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Abilities:


Abilities listed in books other than Laws of the Night: Revised require ST approval before they can be taken. For XP cost of Abilities, see the Welcome package.  A Specialization cannot be taken until you have three points in the core ability, except for those abilities, such as Craft and Science, which require a focus from the start.

Awareness:

Awareness allows you to sense other supernatural creatures and those that have been affected by them.  When you use this ability you burn it in order to do a mental test vs. the Target.  Your retest for this test is Occult.

Blind Fighting: 


With this ability, a character will not have the penalties of darkness used against them, and they may also expend a level of this ability to negate the darkness retest

Computer:


Any Cainite will be able to possess basic computer skills with appropriate justification (i.e. shown how by a ghoul) without buying this trait.  

Computer hacking is a separate ability.  In order to learn it, you must have at least computers 3, and security 2.

Drive: 


Tailing anyone and not being seen in any sort of vehicle is nearly impossible without this ability. Furthermore, attempting to attack someone with a car in most circumstances will not succeed without Drive.  People are naturally much more agile than cars, and if given any warning will be able to avoid most drivers. If a car is used to attack a person using this ability, it requires a mental vs. physical test (as in firearms) and does 3 levels of lethal damage per strike. However, due to the clumsy nature of automobiles, they may only attack once every 3 turns.  All cars also have the negative trait: Clumsy.

Etiquette:


As per the book.

Hunting:


The ability does not allow you to retest your blood test at the start of the night.

Law: 

Legal contracts cannot be written properly without this ability. This includes any and all legal transfers of property, binding contracts for work, restraining orders, etc. In game terms, anyone with a higher level of Law ability than the writer of the contract will be able to find a legal loophole given a number of days to study the document equal to the level used to write it. This may fail depending on how simple it is to make the document ironclad.  

Linguistics: 


Each level of Linguistics shall give you additional languages equal to the level.  For example, level 3 linguistics would give you three additional languages, bringing your total languages up to 6.  You can speak or write the Languages you have.  Learning each language will take some time, minimum 1 month

(
1 Language (plus your Native one)

((
2 Languages (3 Languages, plus your Native one)

(((
3 Languages (6 Languages, plus your Native one)

((((
4 Languages (10 Languages, plus your Native one)

(((((
5 Languages (15 Languages, plus your Native one)

Lip Reading:


This is a common ability used by the deaf to understand what people are saying.   To do so, you must do a static mental challenge vs. the subject’s mental traits.  Things like bushy beards and, sometimes, even mustaches will make this harder to do (you’re down 2 traits on ties).

(
You can follow a single person in a slow-paced conversations and it requires intense concentration

((
You can follow a single person in a normal paced conversation

(((
You can follow a two person normal paced conversation, with minor concentration

((((
Beards no longer cause you any problem (No more penalty) 

(((((
You can follow a fast paced conversation, and still carry on your own conversation as well

Psychology:


This ability as found in the LotN: Camarilla Guide is not allowed.

Seduction:


Successful use of this ability mimics the effect of a single step blood bond for 1 hour.  The effects are not cumulative.  This ability can also be used as a retest in appropriate Social challenges.  Since many Kindred have little to no interest in Sex, Willpower can be used to ignore the affects of this ability.

Please Note: The seduction ability will only work on a character if they are able to be attracted by the gender of the person seducing them.  Unless specifically stated (i.e. Background/Questions) your character is assumed to be heterosexual.

Survival: 

Successful use of this ability is normally necessary to find even one Blood Trait per day in a complete wilderness setting (it allows you to capture a small animal to feed from).   You don’t need this ability to heal in combat.

You may also expend this Ability as a retest when you are trying to soak damage.  (IE.  I was enduring enough to take this, so now I will retest with Survival. )

Backgrounds:


Allies, Mentors, and Influence can all be lost if that resource is used too heavily.  Look at the Influence section to give a general guideline of how and what may happen.

Contacts:


These are limited to player actions, as it takes time to find something out.  This background is limited to general information.  This Background works the same way as Influence, but only for the sake of getting information.


More details on Contacts can be found in the Influence section.

Fame:

When you take fame, you should include what area you are famous in.  As an example, a Doctor might be famous in the medical field but will not be well known by a lay-person, where as a TV star would be known by more people.


Assuming you are with in the area of your fame level you my use your influence as if it was one level lower then the level you have.  More details on Fame can be found in the Influence section.

