Gangrel

Of all vampires, the Gangrel are perhaps closest to their inner nature. These nomadic loners spurn the constraints of society, preferring the comfort of the wilderness. How they avoid the wrath of the werewolves is unknown; perhaps it has something to do with the fact that the Gangrel are shape shifters. When a mortal speaks of a vampire changing into a wolf or a bat, she is probably speaking of a Gangrel. Like the Brujah, Gangrel are fierce warriors; unlike the Brujah, Gangrel ferocity does not stem from anarchic rage, but from animalistic instinct. Gangrel have a keen understanding of the Beast in their souls, and prefer to spend their nights in communion with the animals whom they so emulate.  In these modern nights, many Gangrel are leaving the Camarilla and going independent.

Character Creation:

· You must decide if your Gangrel has remained loyal to the Camarilla or if they have gone independent.

· You cannot take one of the Animal beast features listed in the NGCB without ST consent.

The Feral Negative Trait:


For each point of the “feral” negative trait that you take, you gain an animal-like characteristic, or one that you have becomes more predominate.  Be it sniffing at other people as a way to get to know them, scratching yourself behind the ears, or licking your hand and running it through your hair, these negative traits are something that should affect you and the way you act.

Abilities:

Brawl Specialization - Rending: TAC


This is a special Gangrel ability specialization and is a clan secret.  It can be taught to outsiders, but teachers have found the punishment is often severe and final.  


A vampire with claws can try to cause his opponent to lose more blood then usual by raking him in blood-bearing areas of the body.  Vampires’ veins are no longer used to transfer blood; a mysterious act of osmosis instead seems to occur.  However, there are areas of the vampire body where quantities of blood gather, such as the Heart or neck.  A simple wound is not enough to cause the increased loss of blood, so the Gangrel have developed a method of ripping flesh away in a huge chunk, using a hook action with their claws.  This tears the vampire open, spewing blood in such a gout that the victim cannot immediately stop its loss.

In order to learn it you must have the following: 

· Brawl at level 5

· Knowledge that it is even possible

· A teacher 

· It costs 4 XP to learn

Game Mechanics:

 
After a successful hit, you do a simple test (like a High Caliber gun), a success or tie means your victim loses a trait of blood from your attack, along with the damage.

Merits and Flaws:

Superstitious (2 pt Flaw) OGCB

You have a number of misconceptions about what you are.  In the absence of a sire, you have become what you believe yourself to be.  “Hollywood-itis,” the belief that one has the powers and the limitations of one of the several movie vampires, is the most common form.

Ruse of the Wolf’s Clothing (2 pt Merit) OGCB
In animal form only, the vampire still smells alive, even to the super sensitive nostrils of the Lupines.  

Gift of Proteus (1,2, or 4 Pt Merit) OGCB

This merit allows the Gangrel to “fine-tune” the shapes achieved by the Protean Discipline.  The number of points spent determines the scope of the variation, which must be specific, approved by the ST and defined when the Merit is chosen.

1 Point:


The character can vary the special effects.  The character may modify the incidental effects of a form.  An Example would be Red Eyes might glow an eerie green instead of red.

2 Points:


Grants either an additional Fight or Flight form.

4 Points:


Grants an additional Fight and Flight form.

Disciplines:

Protean

Shape of the Beast:


Use the rules found in the NGCB on page 67

Combo Powers:


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

· Your character must be a Gangrel

· Your character must first learn that it even exists.

· Your character must find a teacher for it.

· Your character must be 10th Generation or lower.

· XP cost is half the listed Table top prices, round up
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