Malkavian:

At first glance, the members of Clan Malkavian do not appear to be a clan at all; they are chosen from all races, creeds and social strata. But Malkavians, regardless of mortal standing, bear one disturbing commonality: They are all quite mad. Whether from the clan's choice of victims, the circumstances of the Embrace, or some property in Malkavian blood itself, all Malkavians go insane shortly after the transformation (if they were not insane to begin with). Accordingly, many Malkavian find themselves pariahs, ostracized by a vampiric society fearful of their random urges and capricious whims. Wiser Kindred, however, prefer to keep the madmen close at hand: behind the Malkavians' lunatic cackling and feverish ranting lie smatterings of insight, even wisdom.
Character Creation:

Dominate vs. Dementation:

All Malkavians start with Dementation; they no longer have the option of starting with Dominate.
Merits & Flaws:


All merits & flaws found in the NMCB are acceptable as written, with the exception of Disembodied Mentor, which may not be taken.

Disconnected (2 Trait Flaw) - Relatively common, especially amongst higher generations (12+)


You have no connection to the Malkavian Madness Network and will not be recognized as a Malkavian through that medium. You never hear the Call, cannot talk through Babble, and have a continual vague sense of emptiness. Even if the Malkavians do eventually accept you as a part of the clan, you may be considered by the elders or more snobbish Malkavians to be of inferior blood. You may not purchase Malkavian Time, nor can you access or use the Madness Network in any way. 


Through extensive role-play, probably involving tutelage from experienced Malkavians, this flaw may eventually be overcome. The value of the Flaw roughly balances out the loss of the clan advantage if taken at character creation. It may be possible for an elder Malkavian, highly experienced in the Madness Network and with appropriate rare Disciplines, to expunge a Malkavian from the Network, inflicting this Flaw upon them.

Spammer (3 Trait Flaw) - Rare


You somehow actively disrupt the Network in your immediate area. Any Malkavians within 10 paces of you will be bombarded with low-level mental static, making them one Trait down on all Mental Challenges, and probably very irritable. If you are visible to them, you are clearly the source of this headache-causing white noise. On BabbleNets you are a constant low muttering (current emotions, rough surface thoughts) audible to all on the subnet, and thus often find yourself uninvited unless your presence is vital. Additionally, you suffer the Flaw Lagged, but gain no extra points from this Flaw.

Operator (5 Trait Merit) - Fairly rare at any generation


Your exceptional awareness of the Madness Network, possibly due to the favor of Malkav, points you out as a beacon of light to other Malkavians nearby. All Malkavians in the city will be aware of your presence as a spirit-bolstering slight shining hum in their mind, although this will not reveal your actual location unless you are directly visible to them. Malkavians do not need to test to see if you are Malkavian - they know you are already and may well accord you additional respect for your spiritual closeness to Malkav. 


Additionally, you may learn one Trait of Malkavian Time above your normal generational limit. Any recipient of an impulse across the local area Network from you always gets an additional free retest to interpret the impulse more clearly.

Access Granted (2 Trait Merit) - Rare, Malkavian-sired Caitiff only


You feel things - emotions not your own - and hear creatures speaking in the back of your mind. Sometimes you can speak to the voices if you think hard enough, and sometimes they speak back. They don't make a lot of sense. Your head hurts. But you're not crazy. Are you? Those people are looking at you strangely...


Some thin specter of Malkav still holds you and you can access, to a limited degree, the Madness Network of the Malkavians. You most likely don't know what it is, or that it is the MMN at all. You can initiate a message to the Network by spending a Willpower Trait, and resolving the MMN challenge as normal. An additional Willpower Trait can be spent to retest in place of Malkavian Time. You cannot test to clarify another's message, however. You can be included in a Babble conversation even if you do not have a derangement.


If you are tested by a Malkavian for membership of the clan via the Malkavian clan advantage, you will be identified as an anomaly and possibly targeted subconsciously by them for destruction. You don't know this.
Abilities:

Malkavian Time:

Malkavian Time, the Ability, correlates directly to the Malkavian's connection to the Network. Only Malkavians can purchase this ability. Malkavians with no connection are considered Disconnected (see Flaws). Malkavians with a connection, but no levels in Malkavian Time are considered Unskilled. Unskilled Malkavians may receive messages from the network, but may not willingly transmit messages of any sort.

Newly created characters may start with no more than one Trait of Malkavian Time without a strong written background and Storyteller approval. Newly Embraced Malkavians will only start with Malkavian Time in exceptional circumstances. 

Learning more Malkavian Time takes time and concentrated effort (and Experience Traits and role-playing and Storyteller approval). There are NO specializations in the Malkavian Time Ability. Sorry.
Malkavian Madness Network: 

Malkavians can contact one another by the Malkavian Madness Network (MMN).  To make contact with another Malkavian, you must win a simple test (Malkavian Time as a retest).  Then a message can be sent.  They must do the same to reply.  The message will be in the form of an image.  You have 30 seconds to describe the image; please remember the image is being filtered through your derangement, and that should effect how it looks.  Also, the person receiving it is filtering it through his or her derangement, so it might be a little different for each person.

Malkavian Time must be used if you wish to send emotions along with the message

Clan Identification



Any Malkavian possessing the Malkavian Time Ability may call a Simple Test against another character within line of sight, conversational distance and with minimal intervening obstacles between the two, to ascertain whether or not they are in turn Malkavian. In game time, this counts as any other Social Challenge sequence, although social interaction is not required. Social Traits are used to determine ties and initiative, if required. This Test can be retested with the expenditure of Malkavian Time. If the test fails, the results are inconclusive. A Malkavian may only test any specific character once in any given scene/hour.


If a Malkavian specifically does not want to be recognized, they may choose to retest the Simple Test with Malkavian Time. This is subconscious. The target does not know that he is being scanned, nor does know who is scanning him, unless the observing Malkavian is obvious in his light concentration.

Malkavians who are disconnected cannot access this gift and will register as non-Malkavian to a successful test. Unskilled Malkavians will register as Malkavians if tested by a connected Malkavian, but may not initiate a scanning challenge themselves.

Combo Powers:

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

· Your character must be a Malkavian

· 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 listed in the MET rules section of the description