Remember that fame can be a double-edged sword.

Herd:


A herd can take on many forms.  Perhaps you have people who have felt the "kiss" and now seek it from you, or perhaps you live near a forest and feed from the local animals. Some will have an in at a local blood bank.  Whatever the case, you should establish at character creation what your herd is.


A point of herd can be used once every two weeks, for a single trait of blood.

Influence:


See the Influence package for limits of this background.

Mentor:


You can never use your mentor to learn advanced out of clan powers.  Please remember your mentor has a life of their own and may be busy when you call on them.

Retainer:


See the Extras rule booklet

Merits & Flaws

All Merits & Flaws require ST approval.  Some of them will require a hell of a lot of explanation.  These aren’t all of them, either.  If you can explain why you should have one that isn’t listed here, you can.  It should only take a few hours of talking.


The descriptions of the Merits and Flaws listed here can be found in the related source books.  Clarifications below only describe how they will be applied in this game.


Sabbat Merits and Flaws are just that: Sabbat.

Adapted Merits & Flaws

	NAME
	# OF

POINTS
	               SOURCE BOOK

	PHYSICAL FLAWS:
	
	

	Dull Bite
	2
	Laws of the Night: Camarilla Guide

	Permanent Fangs
	2
	Laws of the Night: Camarilla Guide

	Weak Sense
	2
	Laws of the Hunt

	Aged
	3
	Laws of the Hunt: Player’s Guide  (see below)

	
	
	

	MENTAL FLAWS:
	
	

	Compulsion
	1
	The Long Night (see below)

	Illiterate
	1
	Laws of the Hunt

	Death Wish
	1 - 5
	Laws of the Elysium

	Anachronism
	2
	Player’s Guide

	Confused
	2
	Laws of the Night (original)

	Inept
	5
	Laws of the Hunt

	
	
	

	SOCIAL MERITS:
	
	

	Pitiable
	1
	Laws of the Hunt

	Bruiser
	1
	Laws of the Night: Camarilla Guide

	Friendly Face
	1
	Laws of the Night: Camarilla Guide

	Coldly Logical
	1
	Laws of the Night: Camarilla Guide

	
	
	

	SOCIAL FLAWS:
	
	

	Bard’s Tongue
	1
	Laws of the Hunt: Player’s Guide

	Isolated Upbringing
	1
	Laws of the Hunt

	Blackmail
	1 - 2
	Laws of the Hunt: Player’s Guide

	Vainglorious
	1 - 3
	Laws of the Elysium

	Low Self-Image
	2
	Laws of the Hunt

	Secret Friendship
	2
	Laws of the Hunt

	Dangerous Secret
	2
	Laws of the Hunt: Player’s Guide

	Guilt-wracked
	4
	Laws of the Night: Camarilla Guide

	
	
	

	SUPERNATURAL MERITS:
	

	Shivers
	1
	Laws of the Hunt

	Supernatural Ties
	1
	Laws of the Hunt: Player’s Guide

	Bright Aura
	1
	Laws of the Night: Camarilla Guide

	Healing Touch
	1
	Laws of the Night: Camarilla Guide

	Inoffensive to Animals
	1
	Laws of the Night: Camarilla Guide

	Ghost Sight
	3
	Laws of the Hunt (see below)

	
	
	

	SUPERNATURAL FLAWS:
	
	

	Cold Breeze
	1
	Laws of the Night: Camarilla Guide

	Echoes
	1 - 3
	Laws of the Hunt: Player’s Guide

	Demon-Hounded
	1 - 4
	The Long Night

	Thirst for Innocence
	2
	Laws of the Night: Camarilla Guide

	Bastard Childe
	2
	Laws of the Elysium

	Beacon of the Unholy
	2
	Laws of the Night: Camarilla Guide

	Bound
	2
	Laws of the Night: Camarilla Guide

	Death-sight
	2
	Laws of the Night: Camarilla Guide

	Vengeful Childe
	2
	Laws of the Elysium

	
	
	

	MISCELLANEOUS MERITS:
	

	Ability Aptitude
	1
	Laws of the Hunt

	Holdings
	1 - 5
	Laws of the Elysium

	Occult Library
	2
	Laws of the Night (original)

	Research Grant
	2
	Laws of the Hunt

	
	
	

	MISCELLANEOUS FLAWS:
	

	Poverty
	1
	Laws of the Elysium

	Persistent Parents
	2
	The Shining Host

	Ward
	3
	Player’s Guide


Clarifications:
Aged:
You were embraced after some time of living; and you appear to be at least 60 years of age.  Your maximum number of physical traits is reduced by 2.

