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Introduction

2S5t 02YS (2 GKS NMHzZ Sa F2NJ b2NBAOK {loolax | fA@S
setting @ka. One World of Darkness, Old World of Darkness) created by White Wolf Publishing and
currently owned by White Wolf Entertainment (a subsidiary of Paradox Interaciitefse rules are
adaptedfroma A Y RQa 9&S ¢KSI (LAY RRE ¢ 8 &8vE of th& BighthRBvis&d(

by White Wolf Publishing aridaws of the Night: Vampire the MasqueraaeBy Night Studios along

with a whole host of supplements for both of these game lines and the tabl¥@mpire: the
Masqueradeggame.

¢ KS W2 2 NI R isanfich bke g rfofSendayreal world, however supernatural creatures
such as Vampires and Werewoha® real and have their own politics, wars and sociathhidden
FNRY (GKS dzyadzalLISOGAy3 Yl aasSa 2F Kdzvlyiaidex

Norwich Sabbat is principally concernedth Vampires, who like the legends, struggle with
animalistic urges, burn up in sunlight, need to drink blood to survive and do not die of natural
Ol dza Sa X

All Vampires are supposedly part of agloBaNB I yA al GA2y OFft SR GKS W/ I Yl
Wa ldaSjiNF RSQ> GKS ARSI GKIFG xFYLANBaE gAatt 2yte oS
Camarilla is an oppressive nésudaist societfy. ¢ KSNBE GKSNB Aa 2yS I YLANE
authority over each City with a significant population of VampB 4 X 2 Fi Sy NBFSNNBR
GKS Y2NB AYyF2N¥If WCASTQd Ly GKS /[ FYFENREEIFT (K¢
Prince) have all of the power and use younger Vampires as pawns and eacigen, who they

keep in line through feannanipulation and the power of ingested Vampire blood which creates
mndO2y i NRf f Ay3a Wof22R 02y RaQmharillasaciety is oilp actiévédz | RJ |
through nepotism, backstabbing and skulduggang immortality is often very, very short.

VaY LANE YedakKz2t23e adlrasSa aGKIFIG &t 1 YLMANBAa INB R
more Vampireey!) who transformed into the first Vampire after being cursed by God for inventing
YdzZNRSNJ 2y KA&a ONRBOGKSNI ! 0SSt o NKSIAA W8I BWISAUS (6 2§D NIFE
GdzNY SYONI OSR (KS W! yiSRAfd@AlIyaQ SIFEOK 2F gK2Y
Some tales state that the Antediluvians will rise and destroy their progeny during the vampiric

L2 O f @LJa S 2 FrallWw hiS &dByif fidmidsed ds Figlirdive mythology orfar-fetched

fairy-tale by the pragmatic and cynical members of the Camarilla, with the exception of the very

9f RSaid Iyz2y3ad GKSY ¢gK2 1y2¢ GKS {NYziKX

The characters in this game are part of a seralbut globally growing organisation/cult of Vampire
NBoSta OFffSR G(KS W{IrooldQ ¢gK2 SEAalG G2 FAIKG 0
Gehenna has clearly started. Members of the Sabbat claim to follow the original decrees of Caine,

whoi KS& aSS Fa + NRtS Y2RSt IyR Ll2aaAroftsS al ga 2 dzNX
FYR 2F0Sy NBFSNI 2 GKS {loold Fa OKBwidihz2NR 27F
symbol representing this.HE Sabbat tends to attract neweedder Vampires whare willing to step

out of line and break the taboos of traditional Vampire society. SaBbatNY Ay 2 3I NP dzLJa 2
which work together to overcome individually more powerful Camarilla Vampires, using the power

of mystical rituals2 NRita4) (2 dzy A0S (1 KSY -bongshf tlieiNBldeds. Natkaly, o0 f 2 2 R



someone has to direct these fractious packs and so the Sabbat has its own peégmws
KASNI NOK&> ¢gKAOK AyOfdzZRSaE W. AaK2LJAQ 2 Nbbst! NOKOG A :
52YFAya 2N WRA20SaSaqQo

New characters in the Sabbat typically start off as a base level member of a pack, although because
the end of the world has been going on since 2004, you will be pretty tough, weird or capable
compared to the average Cainitdo 1 KS 2 2NI R 2F 5FNJySaax

New Characters

Although (un)life is cheap and characters may die or retire, If you have had a character in the system
previously, regardless of their fate you can retain half of all experience points you spent and all
unspent expeience points for a new character.

Rapidly Explained Statting Rules

Traitsq 9/7/5/3 allocated to Beast, Social, Mental & Physical.

