level 2.

LEVEL 2: THE DEAD PAST

B The Agents investigate, confront,
destroy, etc., anode on Level 2.

W [f the Agents haven’t discovered or
encountered Renfields or Jacks,
bring one of them on stage now.

B Dracula responds by attempting
to “Sow Dissension” (p. 19)
among the Agents.

B The Agents discover a second
Legacy, or confirm the existence
of the single Legacy.

B Edom responds by attempting
“Nullification” (p. 22) of the threat.

B More of the Agents’ leads come into
play, again sending them after other
nodes on Level 2 or up to Level 3.

LEVEL 3: THE MIST THICKENS

B The Agents interfere with Level 3.
Here they may feel out of their depth;
the nodes on this level are potentially
powerful, and Dracula’s assets have
been deeply buried in their organization
for decades — or even centuries!

B This may be the Level where the
Agents need to find a way into
Romania that won’t show up on
a GCHQ computer search.

B A Legacy is not what she seems.




W f the Agents dare to tread his
native earth, Dracula unleashes
“Terror” (p. 20) upon them.

B Edom switches policy to
“Elimination” (p. 22) of the threat.

LEVEL 4: DEFENSE OF THE REALM

W But if they press on, the Agents
force Dracula into a “Strategic
Retreat” (p. 20).

B Looking for him sets the Agents in
competition or collision with Level
4 nodes and lots of Renfields. The
Agents might well be in Romania
at this point, but, even if they’re
still clearing Dracula’s safe houses
out of London, they represent
a clear and present threat.

B A Legacy (consciously or
unconsciously) obstructs the
Agents from moving forward
against Dracula or Edom.

B Edom gets clearance for “Drastic
Action” (p. 23). If Edom hasn’t
dropped a dime on them previously
(or their Heat hasn’t already driven
MI5 or the SRI to action), the Agents
become wanted by MI6 (+1 Heat at
least) and actively pursued with intent.

® If Edom has a vampire, the
Agents discover it or it
discovers them or both.

W Same thing with outside actors and

any outside vampires such as Orlok.

LEVEL 5: THE HEART OF EDOM

B The Agents turn on Edom as the
most immediate threat to their
freedom of movement. A ladder of
clues presents itself in the pages of
the Dossier, and they climb it to
Ring (p. 172), the HMS Proserpine
(p- 169), Carfax (p. 185), or some
other suitable killing ground.

B This development may have been

instigated or aided by a Legacy.

NEW INVESTIGATIVE ABILITY: GEOLOGY

The very place, where he have been dlive,
Un-Dead for all these centuries, is full of
strangeness of the geologic and chemical
world. There are deep caverns and fissures
that reach none know whither. There have
been volcanoes, some of whose openings still
send out waters of strange properties, and
gases that kill or make to vivify. Doubtless,
there is something magnetic or electric in
some of these combinations of occult forces
which work for physical life in strange way ...

—Van Helsing

Given the emphasis in the campaign
legend on volcanoes, caves, big boxes
of mysterious earth, and mountains,
consider adding this Academic ability
to the Investigative list. Pre-existing
characterscanfreely convertrating points
in Chemistry into Geology rating points.
You are an expert on rocks, soils,
minerals, and volcanoes.You can:

= analyze and identify soil samples,
crystals, minerals, and so forth
match soil or rocks to
their locality of origin

B Edom strikes back out of
“Necessity” (p. 24).

B Dracula takes advantage of their
distraction to attack in flank with
an “Envelopment” (p. 20).

B That attack exposes a Level 5 node
to retaliation by the increasingly
confident, knowledgeable
Agents. Lesser vampires go down
like ninepins now to clear the

decks for the big boss fight.
LEVEL 6: DRACULA MUST DIE

B Edom attempts to bargain with
“The Truth” (p. 24).

determine the age of a rock stratum
locate and navigate inside

cave formations

date and identify fossils

operate geo-sensing equipment,
ground-penetrating radar,
magnetometers, seismographs,
and similar devices

identify promising sites for oil
or water wells, mines, etc.
anticipate and identify volcanism,
seismic events, avalanches, and
other earth phenomena

interact with speleologists,
volcanologists, seismologists,
mining engineers, etc., as

a professional equal

If you don’t want to use this ability, this
makes an excellent thing for soon-to-die

Network contacts to know, along with
NPCs like the Seismologist (p. 100) and
the Volcanologist (p. 136). This ability
otherwise falls, with the rest of the
material sciences, under Chemistry.

B That truth, or the last testament
of a Legacy, or simply brilliant
spycraft, hands the Agents the crucial
equipment (e.g., an Earthquake Device
(p- 266) or ancient grimoire (p.
273)) or information (e.g,, the true
location of Castle Dracula (p. 207) or
the Scholomance (p. 219))
to penetrate Level 6.

B The Agents track Dracula to his
lair through his attempts to unleash
total “Destruction” (p. 20).

B A Legacy’s ultimate fate lies
in the hands of the Agents.

B The Agents destroy

Dracula at great cost.



The players aren’t the only ones who
custom-fit and improvise a Dracula
Dossier campaign. You, the Director,
should ponder some fairly crucial questions
in the name of narrative flow and story
organization. (And one or two relatively
weightless questions in the name of flavor
and historical resonance.) You can change
your mind about most of these answers in
play, and justify it with the old “laid a false
trail / told a cover story” dodge, but it will
seem less organic and satisfying outside a
hardcore MIRROR campaign.

HOW DO THE AGENTS
ACQUIRE THE DOSSIER?

If this is a campaign with all-new Agents,
any of a hundred MacGuffin methods can
work: they find it covered with blood in a
safe house, they get it from an informant

CAMPAIGN MODES

A Dracula Dossier campaign can play
out in any or all of the core Night’s
Black Agents modes. It’s just a matter
of emphasizing the elements and themes
that match, and downplaying or hurrying
past the occasional infelicities.

BURN

When Edom strikes, it strikes at the
Agents’ Symbols and their old Networks,
cutting away their ties to their past.When
Dracula strikes, he poisons and corrupts
the Agents’
when he doesn’t merely kill Solaces and

human connections —
destroy places of Safety. Legacies should
all be wounded people, still (and possibly
unknowingly) emotionally crippled by
their ancestors’ sacrifices. Present real
moral dilemmas when these Legacies
appear: make the needy betrayers more
attractive and sympathetic than the cold,
sociopathic hunters. Tempt the Agents
with the warmth of belonging, even if it
is belonging to an inhuman monster.

dying of a gunshot wound, they beat a hated
rival group to an unknown prize and now
have to decide what to do with it, and so
forth. The Harker Intrusion, an adventure in
the Edom Files adventure anthology, offers
a default solution, but anything works.

If you begin The Dracula Dossier as
part of an ongoing Night’s Black Agents
campaign, it’s almost as easy to work
the Dossier into your story. If one of the
Agents already has a Network contact
inside British intelligence, it might be
“Hopkins,” or her cut-out. If the Agents
are already tracking vampire conspiracies
in Europe, they may hear about Dracula
being on the warpath and uncover the
Dossier as a rumor: “Dracula? I thought
that he was just a myth.” “So did we, until
we heard about the Dossier on him. MI6
has it all somewhere, in black and white.”

DUST

Emphasize the gritty, individual level of
the spycraft involved. Draw on the real-
life hunt for bin Laden (or at least Zero
Dark Thirty) rather than Marvel Comics’
hunt for Dracula. Give Dracula only a few
Renfields,and a lot of venal thugs; consider
using the “real names” behind the novel
characters rather than “Harker” and “Van
Helsing” and so on (p. 79). busT mode
games work well with lots of Interpersonal
scenes with NPCs, each pointing a little
farther down the path. Use the minimized
or fraudulent explanations for the wilder
artifacts such as the Earthquake Device
or Le Dragon Noir; consider incorporating
telluric vampirism (p. 59) with a strong
science-fictional gloss.

MIRROR

Cast Edom as the dark mirror of the
Agents’ own previous agencies: hint that
Edom has always had an under-the-table
sanction. Legacies are betrayers, even if
they merely sacrifice the Agents as pawns
in their own insane crusade against
Dracula — but they more likely work for

DOES EDOM HAUE A UAMPIRE?

By and large, more vampires makes for
more fun gaming. Edom might well have
any number of vampire prisoners in
HMS Proserpine (p. 169) without much
changing the facts on the ground.