Compulsion:  This is a mild form of the Obsessive-Compulsive derangement.

Ghost Sight:  This ability lasts a maximum of one hour.  You must test against 10 traits & spend a Will power to activate (The Willpower is lost no matter what), and it can only be used once a night.  If it is turned off it cannot be turned on again for the rest of the night.  You are down 2 traits on any challenges involving sight in the real world while it is on.

Natural Linguistic:  This merit will give one additional language per level of linguistics.

Enchanting Voice: You do not get the 2 trait Bonus with Dominate

New Merits & Flaws:
Business (2 point Miscellaneous Merit): You have the resources and contacts at hand to establish a small business immediately on arriving in the city.

Hollywood-itis (2 point Mental Flaw):  Either because you don’t understand what you are, or because you are simply swept away by what you are, you develop the classic “movie” traits of vampires, or at least believe that you have all the same flaws and abilities.  Talk to the ST’s about how this actually manifests.

Disciplines: 

Learning Out-of-Clan Disciplines:
The following are requirements for learning an Out-of-Clan, Cardinal Discipline:

· The teacher must have the discipline In-Clan.

· They must have it at one level higher than the one you wish to learn.

· Out of Clan costs 

· Basic: 5 Xp

· Intermediate: 8 Xp

· No out of clan Advanced, unless you are 7th generation or lower

Teaching & Learning Unique Disciplines:


This is never to be done lightly, for when you teach someone a unique Discipline, you are giving away one of your clan's advantages.  Your clan elders will be very upset.

The following is a list of requirements for learning Unique Disciplines:

· You must drink a point of blood from the Clan that the Discipline comes from. The person drunk from does not necessarily have to be your teacher.

· You must have a derangement to learn Dementation.

· You must worship Set to learn Serpentis.

· To learn the first basic of Serpentis you must have at least been taught the teachings of Set

· You must be infected with Vicissitude in order to gain the discipline.  It IS a disease.

· You must have at least three levels of Performance in a Voice-related field to learn Melpominee.

Generation Power Caps:
	Generation
	Max. Discipline Level
	Domitor’s Gen.
	Ghoul Max. Discipline

	Dhampyrs
	1st basic
	----
	----

	15th
	Basic only
	----
	----

	14th
	Basic and first Int. Only
	----
	----

	13th – 11th
	Basic, Int., & Advanced
	13th - 11th
	Basic only

	10th - 8th
	Basic, Int., & Advanced
	10th - 8th
	Basic & Intermediate

	Less than 8th
	Basic, Int., Adv., & Elder
	Less than 8th
	Basic, Int., & Advanced


Ghouls can learn some disciplines, depending on their Domitor’s generation.


This table does not apply to ghouled animals.

Animalism:

Feral Whispers:


This discipline is for talking to animals, and cannot be used between two people

Auspex:

Aura Perception:


Aura Perception can no longer be used to detect lies.


You get a free check (you don’t have to risk a trait but you must do the test) to determine if the target is Alive or Dead.  Ghouls are seen as being Alive.  However, that the target is a ghoul can be determined on winning a test and risking a trait.


This discipline should be role-played out.  You have to study a person’s aura for at least one round (three seconds) before being able to do a test on it.

Telepathy:

With amazing amounts of effort, you can use Telepathy to transmit Dominate commands.  You must fulfill the normal requirements of Dominate for the level you are using.  Using Telepathy in this way costs three mental traits, regardless the results of the test.  While Telepathy cannot be resisted with willpower, the effects of the Domination can be.


If the target of telepathy has a derangement, they can bid that derangement instead of a mental trait in defense of a challenge.  Then, if the target resists successfully, the user gains the derangement for one hour.


On all instances of telepathic contact between two people, relenting is not an option.  Weak-Willed characters are at -2 against Telepathy.  Conversely, Iron-Willed gives you +2 against Telepathy.

