Brujah

The Brujah are inheritors of a majestic and ancient legacy, which is unfortunate. Tonight's Brujah seem less like a clan and more like a mob. Punks, terrorists, revolutionaries, criminals, gang-bangers and the like make up the Brujah; the clan seems to be united in nothing save its contempt for the institutions of vampire and mortal society. Well, this is not entirely true; Clan Brujah are among the most savage vampires, and the most trivial slight or annoyance may trigger a howling Brujah frenzy. The clan's disunity keeps the Brujah tenuously in the Camarilla, but Brujah thugs routinely defect to the anarchs, the better to strike against their hated elders. Even the "tamer" Brujah annoy the elders and princes routinely through acts of defiance and rebellion. Despite their recalcitrance, however, Brujah are valued as warriors; they are perhaps the most dangerous vampires in a straightforward battle. To anger a Brujah is nigh suicidal - and Brujah are notorious for their tempers.

Character Creation:

New Backgrounds:

Alternate Identity:

You maintain an alternate identity outside your own, complete with papers, birth certificates or any other documentation you desire.  Only a few may know your real name or identity.  Your alternate persona may be highly involved in organized crime, a member of the Camarilla, an Anarch, or a con artist who uses alternate identities for her game.  Indeed, some may know you as one individual while others may believe you to be some else entirely.

(  
You are new at this Identity game.  Sometimes you slip and forget your other persona.

((  
You are well grounded in your alternate Identity.  You are convincing enough to play the part of a doctor, lawyer, funeral salesman, drug-smuggler or a capable spy

(((  
You have a fair reputation as your alternate persona and get name-recognition in the area where you have used it.

((((
Your alternate identity has respect and trust within the area you are using it

(((((
You command respect in your area, and may even have accumulated a bit of status.  You have the trust (or at least recognition) of many powerful individuals within your area.

You can burn this background to cover up your IC mistakes.

Merits & Flaws:


The merits and flaws listed in the NBCB are useable with the following exceptions or changes:

Dynamic Personality (5 pt Merit)


You can buy backgrounds at a cost of 1XP per dot in two of the following areas: Allies, Contacts, Herd, or Retainers

Uncontrollable (5 pt Flaw)


Allowed as written at this time, as a test.  It may be removed at anytime if we find it unbalancing.

Combo Powers:

In order to get Brujah Combo Powers, you must full fill the following requirements and you can never learn more then one of them.

· Your character must be a Brujah

· Burning Wrath is only for the Iconoclasts

· Iron Heart is only for the Idealists

· Pulse of Undeath is only for the individualists
· Your character must first learn that the discipline even exists.

· Your character must find a teacher for it.

· Your character must be 10th Generation or lower.

· XP cost is listed in the MET rules section of the description