But if Edom has a tame vampire they
can send on missions, it seems less likely
that they want to keep Dracula safe
and alive. Dracula needs some sort of
doomsday switch: perhaps his lawyers can
reveal all of Edom’s thefts and crimes if
he turns up permanently dead. He may
have some bureaucratic hold over MI6,
or have planted a deadly MarburgV bomb
(NBA, p. 146) somewhere in London.
if Edom made their
vampire from Dracula’s blood (via Mina

Alternately,

or Lucy, for example), his death might
de-power Edom’s vampire and leave them

the BND, CIA, Edom, or the Conspiracy.
Or more than one. Make sure at least one
Agent, like Mina, is tainted with Dracula’s
blood; make sure at least one Agent has
ties to Edom. At least one of the original
1894 band betrayed the others — reveal
their treason when it echoes one Agent’s
recent actions. Emphasize Dracula’s
powers of mind control, invasion of
dreams (p. 18), and ability to turn

anyone into a loyal slave.

STARES

When the players begin to doubt their
mission, present Dracula’s latest atrocity
in stark Sky News color. Even when he
slaughters al-Qaeda, add some collateral
damage to his take: innocent neighbors
or cops who saw too much.One Legacy is
heroic, holding fast to Victorian morality
in the face of Satanic evil: you know your
STAKES game is working when he or she
no longer seems camp. Present Dracula
as animalistic, medieval, everything the
heroes aren’t. If any vampire but Dracula
dies, they die with relief in their face:
they are no longer prisoners of Hell.

OPENING THE DOSSIER M YOUR DRACULA DOSSIER CAMPAIGN
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powerless. They keep Dracula alive out of
pure selfishness, and use his predations to

cover their own tracks.

DO OTHER AGENCIES
HNOW ABOUT UAMPIRES?

The Dossier never explicitly says that
any other agency (foreign or domestic)
besides Edom knows about vampires, or
even about Edom. It’s very likely that a
large number of individual SRI and SIE
operatives know about vampires, given
their position between Dracula and the
outside world, but (not least thanks to
those operatives’ efforts at covering up
their treason) their agencies can remain
officially oblivious.

The more fun and interesting answer is
to add at least one or two other players
to the game: the CIA via Morris and the
rendition program at “Black Light” (p.
204) and the successor to the German
program during the world wars, which
might be the BND inWest Germany, or the
FSB or GRU in Russia (from East German
records). This does add complexity, and
in a very straightforward, run-up-the-
middle STAKES game or a binary player-on-
the-other-side MIRROR story, that might
not be a desired seasoning.

Other secret directorates in other
services, intact (CIA, FSB) or defunct
(N, Abwehr, Securitate), might also have
their own vampires as well as their own
agendas. These can provide new targets for
the Agents, and new (possibly deadly and
distracting) vectors for investigation.

See Other National Vampire Programs,
p- 75, for more.

DOES DRACULA HAUE
ANY MORE UAMPIRES?

Specifically, does he have vampire servants
capable of (or allowed) independent
action? In the novel, Dracula has three
Brides who, one thinks, might have come
in handy when vampirizing London, but he
leaves them behind.

By this new century, he may have
decided that vampirism is too valuable a
force multiplier to leave it behind entirely.
In the novel, he only vampirizes women:
his subordinate vampires are more likely
to be female, like Elizabeth Bathory (p.
65). That said, cousins or experiments

like Orlok (p. 70) remain possible.

Further, what if Dracula’s vampires
don’t see eye to blood-red eye with him?
Orlok may resent his junior role, or Mina
keep her “New Woman” attitude into Un-
Death. The short story “Dracula’s Guest”
(incorporated into Dracula Unredacted,
chapter 17) implies that some of his
powerful agents acted without his approval
in other lands, even back in 1894.

D0 URMPIRES WORK THE WAY
UAN HELSING THOUGHT THEY DID?

The “default” vampire in Stoker’s novel is
damned, with touches of the supernatural
— hence the twin defenses of the crucifix
and garlic. But Stoker reveals technophilic
tendencies in many places, not least in Van
Helsing’s numerous mentions of geology,
chemistry, electricity, and volcanology
in the seemingly incongruous context of
vampire lore.You have a surprisingly open
vampiric field to play with, in other words.

[ You can present Dracula
and vampires in general as default
damned vampires with the canonical
set of powers and vulnerabilities
(p- 56) and chalk the rest of it up to
Van Helsing’s Victorian-era tendency
toward scientism. This matches well
with sTAKES-mode campaigns.

[ | You can present Dracula,
instead, as a “telluric vampire,” tuned
to the earth’s electromagnetic field by
extremophile bacterial infection. Or
make the vampiric vector exposure to
a mysterious Transylvanian mineral —
perhaps fallen meteoric “dark matter”
— resonant with or amplifying
telluric currents through the medium
of magnetized, iron-bearing blood.
(See p. 59 for a telluric vampire
build; a mutant or alien in damned
colors.) If you keep the science
po-faced and realistic sounding,
you could even match a telluric
vampire with a DusT-mode game.

B [n cither case, Van Helsing might
simply have been mistaken: If
Dracula is damned, Van Helsing’s
(and this campaign’s) insistence
on his connection with volcanism
is simply a red herring. Or if
Dracula is a mutant, Van Helsing
simply misread the symptoms
through his knowledge of Balkan

superstition and own devout faith.

B Or Van Helsing might have been
lying. If Van Helsing was part of the
German government’s own secret
vampire program, he could have been
feeding Edom disinformation: note
that he doesn’t bring any garlic along
to Romania, for instance. What the
Agents don’t know can literally kill
them. If Van Helsing lies, you should
salt the knowledge of true banes
among key NPCs: one Legacy, an old
Edom hand like Oakes (p. 52),
or perhaps “Dr. Drawes.” This seems
like a good thematic possibility
for MIRROR campaigns.

Alternatively, you can bisociate the
vampire and explore the intersection of
science and the supernatural. Dracula’s
attuned to the telluric currents because of
his bargain with the Devil, and the grave
of a suicide has a measurably different
electrical potential to that of a good
Christian buried on consecrated ground.
Both could be true! Orlok (p. 70), if he
exists in your game, might be the product
of misguided German belief in scientific
vampirism, while Dracula is the real
Satanic deal. Van Helsing may have been
“almost right” or “mostly right” in the way
of many other Victorian scientists — with
the all-important remainder up to the
Agents to uncover.

HOW THOROUGHLY HAS
DRACULA PENETRATED BRITAIN?

It’s nearly certain that Dracula’s leave-
behind network in London survived the
mole hunt in 1977. If not, he has surely
rebuiltit since then. How deep does the rot
go? Does Dracula control Edom? M16?The
entire military-industrial complex? The
whole island? Perhaps he consummated his
takeover of the British government some
time after 1977, and is content to rule
from behind the scenes. There’s no bottom
to that paranoid well, and one answer is
about as good as another: it’s very much a
Director’s call, in other words. It’s also a
call you can postpone until the midgame
or even the endgame if need be.

By and large, of course, the larger and
more powerful Dracula’s Conspiracy, the
harder it is for the Agents to kill Dracula.
Easing back on the obstacles risks an
unrealistic and therefore unsatisfying
victory. Players have more than enough



THE EDOM AGENT

If your campaign bends toward the
adversarial, or you want to have fun
with disillusionment and treachery, you
can allow one of the players to play
an Edom double agent. This Edom spy
is under orders to infiltrate the player
characters’ group, gain their trust, and
then await further orders. The spy’s
handler is a Duke, presumably Hound
(professional but distant; p. 51), Elvis
(prodding and supportive; p. 50), Oakes
(secretive and profound; p. 52), or
Osprey (tough and demanding; p. 52)
— although there’s no guarantee
that the double agent knows the true
identity of the handler.

Unless you're prepared for the
going
spectacularly off the rails, then ask the

possibility of your campaign

player to choose one:

= You work for Edom, but over the
course of the campaign you're going to
question your loyalty to them.What’s
the weak spot in your loyalty to Edom?
You work for Edom, but only
because they’ve got some
hold over you.What is it?

This ensures the double agent can switch
sides when dramatically needful, midway
through the campaign. Alternatively, the

problems dodging an uncontrolled MI6
and a vengeful Edom without giving
Dracula two whole countries at the start of
play. It’s likely best to assume that Dracula
controls anyone in Britain the Agents are
looking at too hard, but that he doesn’t
have full command over the security

services. Yet.

IS JACK THE RIPPER
INUOLUED SOMEHOW?