Celerity:

	Level:
	Combat Speed:

	Normal
	18 km/h

	Alacrity
	30 km/h

	Swiftness
	50 km/h

	Rapidity
	75 km/h

	Legerity
	100 km/h

	Fleetness
	125 km/h


The speeds listed are the average attainable speeds given a straight, unobstructed 

runway. Running at such speeds (outside of combat) require the expenditure of one blood point every minute.  Characters can try to run faster; however, doing so requires a test with an appropriate trait bid.  You can never exceed the average speed of the level above you when pushing yourself.

Alacrity:


During your Alacrity phase you can only move or attack, you cannot do both.  If you decide to move, anyone attacking you must bid 2 additional traits in order to track your movement.

Chimerstry:

Horrid Reality:


It is limited to a single aggravated damage per attack

Dementation:

Total Insanity:


The 5 derangements are drawn randomly from a derangement deck.

Dominate:


With Command and Mesmerism, if you lose the test, the person might know that you tried something, unless the command was hidden in a sentence that makes sense with the rest of the conversation.

Retesting:

· Willpower can be used to retest by the defender

· “Intimidation” to retest for the challenger. The retest can be blocked by spending an "Intimidation".

· Iron Will can grant 3 retests/night.  This cannot be blocked; however, there can be only one retest from this source per challenge.

Forgetful Mind:


When you are replacing someone's memories, you must actively speak aloud the new memories being implanted, unless telepathy is being used.


Forgetful Mind overlays the true memories of the target.  The changes can be detected and the alterations removed by a vampire of equal or lower generation to the vampire who made the original changes.  

Conditioning:


When you condition someone you have the option of doing is as a long term Mesmerism.  This allows you to implant up to a maximum of 3 Mesmerism commands, which remain in effect until it is impossible to fulfill all three of them.  However, should you go this route, you do not gain any of the normal advantages of conditioning, such as it being easier to Dominate them.


Someone under normal conditioning gains the negative trait of Predictable.

Possession:


Possession suits must be made from mortals.  Any supernatural creature or human possessing supernatural abilities cannot be possessed; the exception to this is ghouls.  


You must spend the required amount of traits regardless of the test's outcome, in addition to any lost in the test.  They are not considered spent until after the test. So, if Joe Giovanni had 10 Mental traits and he wanted to do Possession but keep Necromancy, he would bid one Trait and be considered at 10 Traits for purposes of the test.  Then, regardless of the test outcome, he would be down 5 Traits (6 if he lost).


A sheet must be provided for both the Possession suit and the character; the local ST will have complete control over your body regardless of its location.

Fortitude:


If you wish, you can use Fortitude to block a staking, but you must choose to do so before the simple tests are done for the staking.  If you soak the damage of the staking itself down to nothing, then the staking fails.

Aegis:


When you expend a permanent Willpower to use Aegis, you may use a Willpower trait that has already been spent in that night to do so.  However, you must spend any unused Willpower traits first.

Melpominee:


To use this ability, you must have a Performance level in a vocal ability of at least 3.

Necromancy:

See the Giovanni section

Rituals

As a character masters a new level in their primary path, they gain one "free" ritual. The ritual gained may be of any level up to the level you have obtained in the Path. Additional rituals may be purchased/learnt.


When casting a ritual you do a static test with an ST or Narrator

· Basic Ritual Vs. 4 Traits

· Intermediate Ritual Vs. 7 Traits
· Advanced Ritual Vs. 10 Traits
Role-playing:


Necromancy must be role-played out.  Chanting and/or drawing out runes with your fingers must now be done as you cast your spells.


If you are in the middle of casting and someone attacks you then you must do a static test with the ST/Narrator on the scene vs. the traits listed above to maintain your concentration.

Obfuscate:


You may not remain Obfuscated when using Celerity.

Mask of a Thousand Faces:

Mask does not allow you to change volume or dimensions.  You cannot use it to hide bulky items (i.e. guns, stakes, laptops).


You can Mask clothing, but you must be wearing equivalent clothing in order to alter its appearance (i.e. to have a tie as part of the mask, you must be wearing a tie under it).


If the appearance under the Mask is very close to the Masked appearance, Heightened Senses will not allow you to be able to tell Mask is up, though you can tell something is odd. Investigation can be used to get more information.

Obtenebration:


The effects of Potence and Fortitude are reduced by one level when used with creatures created by Obtenebration.

Shadow Play:


The social trait gained from this power my not be bid, and only helps on ties

Shroud of Night:

While you don’t have to have blind fighting to initiate a challenge in the shroud, if you do not have it, you are down 2 traits on all tests, gain the negative trait clumsy, and cannot cancel the darkness retest. 


Heightened Sense or Eyes of the Beast will reduce the trait penalty by 1.


While in the darkness, anyone can call for a darkness retest.  In order to cancel this retest, you must burn a blind fighting.  The person who created the Shroud is unaffected by its darkness.  

Arms of the Abyss:


You can create one arm for every level of the Occult ability that you have plus 1.

Black Metamorphosis: 


You get one attack per arm.  The negative trait clumsy goes away at the end of the combat, and its effects are not cumulative.

Potence:

	Level
	Weight
	Combat 
Leaps
	Vertical 
Jump
	Horizontal 
Jump
	Other Effects

	Normal
	250 Lbs
	
	4 Feet
	8 Feet
	Break Wooden Door

	Prowess
	350 Lbs
	3 Steps
	8 Feet
	16 Feet
	Break Metal Fire Doors

	Might
	500 Lbs
	6 Steps
	12 Feet
	20 Feet
	Flip Small Cars

	Vigor
	800 Lbs
	9 Steps
	16 Feet
	24 Feet
	Punch Through A Cement Wall

	Intensity
	1200 Lbs
	12 Steps
	20 Feet
	28 Feet
	Punch Through Reinforced Steel Doors

	Puissance
	2000 Lbs
	15 Steps
	24 Feet
	32 Feet
	Punch Through I-Beams


These are the average of what the character with that strength level can do.  Characters can try to lift more or jump farther; however, doing so requires a test.  You can never exceed the average achievable amount of the level above you when pushing yourself.


With a runway of 30 feet, the use of Intermediate-level Celerity gives 1.5 times the leap distances on this table (Shown above).  Advanced-level Celerity gives double the distances.  Celerity-enhanced leaps always require an Athletics challenge, and may require more than one level in the ability, depending on the circumstances.  

 In combat, Potence cannot be combined with Celerity; you only get one leap per combat round, and the leap takes the whole round.

Puissance:

The sheer force of the blow causes the additional level of damage in Puissance; therefore, weapon advantages do not apply to it.  In game terms, this means that it causes one additional normal wound, not an additional aggravated wound.  For example, if you had puissance and feral Claws, you would do an Aggravated wound as you first wound followed by a lethal.

Presence: 

Summon:


When using this power, you must summon the person using their name for one full minute.  Should you not know the person’s name, you can describe them.  When summoned you must go to the location that the summoning was performed and physical present yourself, not to the person who summoned you, unless that person is still standing in the same spot.  Once you have gotten to that location, the summons is over.  If getting to the location places you in an immediately dangerous situation (ie. walking through flames, into a room full of people waiting to attack you.) the summoning ends.  However, you will take all steps possible to complete the summoning while avoiding the danger.


The summoning also ends at dawn at the target’s location.


You must have had personal contact with the person in order to summon them; a description, telepathic impression, or anything of that sort will not work.

Majesty:

If you have Eerie Presence and spend one willpower as normally required, you have a fear-based Majesty.  A second willpower will have to be expended to invoke normal Majesty.

Protean:

Earth Meld:


You may only take small personal possessions with you when you earth meld.

Earth Meld is an action; you cannot do anything else while doing it & it cannot be done as a Celerity action.  

Shape of the Beast:

As per the Gangrel Clan book.

Quietus:

Scorpion’s Touch:


The venom wears out after two days.

Baal’s Caress:


The venom wears out after two days.

Thaumaturgy:

Rituals


When casting a ritual you do a static test with an ST or Narrator

· Basic Ritual Vs. 4 Traits

· Intermediate Ritual Vs. 7 Traits

· Advanced Ritual Vs. 10 Traits


Thaumaturgy is both extremely powerful and difficult to master. It is jealously guarded.  Kindred not of clan Tremere seen using Tremere Thaumaturgical abilities will be hunted down.


If you are in the middle of casting and someone attacks you then you must do a static test with the ST/Narrator on the scene vs. the traits listed above to maintain your concentration.

Role-playing:


Thaumaturgy must be role-played out.  Chanting and/or drawing out runes with your fingers must now be done as you cast your spells.


If you are playing a Tremere, please ask to see the OWBN Thaumaturgical Package for rules regarding this power.

Vicissitude:

Remember that this discipline is a sickness; learning it could have unpleasant side effects.