This is a loose-cannon question, asked
in the
mashups more than anything else. The

spirit of Victorian monster
main effect on the game is to add a few
more locations in London for Edom
safe houses or Dracula blood-cult fanes,
and to add another possible monster to
the opposition (p. 73). Bram Stoker

double agent can simply flip out of self-
preservation when the team finds proof
that Edom’s not only got a spy in the
group, but that it intends to sacrifice
that spy along with the rest when it
sends Dracula on a kill mission.

The double agent doesn’t have a full
picture of Edom’s internal workings.
The Agent knows that Edom is using
vampires as weapons in the war on
terror, and you can give the player a
copy of the Edom Field Manual to
study before the game begins, but that’s
it — everything is compartmentalized
on a need-to-know basis. If your Edom
swings that way, maybe hint at vampiric
hypnosis or Bourne-style conditioning
(like Amnesia with no Mystery Drive;
NBA, p. 86).

The double agent’s handler contacts
the spy once every few sessions; they
communicate through secret cellphones
/ encrypted emails / dead drops /
vampire-tinged nightmares / mysterious
Romanian couriers, and of course
the occasional face-to-face in a park,
vehicle, or parking garage. When the
double agent does flip, capturing and
interrogating the handler moves the
investigation up at least one row of the
Edom reaction pyramid.

unleashed the possibility himself when he
referenced the Whitechapel killings in the
foreword to the Icelandic edition (1901) of
Dracula, and you can easily continue in that
tradition. In the Icelandic novel, a Satanic
cult carried out the Ripper killings; when
Dracula joined them, they committed the
Thames Torso murders together (p. 193).

Renfield and Seward are the “usual
suspects” here, but you can postulate
anythingfromapreviousEdom experiment
gone wrong to a war-traumatized George
Stoker gone homicidal and giving the
Special Branch a hold on Bram for life.
Stoker also apparently knew an American
Ripper suspect, Francis Tumblety, and
associated himself briefly with the
Hermetic Order of the Golden Dawn, if
you want yet more magic in the campaign.

OPENING THE DOSSIER M YOUR DRACULA DOSSIER CAMPAIGN

IN'LIFE, WHICH HISTORICAL
FIGURE, IF ANY, WAS DRACULA?

This mostly concerns Agents looking
into Dracula’s historical past in order to
deduce the location of his current Castle,
the origin of his “native soil,” and so forth.
His personality, powers, and so forth are
those as set forth in the novel, regardless of
what biographers might claim about Vlad
Tepes or John Hunyadi.
Some possibilities include:

ULAD 111 DRACULA,
A.K.A. ULAD TEPES (1431-1476)

PRO: Actually named Dracula, fought
the Turks, was bloodthirsty

con: Wallachian, not Hungarian;
was beheaded

NATIVE SOIL: Sighisoara, Transylvania




JOHN HUNYADI (1486-1456)

Pro: Was Hungarian, voivode of
Transylvania, fought the Turks

Con: Very unlikely to take the title Dracula

Native Soil: Unknown, but probably

in Transylvania

MICHAEL 11 PATRASCU,

A.k.A. ""MIHAI BRAVU" (1558-1681)

Pro: Of House Draculesti (Vlad Tepes’
great-grandnephew); voivode of
Transylvania; fought the Turks;
treacherously murdered, giving
him a good vampire grudge

Con: Wallachian, not Hungarian

Native Soil: Dragoesti, Wallachia

JOHN DRACULA CFL. 1535)

Pro: Actually named Dracula (Vlad
Tepes’ great-grandson), Hungarian,
had the same coat of arms as the
Bathory family

Con: Obscure (which can be a pro)

Native Soil: Unknown

NICOLAUS OLAHUS (1493-1568)
Pro: Grandnephew of Vlad Dracula, half-
Hungarian, Archbishop of Esztergom

(for Vatican conspiracies)
Con: Not a warlord, half-Wallachian
Native Soil: Sibiu, Transylvania

Research them further on Wikipedia or
in your favorite source for obscure early
modern Balkan history.

You can also just add a fictional member
of the House of Draculesti (also known as

the House of Basarab, depending on the

branch) as the historic Count, with the
advantage that you can design your answers
about his Castle, native soil, etc., to suit
the campaign, not the other way around.
There are plenty of blank spaces left, even

in the historical Dracula bloodline.

WHO BLEW THE FIRST
OPERATION EDOM 1N 18347

It might have been a vampirized source
within NID, or another country’s agent:
Van Helsing for the Germans, or Morris
for the Americans. See the discussions
of The Originals on pp. 32-40 for
some more possibilities. But don’t rule
out Dracula simply being more cunning
than Edom thought at first: no traitor is
necessary to explain Edom’s failure.

It’s less important to know this answer
ahead of time. Feel free to “reveal” it once

the players decide their truth.

WHAT WAS EDOM'S
ACTUAL PLAN IN 13777

Whichever option you pick from the
selections on p. 89 informs the
answers to many of these other questions.
If Dracula’s agent instigated the mole
hunt to set up a coup within Edom,
then Dracula is more likely to run Edom
by 2015, for example. If instead it was
cover for an attempt to recruit the king
of vampires against the Soviets, then it
foreshadows the current unsavory reality,
but doesn’t necessarily implicate Edom as

actual vampirized tools of Dracula.

The ambiguity around 1977 is a good

place to plant second vampires, new
lineages, a splinter cell within Edom
(around  “Cushing” or independent
of him), or any other change to the
background. We can’t cover all the
possibilities here; the best we can do is
provide an all-concealing mist in which

you can find them yourself.



OPTIONAL GENERAL ABILITY: HYPNOSIS

Given the major role hypnotism plays
in Stoker’s novel, and considering that
it is one of the few reliable diagnostics
for vampiric command (unlike Mina,
Renfield would not burn at the Host’s
touch), you may wish to add the General
ability Hypnosis.

This ability is only available to
characters with ratings of 8+ in Shrink
or Medic. Pre-existing characters can
freely convert Shrink rating points into
Hypnosis rating points, as long as that
prerequisite is maintained.

This ability represents medical
hypnosis; it is not psychic mind control
or vampiric mesmerism. You can only
hypnotize a willing subject, and only
one subject at a time. Hypnotizing full
vampires is impossible.

Using Hypnosis requires a test
against a Difficulty Number that varies
depending on the purpose you use it for.

= SIMPLE HYPNOTIC STATE: To
place a patient in a hypnotic
trance, you must succeed
against Difficulty 3. During this
trance, she is calm and placid.
ESTABLISH ANALYTIC RAPPORT:
Once you have successfully
hypnotized a patient, your Shrink
pool increases by 3 during any
future use of Shrink on them.
Your Shrink rating must be at
least 3 to gain this benefit.
RECOVER MEMORIES: The patient’s
fragmented or buried memories, as of
dreams, traumas, or murky monster
attacks, can be called to the surface
and “relived.” This is a Difficulty 4
test. Reliving an experience that cost
Stability will cost the patient the
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same amount again, although you may
practice immediate Psychological
Triage (NBA, p. 85) to minimize the
patient’s shock.The Director is free
to provide false memories if she
feels you are “leading the witness.”
POST=-HYPNOTIC SUGGESTION:
Upon lifting the trance, you may
cause your patient to perform a
single action without apparent
thought.You may require a “trigger
phrase” or simply specify a time:
(“When you get home, you'll leave
the book on the desk.”) Spells and
other complex activities cannot

be post-hypnotically induced. The
patient will not accept a suggestion
contrary to her normal behavior.
This is a Difficulty 4 or higher test;
the Director may increase the
Difficulty based on the suggestion.
POST=-HYPNOTIC TRANCE
TRIGGER: One very common post-
hypnotic suggestion is “return to

a hypnotic trance when you hear
this phrase” followed by a trigger
phrase.This is a Difficulty 5 test; if
successful, add the margin between
5 and your total roll and spend

to your Hypnosis pool for your
next session with that patient.

You wish to give Derek a trance
trigger, a passage of Schiller. You
spend 3 points and roll a 4, for a total
of 7.This beats the Difficulty of 5;
he will go under without a test when
next you quote Schiller to him, and
you add 2 points to your Hypnosis
pool (7 — 5 = 2) during your next
session with Derek.

= EASE PAIN: You can relieve

symptomatic pain in a patient.

This removes the mechanical
penalties for being Hurt (see NBA,
p. 64), and lasts until the patient is
wounded again. This is a Difficulty
4 or higher test; the Director may
increase the Difficulty depending
on the pain’s severity. This does not
work under battlefield conditions.
ESTABLISH CLAIRVOYANT
CONNECTION: If your patient is
already connected to a vampire,
you can enable her to sense that
vampire’s surroundings as though
her mind were there in his body.
This is a Difficulty 5 test on a living
human who has consumed the
vampire’s blood (she must then
make a 5-point Stability test; a failure
breaks the connection), a Difficulty
6 test on Renfields (imprinted or
tainted), and a Difficulty 7 test on
mere victims of the vampire.
FALSE MEMORIES: You can
purposely implant false memories
in the patient or bury real ones.
This is extremely unethical without
a direct therapeutic benefit (such
as easing a remembered trauma).
This is a contest between your
Hypnosis and the patient’s Stability.
Your Difficulty Number is 5; the
patient resists with Difficulty 4.
Again, the Director may increase
your Difficulty based on the severity
of the memory change.At the
Director’s discretion, if the patient
suffers a further trauma (such as her
Stability dropping below —5 again),
she may suddenly recall the truth.




THIS SECTION DISCUSSES THE MAIN OPERATORS
and the surrounding characters of the
original 1893—-1894 Operation Edom.
After a brief biographical sketch true for
all variations of the character, we provide
several possible interpretations of their
agenda and actions.

epoM: The character was an agent of the
British secret service, most likely the
Special Branch or Naval Intelligence
Department. They were knowingly
involved in bringing Dracula to England
on behalf of the Crown, and may even
have known the Count’s true nature.

minion: Willingly or unwillingly, the
character served Count Dracula and
tried to protect him. Renfield is the
eponym of the minion, but other
characters may have secretly been under
Dracula’s control.

otER: This section is something of a
catchall,

motivations and agendas for some

providing other possible
characters, or postulating a suitable
future fate for the character after the
events in Stoker’s report.

CLEAR NAME: If in your campaign Stoker
used pseudonyms in his fiction, here are
some possible “cleartext” real names for
the main characters.

JONATHAN HARKER ——

Clerk and later partner in the law firm
of Peter Hawkins, Harker was in his mid-
twenties when he made his fateful journey
to Castle Dracula. Described by Hawkins
as “full of energy and talent in his own way,
and of a very faithful disposition,” Harker
barely managed to escape the Castle alive,
and never wholly recovered from his
experiences there.

He was a devout member of the
Church of England. His parents are never
mentioned, and he referred to Peter
Hawkins as his “second father”; he may
have been an orphan — almost certainly
his parents died young.

After the events of Dracula, he and his
wife Mina had a son, Quincey Harker.

epom: Together with Peter Hawkins
(p- 39), Harker arranged Dracula’s
move to England. If Hawkins was also
a British agent, then he was likely
Harker’s handler; if Hawkins was just
a cut-out, then Harker’s unexplained
business trips to places like Launceston
(CU173) were cover for meetings
with British intelligence to report on
the progress of the Dracula operation.
Harker
courage and resourcefulness than might

Certainly, displayed more
be expected of alegal clerk in his escape
from Castle Dracula.

He demonstrated almost superhuman
strength at the end when he threw down
Dracula’s  coffin, allowing Quincey
Morris to deliver the final blow. This
might be evidence of an Edom “vampire
serum” or of his own turning by Dracula.

MINION:  Interestingly, Dracula made

Hawker write several dated letters

(CU54) to be sent to Hawkins. The

first step in turning an agent is to

ensure their handlers do not become

suspicious when the agent misses a

pre-arranged check-in.

Dracula turned Harker while
the Englishman was at the Castle.

Conceivably, Harker was seduced by

the vampire women, and offered Mina
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to Dracula as tribute. He was singularly
ineffectual in stopping Dracula from
feeding on Mina (CU212). Dracula may
have usedhimasastalkinghorse; Harker’s
ravings in the hospital at Budapest and
in London would have attracted the
attention of any vampire hunters. If
Seward had not summoned Van Helsing
already, then Harker might have drawn
the professor out to where Dracula
could keep him under observation.
OTHER: Harker might have merely been a
friendly, a pliable solicitor recruited by
Edom to arrange the mundane necessities
of Dracula’s transfer to England. In this
case, his exposure to Dracula turned
him either into an informal Edom
ally or into a minion of the Count.
CLEAR NAME: James Harper,
Jackson Hutter, Jeffrey Hosmer
Stoker Harker’s
workname from Joseph Harker, a set

clearly  took

designer at the Lyceum Theatre.

WILHEMINA
MURRAY HARKER ——

An assistant schoolteacher at the time
of the novel, Wilhelmina “Mina” Murray
likely made the acquaintance of Lucy
when they were both students. She was
exceptionally well educated and organized,
and possessed of considerable strength
of will. On receiving news of Jonathan’s
sickness following his escape from Castle
Dracula, she crossed Europe to marry him
hastily in Budapest.

Count Dracula fed from Mina after
compelling Renfield to invite him into
the asylum. As a result of her “vampiric
baptism,” Mina developed a psychic
to Dracula that
instrumental in tracking the Count down.

connection proved

Dracula’s "death" removed all outward
traces of her curse. She and Harker later
had a son together, Quincey.

epoMm: She typed up and organized every
diary entry and note; she coordinated
train timetables; she read books on
criminology — Mina’s the archetypical
analyst. Note thatit is she who suggested
thatVan Helsing hypnotize her to spy on
Dracula. If she was not an agent, then
it’s only because some recruiting officer
failed to spot her potential. If Edom
did talent-spot her (possibly while at
school with Lucy — explaining how she
afforded such an expensive education
with no visible connections), she was
partofthe Edom teamin place inWhitby.

Asan Edom agent, Mina faced aheart-
wrenching choice when she received
news of Jonathan’s situation. She had to
choosebetweenrushing to the side ofher
dying fiance and continuing to observe
Dracula in Whitby. Could the operation
have been completed successfully if
Mina had never gone to Budapest?

MINION: Dracula drained and possibly
seduced Mina at the asylum, and the
two shared a psychic link after that. Van
Helsing and the others tried to keep Mina
out of their planning sessions, in case she
somehow relayed intelligence back to
Dracula(andDraculadidevadethehunters
by arriving at Galatz instead of Varna).

While Van Helsing assumed that
Dracula’s death freed Mina from his
power, and he took the vanishing of
the burn mark on her forehead as
proof of her restored purity, there
is no reason to assume this is true.
Dracula demonstrates the ability to
restore himself; if Mina also mastered
this power, she could possibly heal the
wound and conceal the fact that she
retained her vampiric abilities.

OTHER: Even if Mina was an innocent
during the events described, it hardly
secems likely that she returned to a
simple life as a schoolteacher or a
solicitor’s wife. Perhaps she continued
to research vampiric lore with Van
Helsing, or maybe the blood of Dracula

flowing through her veins continued
to transform her into something other
than human.

Van Helsing points out that, as long as
Dracula lives, then Mina will inevitably
become a vampire after death, even if
she dies of old age. She almost certainly
survived through 1940, and may have
sensed enough of that Edom operation
to plan her own cremation or some
other
destruction — or to plan her eventual
return in 1977!

CLEAR NAME: Ellen Mowbray, Genevieve
“Gina” Malcolm, Elizabeth Farris

more permanent means of

ABRAHAM UAN HELSING —

Professor Van Helsing held a chair of
medicine at the Municipal University
of Amsterdam, where he specialized in
obscure diseases. He taught Dr. Seward,
and the young doctor saved his life when
the professor was accidentally infected
with gangrene. Summoned by Seward to
help diagnose Lucy Westenra’s mysterious
ailment, Van Helsing quickly identified the
telltale marks of the vampire. He led the
campaign against the Count; he procured
supplies from his many allies on the
Continent and guided the younger men in
their hunt for Dracula and his spawn.

Van Helsing was married; his wife was
insaneandlockedinanasylum.Hermadness
may have been connected to the death of
their son in unexplained circumstances.
While he lived in Amsterdam and had a
Dutch name, he would slip into German
when surprised or alarmed.
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Van Helsing was a doctor of law in
addition to his medical degree, and seemed
to be acquainted with every contemporary
scientist and philosopher of note. He
was a Catholic, and claimed to have an
indulgence for his (blasphemous) use
of the Host — implying very high-level

connections within the Church.

epoM: If the aim of Operation Edom was
to recruit Dracula, then why was Van
Helsing so eager to kill the vampire?
There are two possibilities.