Flesh Craft:
You cannot use this discipline in combat to do anything other than grant negative traits to your victim. If you grant an additional health level (which is applied to the bruised category) to an individual, the recipient’s physical trait maximum is permanently reduced by one. Inversely, you may reduce the individual’s bruised health level category by one to raise his physical trait category by one. You may also grant one additional appearance related social trait (which may go above their trait maximum) with Flesh Craft. 


Bone Craft:
Twisting bone in combat will give the negative physical Lame to the victim. With either Flesh or Bone Craft these attacks take a full round to complete. 


Horrid Form 
The additional damage inflicted on opponents with this discipline only applies to bare handed attacks. (i.e. you cannot use Horrid Form and an ax to inflict two additional damage.) 


Blood Form:
You may not gain the benefits of potence or celerity while in this form. If your last blood trait is consumed by a vampire while in this form, you are diablerized.
Game Mechanics:

Tags:


Tags are available at the sign in desk.

Social Traits (x3 or more) 

· Alluring

· Gorgeous

Negative Traits (x3 or more)

· Clumsy 

· Flabby 

· Lame (roleplay this, even if x1) 

· Puny 

· Bestial (x2 or more with description) 

· Repugnant

You do not change tags if you temporarily loose traits. The loss of traits in a challenge is not an actual loss of the attribute, but a representation of your PCs belief that they are no longer as 'buff' or 'eloquent' as they can be.  This is the reason you can replenish your trait supply with a willpower expenditure.

The following Merits/Flaws must either be placed on a tag or be obvious in some way:

· Blush of Health 

· Short 

· Huge Size 

· Smell of the Grave 

· Disfigured 

· One Eye 

· Child 

· Deformity 

· Mistaken Identity (it even says so in the book) 

· Eerie Presence

Blood:

· Each Blood Trait is roughly equivalent to one pint (16 oz.) of blood, and as such will not quite fit into a standard glass, beer bottle, or soda can. However, this amount is strongly dependent on generation and as such, the following rule of thumb should be followed. For every generation below 10th, the Blood Trait takes up roughly one less ounce, and for every generation above 10th, one more. This property cannot be used to determine the generation of a vampire unless it can be proven that you have exactly one point of Blood in your possession (the size is given here only as a guideline). In most cases, you will have slightly more or slightly less, but for game balance it will act like one exact blood point. The most common method of transporting blood is in single blood bags, which can be seen in use wherever there is a blood bank or blood drive.

· It should be noted that unless the vampire in question has at least two levels of the Medicine ability, these points cannot be drawn and saved for future use. They represent blood drunk directly from a living vessel. 

· Each hunting attempt takes 15 minutes. However, a character with specific blood tastes will generally take twice as long to hunt, unless that blood type is prevalent in the area being hunted.  Hunting will frequently depend on circumstances.

· Drinking down a point of blood requires an entire action/turn. Celerity will not increase the rate of ingestion. 

· Blood consciously burned for Physical Traits, Celerity, Potence, Protean, and healing may only be burned at the beginning of a turn and must be announced out loud.

· A vampire in frenzy will always burn blood to prevent torpor if they are able. They will also burn blood for physical traits if they have blood left over and the ability to spend it in a given round.

· Blood may be expended to create artificial, human like traits for one hour. (Warm skin, breathing, heartbeat, and foggy breath).  For each Humanity trait below four a vampire possesses, she must expend an additional point of blood.  For example, a vampire with three Humanity must expend two points of blood to create this effect.  This effect is not possible for those on a Path other than the Path of Humanity.

· Once blood is removed from a vampire it becomes inert in a matter of minutes.  No way is known to store the blood.  There may be some magical ways to store the blood of a vampire, but if so, no one is talking.

Challenges:


When the challenge is started, both parties must bid an appropriate trait.  If either side does not bid a trait, they lose on ties.


You can relent to any challenge, unless otherwise stated.

Retesting:


You now only get one retest from each source. Abilities, Merits, Disciplines, and Willpower are the areas you can generally get a retest from.  

You can only cancel a retest with an appropriate retest from the same source (ie. an Ability can cancel any Ability, A Merit can cancel a Merit and so on.)
Abilities:

· These are now burned when you call for a retest; you do not get to keep them when all the tests are done based on who won or lost.

· The other person in the test may use an ability to cancel out your retest. In this case, both parties would lose the level bid in the Ability for the night. 

· Should you wish to have a better chance to get a retest you may call for a retest using multiple levels of the Ability, to your total for that ability. 

· Your opponent can spend an equal number of levels to cancel your retest.  This would mean that both parties lose all bid levels and the original challenge would stand.

· If they do not cancel the test, you do a normal test. At the end, regardless of the outcome, you lose the number of ability traits you have bid.

Willpower

· You gain willpower back at the rate of one each game

· Only gives one retest when you are being challenged.  It cannot be used as an offensive retest.

· A willpower retest cannot be blocked.

· Exception, if will power is used to simulate an Ability then it is treated just like an ability retest.

Combat:

Moving and Attacking:


You may take up to two steps and attack without penalty.  On your third step, you suffer a two-trait penalty on your attack, which means that you have to bid three traits.

Drawing a Weapon:


While you can draw a weapon and use it in the same round, doing so causes a 1-trait penalty, so you would have to bid two traits in order to hit.  Items such as quick draw holsters or Arm rails remove this penalty.

Healing:


In order to heal aggravated wounds, it costs 3 blood, 1 willpower, and a night’s rest.  If you wish to let the aggravated wound heal naturally, they will heal back at the rate of one wound per month.  Please note that if left to heal naturally, the wound will leave scars. For each of these scars, you gain a repugnant negative trait.

Fair Escape

There are many circumstances under which kindred may call for fair escape. Under no circumstances does a properly called fair escape require a test. For fair escape to be possible at all, there must be a clear method of egress.  Ask an ST.

Surprise

People who are Surprised may only soak (bid a Stamina Trait), and cannot dodge or attack for that turn. 


Surprise is an ST call.  If you want surprise in a situation, talk to an ST beforehand.  Also, if both parties involved agree that someone would be surprised, then that person is surprised.
Staking

Vampires that have been staked are physically immobile. They may not use any disciplines. They remain aware of activity around them. 


If you are staked while awake, you remain awake.  While staked, you awaken with the sunset as normal, spending a blood trait each night.  You cannot lapse into torpor willingly during this time.


If a character is able to successfully soak the damage, either through fortitude (i.e. Aegis, or reducing the damage), a ballistic vest (the vest takes the damage), or with some other means that will prevent them from taking the damage, then they cannot be staked


In order to stake someone with a missile weapon, you must succeed in four simple tests.

Torpor

	Humanity Level
	Time Missed

	Humanity 5
	1 Month

	Humanity 4
	1.5 Months

	Humanity 3
	2 Months

	Humanity 2
	2.5 Months

	Humanity 1
	3 Months


If you are on a path and fall into torpor, your character is out of play for 4 months unless they can get the blood of a kindred 3 generations lower.  The blood of a Tremere using potency does count towards this.  Blood rage also works to immediately revive; however, if you have no blood left in your system, feeding you and then blood raging you will not work.

Combat Sequence

There is a proper sequence to be followed in combat, which makes for combat that is as realistic and fair as possible. This sequence should be followed for all combat. Wound modifiers are in effect instantly upon receiving the wound.

1. Spend blood (must be announced)

2. Social or Mental Challenges (may choose to wait till 4th step; must be announced) 

3. Declare Normal Physical Action

4. Alacrity (replaces the normal action)

5. Normal Physical Action (includes a physical action bidding mental traits; i.e. firing a gun)

6. Swiftness 

7. Legerity

8. Elder-level Celerity (not that you have to worry about that)

9. Thaumaturgy goes off just before normal actions (is declared in Soc/Ment actions)

Frenzying and Effects:

· Willpower can be used to resist the Frenzy

· While in Frenzy, you cannot use Mental or Social based powers

· You don't suffer the effects of wound levels other than Torpor or Final Death

· You cannot do any Social Challenges other than Intimidation

· You need not risk a trait in a Social Challenge, and the only social tests you can take part in must have to do with calming you down.

· The Beast will use all of its power to remain in control; it will spend willpower for retests.  

· While in Frenzy it is very hard to be Dominated.  The person doing the Dominate must get right up in to your face to make eye contact.  This will likely make them the closest target.

· Role-play the frenzy.  The frenzy causes you to attack with teeth and claws.  Weapons will rarely be used, only as bludgeoning weapons, and will quickly be discarded.  You will attack the closest person, without regard to who the original target was.

· The Beast will use blood every turn it is in control.  First, to heal wounds, followed by Celerity and then to pump up its physical traits.