First, if the conspiracy planned to
acquire a vampire, then any vampire
would do. Once he procreated, Dracula
would therefore be an unwanted loose
end. Van Helsing arrived after Lucy was
infected, and oversaw her transformation
into a vampire. He also stopped Seward
from removing Renfield from the asylum,
which allowed Dracula to similarly infect
Mina (perhaps Lucy was somehow
unsuitable, and Van Helsing decided to
try again with another woman). This
interpretation casts Van Helsing as a
cold-hearted manipulator who treated
everyone around him as disposable tools,
to be used or broken as he saw fit.

Alternatively, Van Helsing came in
as a cleaner. Edom’s initial plan having
failed, Dracula proving intractable, the
Service needed to deal with this rogue
vampire immediately. Therefore, they
brought in the freelance vampire hunter
Van Helsing to coordinate the fight
against the wayward vampire and mop
up any unwanted spawn.

mINION:  Although Van Helsing made
numerous tactical and strategic mistakes
during the hunt for Dracula, the eventual
outcome— Draculadriven from England,
his Castle violated and demolished
— makes Van Helsing’s doubling
during the initial operation unlikely.

However, note that we have only Van
Helsing’s account that he successfully
resisted the charms of the vampire
women in Castle Dracula and destroyed
them. His description of the vaults
doesn’t match Harker’s, either, implying
a cover story — either his own, or one
implanted by Dracula or his Brides. Van
Helsing as minion makes the epilogue of
the novel into something sinister, as he
sits with Quincey Harker on his knee,
having invited the Harkers to return to
Castle Dracula ...

orHErR: What killed Van Helsing’s son,
and drove his wife insane? Could Van
Helsing’sknowledge ofthe Un-Deadhave
come from some personal experience?
Van Helsing as a freelance vampire
hunter fits his history and his legend.
Or he might not have been freelance.

Van Helsing was a spy — but he
wasn’t a British spy. His habit of
breaking into German when under
strain implies a connection to the
Kaiser’s naval intelligence section,
Nachrichtenabteilung, or N (naval
intelligence ran operations against
Britain and America; the
Abteilung 1IIb dealt with France and
Russia). He may also have worked for

army’s

the Vatican, given his connections to
indulgence-granting Catholic prelates.
CLEAR NAME: Max Windshoeffel,

Martin von Hessel, Jakob van Helmont

Van Helsing may also have been the
cover name of the German philologist
andscholar FriedrichMaxMiiller (1823—
1900), holder of the chair of comparative
languages at Oxford. An expert in myth
and ancient “Turanic” languages, he
could have been brought in by Edom to
evaluate George Stoker and Vambery’s
initial trove of vampire materials —
to Edom’s detriment if he was, in
fact, an agent of German intelligence.

Alternatively, the real Van Helsing
may have been the biologist Baron
Ernst von Blomberg (1821-1903), a
professor of zoology at the University
of Libeck. For reasons as yet unclear,
Blomberg’s name has been associated
with fraudulent vampire-killing kits sold
by major auction houses since the 1980s.

Other include the
Hungarian-Austrian neurologist
Moritz Benedikt (1835-1920), who
specialized in criminal psychology and

possibilities

high-frequency  electrotherapeutics;
the pioneering Dutch psychiatrist
and hypnotist Albert Willem van
Renterghem (1846—1939),alsoinvolved
in spiritualism and homeopathy; or the
Irish surgeon William Thornley Stoker
(1845-1912), Bram Stoker’s eldest
brother, granted a baronetcy in 1911.
A more outré possibility casts Van
Helsing as the cover name of Robert

(1829-1906),

the American president Theodore

Roosevelt uncle of

Roosevelt and American ambassador to

the Netherlands from 1888 to 1890. If
Edom beganasan early Anglo-American
cooperative venture (possibly because
Quincey Morris’ experience with
vampires in South America made his
participation vital), then Roosevelt (like
Morris, a dedicated outdoorsman and
adventurer) may have run the operation
on the ground — much as “Van Helsing”
does in the novel.

LUCY WESTENRA ———

Lucy Westenra’s life was cut short by
Dracula at the age of only 19. She lived
with her widowed mother in Whitby. She
attended the same school as Mina Murray,
and remained in regular contact with her.
Even before Dracula’s attacks, Lucy’s
health was precarious, and she suffered
from somnambulism.

She had a number of suitors, three of
whom proposed marriage on the same day.
Lucy’s love life is curious in its own right,
even before one introduces vampires to
the mix. Her three suitors — Seward,
Godalming, and Morris — all knew one
another and were close friends, but none of
them seemed to know the intentions of the
others toward Lucy. Either Lucy managed
to juggle three courtships with remarkable
discretion, or else the three friends all
agreed to propose almost simultaneously
and let Lucy make the choice.

Dracula targeted Lucy within three days
of his arrival in England, and continued
to feed from her intermittently for nearly
two months before she perished.
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EDOM: It seems unlikely that British
intelligence would recruit a 19-year-
old girl fresh out of school, but consider
the following: Lucy spent her days
watching shipping from her perch in the
Whitby graveyard. In Stoker’s original
manuscript, she complained about
having to “sit by like a dumb animal
and smile a stereotyped smile till I find
myself blushing at being an incarnate
lie” — words any undercover agent can
sympathize with!

Lucy was also a habitual sleepwalker,
a possible sign of psychic sensitivity.
Edom may have recruited her as an
“early warning system” of Dracula’s
approach and activities.

Finally, and perhaps most tellingly,
Dracula went to extraordinary lengths
to feed from her. Even whenVan Helsing
blocked Dracula’s entry into Westenra
House, Dracula acquired a wolf from
the London Zoo to smash down the
door and force entry. Why go to all that
trouble, if all he wanted was blood?

MINION: Lucy, of course, became a minion
of Dracula after he turned her into a
vampire — but was she complicit in
this? She certainly seemed less than
displeased with his attentions.

In her final note, she described
how the house servants were drugged
with laudanum, leaving her alone and
undefended. Later, however, Dracula
dealt with Jonathan Harker using
mesmeric powers. Why, then, would
the vampire need to drug the servants?
Was Lucy removing the last obstacle to
her transformation?

This point can go to either the Edom
or Minion explanation: If Lucy began as
an Edom stalking horse, she may have
drugged the servants to get them safely
out of the way, knowing it was her job
to let Dracula vampirize her.

OTHER: As a vampire, Lucy emerged from
the family tomb to prey on the children
of Hampstead as the “Bloofer Lady.”
Van Helsing and Seward tracked her
down, and Arthur Holmwood staked
her, putting an end to her unlife —
assuming, of course, the received
narrative is accurate. After Holmwood
staked her, Seward and Van Helsing
sent him and Quincey Morris out of
the tomb, ostensibly so that they could
saw off Lucy’s head and fill her mouth

with garlic. However, two alternate
possibilities present themselves.
Firstly, ifboth Seward and Van Helsing
were part of the Edom conspiracy to
acquire a vampire, they could have used
that opportunity to spirit the paralyzed
Lucy away, and then lied to Holmwood
about decapitating her. If that sealed
coffin in the Westenra grave is empty,
then perhaps Lucy was brought to some
secret military base for experimentation
(p- 169). Indeed, she may still be there.
A second possibility is more personal
— and more horrifying. Seward’s
journals show he was obsessively in
love with Lucy. He had access to the
resources of the asylum, including
secure rooms and restraints where
a patient could be imprisoned. Van
Helsing, the only other witness, owed
his life to Seward, and had his own
experiences with imprisoning loved
ones in madhouses. Could Seward have
taken the Un-Dead Lucy back to the
asylum as his vampire bride? (Possibly
he even hoped that killing Dracula
would somehow free Lucy from the
taint.) In this scenario, the immortal
Lucy may still be imprisoned in some
secret dungeon in the asylum.
CLEAR NAME: Alice Westen,
Charlotte Westerman, Laura Wexford

OR. JOHN " JACK" SEWARD -

Aged 29 at the time of the novel, Seward
operates a lunatic asylum near Carfax.
He trained under Van Helsing, and was a
friend of Arthur Holmwood and Quincey

Morris. The three traveled together for
some time. He unsuccessfully courted
Lucy Westenra, and continued to dwell on
his rejection for months afterward.
Seward was an obsessive diarist,
recording both his observations of his
patients and his personal thoughts on wax

cylinders using a phonograph. Strong

jawed and handsome, he projected an

outward aura of calm and confidence that
was utterly belied by his nervous, almost
neurotic, diary entries.

He married after the events of the novel,
although the identity of his wife is never
made clear.

EpoM: If Seward was part of Edom, then
he was likely recruited after Dracula
arranged to purchase Carfax. (His
recruiter and handler was most likely
either Holmwood or Morris, who would
have taken the measure of his character
during their earlier travels.) The asylum
was ideal for any operation to acquire
a vampire, with a ready supply of
inconsequential victims, secure rooms,
and lots of burly porters. Furthermore,
any unusual events could be explained
as the actions of madmen.

Perhaps Seward panicked when
he was unable to save Lucy from
Dracula, and called in Van Helsing to
help kill the vampire in contravention
of his orders. In this scenario, Seward
would presumably have destroyed

any incriminating wax cylinders —
unless, of course, a message from Lucy
was recorded on one of them, and he
could not bring himself to lose this last
connection to his love.

MINION: This interpretation works best if
Renfield is an Edom deep-cover agent;
the unfortunate Renfield tries to warn the
world about Dracula, but is stopped by
the nefarious Dr. Seward. The proximity
of the asylum to Carfax makes Seward
an easy target for Dracula, especially if
Dracula promised him Lucy as a reward.

oTHER: He is a sexually frustrated medical
man with obsessive tendencies, named
Jack. Was he attached to the Royal
London Hospital in Whitechapel five
years earlier, in 1888? He may have
carried out an earlier operation for the
Freemasons who command the Special
Branch, proving his mettle in matters of
blood, magic, and secrecy.




CLEAR NAME: James Sanders, Jonathan
Sievers, John Sadler, Joshua Stanley
Medical Ripper suspects include:
Morgan Davies (1854-1920), surgeon
at London Hospital in 1894; bibliophile,
court physician, and obstetric surgeon
Sir John Williams (1840-1926) gained
a baronetcy that same year, ostensibly
for his campaign against the vampiric
ailment tuberculosis.

ARTHUR HOLMWOOD

Later Lord Godalming, heir to the estate

of Ring, and one of the most desirable
bachelorsinLondonpriortohisengagement
to Lucy Westenra, Holmwood provided
the hunters with financial backing and the
shield of his reputation. He took the lead
in tracking down and destroying Dracula’s
network of refuges across London, and he
delivered the killing blow to Lucy. Taciturn
and solemn, Holmwood seemed willing to
follow Van Helsing’s lead at every turn.

epom: If Operation Edom did manage
to recruit a vampire, then obviously
the eventual goal would have to be
a British vampire — and who would
be more trustworthy than a man of
noble blood? Holmwood was Edom’s
vampire-designate until the Count
targeted Lucy instead of the young lord.
Possibly, Van Helsing’s intervention
ruined this scheme. If it were not for
the transfusions, then Lucy would
have succumbed weeks earlier, with
Arthur by her side ready to join her
in Un-Death. Note that he practically
volunteers to be drained by the dying
Lucy, only to be blocked by Van Helsing.

mmnioN:  Note Holmwood’s  telegram
(CU72) in which he says that he has
news for Seward and Morris that will
“make their ears tingle.” This news is
never described, but it cannot be word
of his engagement to Lucy. Both men
already know about the engagement;
indeed, Morris references it in the
very letter Holmwood replies to!
The timing, however, coincides with
Dracula finalizing his travel plans for
the move to England. If Holmwood
was in communication with Dracula —
perhaps having met the vampire during
his travels — then his Renfield-like
excitement at the impending arrival
of “the Master” might have spilled over
into an unwise telegram to his friends.
The mysterious and convenient
deaths of Holmwood’s father and Lucy’s
mother, which left Arthur in possession
of a title and an immense fortune,
may have been Dracula’s payment to
Holmwood for services rendered.
Presumably, Dracula’s attack on Lucy
convinced Holmwood to switch sides (out
of chivalry or jealousy at being snubbed),
and he then concealed any previous
knowledge of the vampire to avoid disgrace.
Records of his involvement with Dracula
may still exist in the archives at Ring.
It may be worth noting that Sir
Francis Varney made his home at
“Ringwood” — possibly the anonymous
author of Varney the Vampire combined
“Ring” and “Holmwood” to insinuate
about the
lineage. Holmwood may have launched

something Godalming
Edom to remove a rival vampire!

CLEAR NAME: Three viscounts died in 1894,
and any of their two heirs might be the
actual Holmwood: Hon. Albert Henry
George Grey (becomes 4™ Earl Grey
and 4" Viscount Howick in 1894), Hon.
Henry Charles Hardinge (becomes 3™
Viscount Hardinge in 1894). The Hon.
George Godolphin Osborne becomes
10" Duke of Leeds and 10" Viscount
Latimer, and 3 Baron Godolphin, in
1895; the name is close enough that
Stoker may have moved the year as
part of his coverup. The Hon. Francis
Douglas, Viscount Drumlanrig, dies
without issue in 1894 in a mysterious
shooting incident in Somerset. Adding a
fictional son seems a small price to pay
to get a mysterious shooting incident.

QUINCEY MORRIS ——

The elusive Quincey Morris was an
Americanadventurerand explorer,afriend
of Arthur Holmwood and Jack Seward. He
also courted Lucy Westenra, suggesting he
intended to reside in England indefinitely
(or that he expected Lucy to follow him
around the world). Notably, he spent time
in South America, where he encountered
vampire bats.

He carried a Bowie knife, and had a
collection of firearms that he used to
considerable effect during the hunt for
Dracula. He died delivering what Stoker
reported to be a fatal blow to the Count.

EDOM: Is Quincey Morris even American?
Certainly, “American” is the first thing
anyone notices about him, with his
stage-Western drawl and his gun-
totin’ rugged outdoorsman approach,
but that could be a cover identity. If a
spy adopts a conspicuous disguise, the
disposable elements of that disguise
are what people remember. (“He was a
redheaded man with an eye patch, and
he had a really strong Russian accent!”)

If Morris was a British agent, then he
may have been Dracula’s handler. His
actions were consistent with those of
an officer diligently babysitting a useful
but temperamental agent. He arrived
conveniently at the Westenra house to
clean up after Dracula’s last attack on
Lucy; he was the first to mention vampires;
he drove the Count away without
injuring him when he tried to spy onVan
Helsing’s council of war; he repeatedly
slipped off on mysterious “patrols”;
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and of course, he finally “resolved”
the renegade vampire at the end.

MINION: All of Quincey’s curious behavior
can equally be explained if he was a
minion of Dracula. He was recruited
in Whitby, and was Dracula’s spy in the
outside world. After all, Renfield could
hardly wander around London looking
for victims for his master. Quincey was
under no such restrictions.

Despite the American’s attempts
at sabotage — for example, he failed
to prevent Dracula’s escape when the
company corners the vampire — his
master was forced to leave London.
Quincey accompanied the others on the
chase, and of course was the one to kill
Dracula — or was he?

As Van Helsing pointed out, Dracula
can change form at sunset or sunrise.
When did Quincey deliver the fatal
blow? At the moment of sunset, when
Dracula can easily turn into a cloud of
mist! Quincey failed to use any of the
vampire-killing methods proscribed
by the Professor: no wooden stake, no
decapitation, no garlic in the mouth.
Clearly, Quincey’s role here was to make
itlook like Dracula was dead, ending the
pursuit and ridding the Count of these
meddling hunters.

Morris’ death in Transylvania opens
another possibility: that after the Edom
team had departed, Dracula raised him
as a ghoul or a full-fledged vampire in
his own right. Quincey Morris may still
be roaming around the backwoods of
Romania, or working with Dracula at
the right hand of his Conspiracy.

oTHER: Even though Quincey’s life ended
in the shadow of Castle Dracula, his past
is sufficiently mysterious that a Director
can plausibly insert almost any backstory.
Quincey Morris might have been an
inventor, an explorer, a cowboy, a jewel
thief, a spy, or a monster, as needed.
Specifically, he may have been
working for the American Secret
Service, either formally or informally.
Even in the 1890s, the American and
British services cooperated on several
occasions, but Morris may have been
acting under orders to make sure the
British never got a tame vampire. His
previous vampire experiences in South
America ostensibly concerned bats, but
perhaps he knew enough to hijack Edom

for the aims of the United States, at the
time or later. A vampire Quincey might
have switched allegiances from Dracula
to the CIA, for example, and worked to
contain Edom ever since.