Humans


For each point of blood you take from a human you cause one level of bashing damage (2 is safe).  Damage affects humans as per the following table:

	Wound type
	Damage Received

	Bashing
	1

	Lethal
	2

	Aggravated
	3


Social Tests:


A social challenge cannot require someone to do something that is harmful or suicidal to him or her.  Something stupid will give you the opportunity to spend willpower to ignore the suggestion, but you have to avoid that character for five minutes afterwards.


Social challenges should be played out.  The test will usually represent at least several seconds of conversation; that time has to be played out before the test can be done.

Status:

1) Status Beads: White is Personal Status, Red is Acknowledged, Purple is Postional

2) Status is titular, and common knowledge between Kindred. The question "How much status do you have?" is an out-of-character question. In character, it is assumed that each Kindred knows how much status other than Acknowledged Kindred have, assuming that they have met at least once within the last few weeks. A proper analogy would be the granting of a Dukedom or Knighthood by a monarch. 

3) Status is only effective insofar as other Kindred know of it. Status granted must be given in public, preferably at Elysium and announced on any available or applicable listserves. Status cannot be granted in closed meetings or in private. Any status granted this way cannot be used until it is openly announced, which must occur previous to any challenge it is used in; the challenge itself is not an announcement of the granting of Status. 

4) It is the responsibility of the player/character to keep abreast of changes in Status. In the event that another Kindred declares Status of which you were previously unaware, you can either accept their word, or choose to ignore their status, which may lead to repercussions. Afterwards, the player is encouraged to verify the Status with the granter or harpy. 

5) In certain social challenges, temporary Status Traits may be added to your total traits. However, that temporary Status is gone for the night.  If loaned status is used this way, it is used, and will revert back to its owner at the end of the night. Although certain Status Traits may not be the original bidding trait in many challenges, they may be counted in total number of traits, much as Quick does not relate to strength-based challenges, but is still counted in total physical traits for that kind of Physical challenge. 

6) A title of Tolerated or Recognized given to non-Acknowledged Kindred is not Status, and cannot be used as such. Presented or Accepted also cannot be used as status.

7) Other Kindred can ignore status. Another Kindred can choose to ignore some status or all of it. Of course, the granter of the status may take this as an insult, and take it up with the Harpy.

8) Because it is easier to lose favor than gain it, loaned Status cannot be used to grant Status, though it can be used to remove it. After any use, loaned Status reverts back to its original holder. Use of loaned Status requires the Kindred granting the Status to publicly announce the loaning of Status, both previous to the action and during the challenge if possible.  

9) For each step towards the blood bond, the donor effectively holds 2 "temp" status up on the receiver of the blood (1/3=2 temp, 2/3=4 temp, full=6 temp).

10) If a character has incurred a boon towards another, he or she has a "boon" status that can be used in comparison of status or social traits against the character that owes the debt. Each level of debt is a "boon" status, as follows: trivial=one, minor=two, major=three, blood=four, life=five. These are considered temporary status.

11) Any status loaned has an assumed 30-day time limit, unless it is returned beforehand or a return date is specified.  A lender may choose to renew the loan once the time limit has expired.  

Clan Status (Prestige)

1) Under a normal background, your character would have one Clan Prestige from his clan at the start of the game.

2) Most clans have or are working on Prestige guidelines for their clans.  Before granting prestige it is recommend that you ask what they normally do.

The Position of Harpy 

1) There is no cost for the Harpy to restore Status he or she has stripped, as long as the Status has not been stripped for more than a month. 

2) The Harpy can, once per month, grant a single permanent Status Trait to any Kindred in the city, so long as they are members of the Camarilla (i.e., no Trustworthy for the Giovanni). The Harpy need not do this, if they see no Kindred deserving of the Status. 

3) Any Kindred Accepted in the City may petition the Harpy for an Inquisition of Status. If the Harpy chooses to, he or she may then start an investigation into another Kindred's Status and whether or not it is deserved. If the Harpy deems that it is not, they may strip the undeserved Status. On the other hand, they feel that the Status is deserved; the Kindred bringing the accusation may find themselves subject to the same treatment. 

4) The Harpy may not strip a Kindred of Accepted, as it is not their domain to decide who is welcome or not.  However, they may remove Acknowledged.  There can be further consequences, depending on the power of the one who Acknowledged them originally.  
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