CLEAR NAME: Brutus Marix, Quincy Adams,
James Brown, Mark Franklin

HATE REED

A writer and journalist, Kate Reed was a
regular contributor to the Englishwoman’s

Review and the Westminster Gazette. She was
a schoolmate and lifelong friend of Mina
Murray, and remained in correspondence
with her when Reed moved to London
to pursue her aspirations of becoming
a journalist. She came from a liberal,
academic background; her father was a
professor at Cambridge, and her mother
was anoted actor. Reed herself considered
acting as a career for some time, and likely
moved in the same circles as Bram Stoker
and Henry Irving,

While writing for the society pages of
the Englishwoman’s Review, she investigated
the mysterious Count de Ville who had
recently arrived in London, and discovered
his true identity. She witnessed the bizarre
dinner party / necromantic rite hosted by
Dracula for his newly recruited followers,
which brought her back into contact with
Mina Murray and through her, with the
rest of the hunters.

EDOM: As a journalist, Reed was well
placed to intercept any embarrassing
leaks or reports of vampire attacks. She
failed to (or chose not to) suppress the
Gazette’s account of the Bloofer Lady

attacks, but was able to keep Dracula’s
own predations out of the public eye,
while also monitoring his activities in
London society in the guise of an eager
young journalist under the spell of a
glamorous foreign aristocrat.
Her mysterious “uncle James”
(HO62), with his cryptic job in the civil
service and interest in train timetables,
might well have been an Edom officer or
even her handler. This may be why Stoker
or Edom cut her out of the final novel.
MINION: The other hunters suspected Reed
of being a minion of Dracula when she
attempted to poison Mina Harker, but
there’s no guarantee they were right
— Kate claimed that she was trying to
euthanize Mina, and Seward and Van
Helsing discussed similar contingencies
shortly afterward.

Reed’s account of Dracula’s feast
contains several inconsistencies and
contradictions; it might, in fact, be a
cover story hiding the fact that she was at
the feast willingly, as one of the Count’s
servants. She then tricked her way into
Holmwood’s confidence, putting her in
position to monitor the activities of the
other hunters and report their doings
back to her master.

Also, Dracula only targeted Mina
Harker later on, despite having ample
opportunity to feed from her in
Whitby. Some have speculated that
the indiscretion mentioned in an early
letter (HO110) might be evidence of
an affair or romantic entanglement
between Reed and Jonathan Harker;
if so, could a jilted Reed have asked
Dracula to eliminate her old rival?

oTHER: Why were all references to Kate
Reed excised from the text of Dracula
by Edom? Two possibilities:

First, Reed’s father may have had
connections to the X Club (p. 184), a
dinner club of scientists and naturalists
that served as Edom’s advisory committee.
Considering Reed’s eventual fate, perhaps
her father pulled strings within Edom
to have a veil drawn over his daughter’s
involvement in the failed operation. If so,
then there may be key documents relating
to vampirism and Operation Edom in
her father’s files in the archives at the
Seeley Historical Library in Cambridge
(which may point at a connection to the
Balkans Specialist, p. 91).




The other option revolves around
Kate Reed’s Diary (p. 271). If that
notebook went missing before Stoker
collated all the reports, then Edom
might have decided to remove Reed
to avoid drawing attention to the
notebook’s contents, hoping that
whoever found it would never connect
it to the events of 1894.

CLEAR NAME: Genevieve Havelock, Barbara

Ward, Catherine Cook (a hypothetical

niece or out-of-wedlock daughter of

Westminster Gazette founder and editor
Edward Tyas Cook (1857—-1919))

“Kate Reed” might also have been
Edith Craig (1869—-1947), the daughter
of the actor Ellen Terry. Craig spent
1887-1890 in Berlin studying piano
(or being recruited by Van Helsing for
the Nachrichtenabteilung), and her
mother sent her to America in 1895
— to escape Dracula’s wrath, or Bram
Stoker’s employers? Edith Craig’s later
lover Christabel Marshall (1871-1960)
was, for a time, Winston Churchill’s
secretary, which might explain how
Edom got revived in 1940.

R. M. RENFIELD ———

The vampiric minion so infamous that he
lent his name to the concept, Renfield was
apatient in Dr. Seward’s lunatic asylum. To
quote Seward’s diary: “R. M. Renfield, actat
59 — Sanguine temperament; great physical
strength; morbidly excitable; periods of gloom,
ending in some fixed idea which I cannot make
out.” Renfield sensed Dracula’s approach
long before the Count landed in England

— he became obsessed with consuming
life while Dracula was still at sea. He also
demonstrated a preternatural knowledge
of Dracula’s arrival and location; Renfield
claimed “the Master [was] at hand,” and
repeatedly tried to escape the asylum
into the neighboring Carfax estate. Either
Renfield possessed some strange link
to Dracula, or the Count deliberately
cultivated the madman as a minion.
(Certainly, Renfield claimed that Dracula
sent him insects.)

Renfield’s sole contribution to Dracula’s
activities was to invite the Count into the
asylum, enabling him to prey on Mina
Harker. Renfield knew what the Count
had in mind, as he begged Seward and Van
Helsing to send him away before he invited
Dracula in. Within a few hours of that,
though, he became extremely secretive
and talked about “walking with God” and
acquiring a new and higher form of life.

When Dracula entered the asylum,
however, he barely acknowledged Renfield.
Infuriated, Renfield attacked the vampire
and was mortally wounded in the altercation.

Little is known about Renfield’s life
before he went mad. We do not know if he
was in the asylum voluntarily, or if he was
committed there by a family member or
some other third party. In his moment of
lucidity, he claimed to be a friend of Arthur
Holmwood’s father (and, interestingly,
seconded his membership of an exclusive
club, the Windham), and demonstrated an
excellent grasp of current affairs.

EDOM: The question must be asked — was
Renfield wholly insane? If Edom knew
that Dracula planned to live at Carfax,
then Renfield’s assignment might have
been to spy on the estate from the
asylum. Not even the most paranoid
vampire wouldhave suspectedamadman
of being an agent of the Crown. All that
fly-eating may justhave been an extreme
example of living one’s cover. Renfield
might also have actually gone mad on
a previous reconnaissance mission,
or on an earlier attempt to recruit a
different vampire — in Styria, perhaps.

Renfield
intelligence, greatpowersofobservation
(he noticed Mina had lost blood before
anyone else), and astounding physical

demonstrated high

strength and agility (he scaled a wall that
the much younger Dr. Seward could

climb only with the aid of a ladder).

Could he have been a spy before he went
mad? Renfield’s Journal (p. 277) is

another interesting wrinkle in the case.

MINION: Dracula did not have to recruit

Renfield. The madman was drawn to
him. Dracula’s psychic aura heralded
his arrival in England; long before the
Demeter arrived at Whitby, Renfield
knew his master was coming. The aura
was also detectable by other sensitive
creatures. Lucy, for example, started
sleepwalking weeks before the ship
arrived. How many other sensitives were
similarlyaffected? Did everyasylumhave
patients throwing themselves against
the wall, demanding to see the Master?
Were there madmen on the streets of
London, ranting about the coming of
the Lord? The psychic shockwave of the
vampire logically called up an army of
Renfields, who established Dracula’s
leave-behind network in London even

after he retreated to Transylvania.

OTHER: Finally, was someone besides

Dracula responsible for Renfield’s death
— by beating, not by exsanguination?
Any one of the principals could have
slipped into Renfield’s cell to put an
end to the madman (perhaps silencing
a former ally who knew too much). For
that matter, did Renfield really die? His
death certificate (written by Seward)
records“deathby misadventure in falling
from bed,” but his crippled form could
have been spirited out of the asylum by
Seward, Van Helsing, or one of their
agents. Perhaps, granted the knowledge
of life and blood by his proximity to
Dracula,ahorribly wizened, crippled R.
M. Renfield still runs Edom to this day.

Another possibility: If Seward’s
asylum was already a convenient safe
house for British intelligence, where
better to keep a murderous — but
inconveniently well connected —
madman, stashed under a false name? If
therulingorderemployedaFreemasonic
mystic with strange notions of blood and
power to clear out a few Whitechapel
prostitutes who threatened the Royal
Family, could their ripping tool be
stored under Seward’s unknowing gaze?
This might explain how he recognized
Arthur Holmwood and claimed to
know the previous Lord Godalming

Even without government

involvement, Renfield might still



be the Ripper. If the Icelandic text’s
speculations are true, and Dracula’s
highly placed Satanic cult did anticipate
the Count’s coming by carrying out
the Ripper killings, perhaps that
explains how Renfield sensed Dracula’s
immanence. Dracula may have killed
Renfield to prevent him from revealing
his high-born allies under hypnosis.
CLEAR NAME: James Kelley,

Roderick Reynolds, Clark Maybrick

Renfield as Ripper whose death was
faked by the authorities for Masonic or
other reasons can have any number of
real identities: Sir William Gull (1818
1890), Montague Druitt (1857-1888),
William Bury (1859-1889), poet J. K.
Stephen (1859—1892), mad heir to the
throne Prince Albert Victor (1864
1892), or Nathan Kaminsky, a.k.a.
David Cohen (1865-1889).

If Renfield is a real murderer under
a false name (with his death faked as
above, of course), the possibilities are
almost as endless: murderer Richard
Dadd (1817—-1886), mad painter who
spoke to fairies and the god Osiris;
master burglar and murderer Charlie
Peace (1832-1879), whose skills at
breaking and lockpicking might explain
Renfield’s
poisoner Thomas Neill Cream (1850—

frequent escapes; serial
1892), also a Ripper suspect; poisoner
and Russo-Turkish War surgeon George
Henry Lamson (1852—1882), who may
have hunted vampires with George
Stoker and gone mad as a result; “railway
murderer” Percy Lefroy Mapleton

(1860-1881).

PETER HAWHINS ———

Solicitor Peter Hawkins of Exeter took
little part in the events of Dracula, but
his importance cannot be overstated. He
was Jonathan Harker’s employer, business
partner and surrogate father, and it was
he who sent Harker to Castle Dracula.
Hawkins suffered from gout that made it
impossible for him to travel.

Hawkins died abruptly (HO129),
leaving his house and business to the
Harkers. Oddly, Hawkins, the elder Lord
Godalming, Mrs. Westenra, and Lucy
Westenraall died at roughly the same time.

epoM: Hawkins is an excellent candidate
for the operation’s mastermind. It
was he who contacted Dracula to lure
the vampire to England; he then sent
Harker as a cut-out to Castle Dracula
to make the final arrangements. When
the Harkers returned, Hawkins invited
both Jonathan and Mina to live with
him, where he could debrief them
over a bottle of port or two. Finally,
once he knew everything that Jonathan
found, and once Dracula was secure
in Carfax, the Hawkins identity was
quietly shut down. He had no family
because Peter Hawkins never existed;
he was a long-running cover that was no
longer relevant.

In this scenario, Hawkins survived and
presumably remained active in British
intelligence for some years afterward.

MINION: Why did Dracula contact an
obscure solicitor in Exeter? Did he
just pluck a name out of his copy of
The Law List, or was there some other
connection between the two? Hawkins’
sudden death becomes suspicious in this
context — while gout can lead to kidney
complications, it is not normally fatal.

Perhaps Hawkins suffered from
some other condition, and sought
out Dracula in the hopes of finding
a cure through vampirism: he could
have proposed Operation Edom to his
superiors in NID entirely as a means
of ensuring his survival. Working from
behind the scenes, Hawkins made sure
the hunters were always a few days
short, and possibly gave the order to
Harker (and Morris) to “kill” Dracula
exactly at sunset.

THE 1834 NETWORH M THE ORIGINALS: HATE REED T0 INSPECTOR COTFORD

CLEAR NAME: Abraham Aaronson,
Arthur Abbott, John Gilbert
Captain William Henry Hall (1842—
1895) was the head of the Naval
Intelligence Department until 1889; he
might have continued to nurture Edom
after “retirement” — the timing of his
surprising death (he was taken ill on a
train while traveling to a new posting)
at a relatively young age is certainly
suggestive. He might have been killed
by one of Dracula’s vampire agents, or
faked his own death to continue running
Edom from behind the scenes.
Rear Admiral Cyprian A. G. Bridge
(1839-1924) was director of Naval
1893; his sudden
September 1894
suggests he was cashiered (or resigned)

Intelligence in

retirement on 1

after the Edom operation turned sour.

INSPECTOR COTFORD

Dogged Inspector Cotford is, at best, an
honorary member of the original Crew
of Light; he died or vanished midway
through his own parallel investigation into
Dracula. His notebook, recovered from an
anonymous tomb in Hampstead Cemetery,
was his only legacy — he apparently had
no family or close friends in London. As a
police officer, he was persevering but only
moderately effective, and failed to spot the
danger he was in until it was much too late.
The lack of investigation after Cotford’s
disappearance is puzzling, but can be
attributed to Edom interference.

epom: Cotford was a soldier before he
becameapolice officer;he mentionedhis
service in Afghanistan, which may mean




40

he also served in India, and the Indian
police service was closely associated
with spies and espionage. Even if he
wasn’t directly involved with Edom, he
may have unwittingly assisted them by
reporting on Dracula’s movements to
his superiors. The offer of a promotion
could have been a reward for a job well
done, or a way to pull a pawn off the
board when it was no longer needed.
MINION: What happened to Cotford after
he was locked in a tomb with a hungry
young vampiress? Dracula could well
have found a use for a tame police officer.
Might Cotford have returned to the
Metropolitan Police as Dracula’s spy —
orbecomeavampireinDracula’sservice?
CLEAR NAME: Ebenezer Crook,
Thomas Snell, Athelstan Jones

FRANCIS AYTOWN ——

Another of the hunters mentioned in
Stoker’s original case notes but excised
from the published novel, Francis Aytown
was a society painter with fine-art
ambitions. Technologically advanced if
artistically perhaps somewhat retrograde,
he regularly took photographs of his sitters
for use in his compositions. A fixture in the
artistic scene in Soho and Chelsea, Aytown
shared a Chelsea studio with his friend and
lover Paul Jenkins.

Coincidentally asked to paint both
Lucy Westenra and another of Dracula’s

This section provides nine possible non-
player character Legacies, in a format
similar to the other supporting characters
in the People chapter (pp. 78-139).
However, since the Legacies are more
specifically tied to their identity than
a normal NPC is, we only provide a
single description of each. The Director
can still easily change any details to suit
her own campaign. Remember that any
other NPC might actually prove to be a
Legacy, if the story demands it — even
Romanians might have an English or
German ancestor or be operating under a
false name and passport.

victims,  Juliette Parton, and to
photograph a soiree featuring “Count
de Ville,” he discovered the deleterious
effect of vampirism on photographs.
His investigation into this effect nearly
led to his death at Dracula’s hand. After
meeting with Kate Reed, he joined the
hunters and successfully painted Dracula’s
portrait, albeit at great cost to his sanity.

EDOM: Aytown may have been an Edom
floater, put in play to keep an eye on Lucy
Westenra and the Whitby operation
in general. His cover as a society
photographer and portraitist gave him
entrée into high-powered circles, useful
in a Special Branch agent looking for
treason or conspiracy, for example.

Edom may have excised him from the
novel to cover up this role, or simply
to ensure nobody went looking for the
Dracula portraitand exposed their prize
covert asset before he was even recruited.

MINION: Instead of escaping Dracula in his
studio, perhaps Aytown surrendered
to the aesthetic experience of joining
the vampire. Dracula entered Aytown’s
studio without mention of an invitation.
Is this because the studio was a rental
work property and not a true home —
or because Aytown did indeed invite
the Count in, and suppressed that fact
consciously or subconsciously in his
journal? Aytown also had the run of the
asylum when Dracula entered it. The

Most importantly, the Director should
decide the Legacy’s agenda in the story.
That said, a Legacy can change, either as
the Agents discover more details, or as
the Legacy switches allegiance (either to
ally with or betray the Agents) during the
events of the campaign.

For guidance and suggestions on
introducing Legacies into the campaign,
see pp. 24—25.

INNOCENT: This describes the Legacy’s
immediate appearance, how they
seem upon first meeting (Bullshit
Detector) or a superficial Internet
search (Research). This may be the

Dracula portrait was a fraud, and (as
in the published novel) the witnesses
remembered the Count without visual
cues. Aytown returned to Chelsea,
and perhaps later imported some
Transylvanian soil for sculpture casts ...
CLEAR NAME: Basil Hallward,

Benedict Upton, Louis Verner.

“Francis Aytown” may be a cover
name for the occult-minded, murder-
obsessed painter (and Ripper suspect)
Walter Sicker