Abilities - Put 5 in one ability, 4 in another, then 3,2 and 1. Split 7 (9 on Humanity) points amongst
Conscience/Convictip Couragend SelfControl Instinct

Disciplines; 12 xp spent on in clan disciplines

Generation- starting generation is'§ gain 1 xp for each higher gen you would like to be
Willpower ¢ determined by generation

Blood ¢ determined by generation

Merits/Flaws ¢ point-for-point, flaws in excess of your merits grant bonus xp, you can benefit from
up to 7 xp of flaws.

Experience Pointg You have 50 Experience Points to allocate as you see fit.

Trait (including Beast) = 1

Ability = 1, 2 for level 6+

Discipline = 3 Basic, 6 Intermediate, 9 Advanced, 12 Elder

Background = 1, 2 for level 6+

+ANLIdzS&a I' R2y Qi SEA&dG FyR INB y2¢ |[oAftAGASE
Willpower = 3

Path of Enlightenment = Use tabletop sin ratingsl@ (or double the ones otie website if you
OFyQt FAYR GFofSi2L) NHzA Sav o

Merits = pointfor-point



Out-of-Clan Disciplines = 4 Basic, 7 Intermediate, 10 Advanced, 13 Elder
Ritae = 1, 2 for level 6+
Blood Magic Rituals = 2 Basic, 4 Intermediate, 6 Advanced, 8 Elder

Combination Disclimes = Based on the single highest prerequisite discipline@lan cost

Challenges

2 KSYS@GSN) GKS 2dzid2YS 2F I OKIFNIOGSNDRDa | OGA2y Aa
either be made against other characters (players or-ptayers) oragdnst a set difficulty; the latter

gAft 0S NBFSNNBR (2 Fa wadadlrdiaoqQ OKIfftSyasSao ¢i
according to the trait category used. The categories Bemast Mental, Physicaland Sociaj if

multiple challenges happesimultaneously (such as during combat) these are resolved in the
aforementioned order.Occasionally a challenge on one trait type may be defended against using
FY203KSNJ ONFAG GeL)S oS3 | YFIAO alLlsStt G8yiQdza Sa
Physical Traits) in which case the challenge goes at the speedtodithigpe used for defence (even

if there is technically no defender in the challenge!)

Challenges are announced by an attacker on one or more defenders, in static challengedl y

need someone nearby to stard as a defender! If two challenges happen at the same timéhey

AKFNB GKS alyYyS GNIXAG OFraGaS3Iz2NRoO (KSy (G(KSe 0S02YS
as the attacker, meaning that generally only ori¢hem will succeed!

Challengers play rock, paper, scissors (you can use an app or ssitheeedie for this if you prefer!)

and if an attacker winsagainst one or more challengerahatever they are trying to do succeeds
against any challengers they bdanless a rdest is called for, see below). If two challengers make
the same bid then both parties compare tradsd if an attacker has more, they succeed in the
challengg(for a static challenge this will be a setmber). If both challengers have teame number

of traits, the defender wins unless the attacker has a speciality (see below). If there is no defender,
nobody wins.

Retests

If you are defeated in a challenge you may call for dest if you have a relevant ability (all
challenges will gnerally beassociated with one or more abilitie®ted in italics after the challenge
You cannot call for this fest if your opponent also haa relevant ability of an equal or greater
level. In Beast Mental or Socialchallenges you may also spentdlpower Traitto call for a retest

or to cancel ay ability (but notBlood or Willpower) re-test. In Physical Challenges, Vampires can
spend aBlood Traitto call for a retest, or cancel ae-test with the same caveatasWillpower. If a

10



re-test is not cancelled, play rock, paper, scissors again as above. A challenge caeshedrence
with an ability and once@er challengewith a Blood or Willpower trait (in any order) and then the
final result stands.

All abilities listed can generally be used as both attacker or deferflerarmsand Athleticscan only
be used as an attackddodge, SelControl, Couragand Instinctcan only be usgas a defender.

Combat

Combat is divided into rounds, which represent six seconds-ciianacter time During eachround
you canmove and perform anaction. Both of thesgenerallyhappen simultaneous)ybut technically
there is an order in which these take place if it becorimeportant (e. during some sort of crime
thriller style foot chase)

The movement phastechnicallyhappens first by default characters can move 3 paces. During this
time you should also identify any characters you are attacking or otherwise psiwgrs on.
Generally, you can target any character that you were in range of at any point during movement.

In the action phase,all actions are resolved at once, but if multiple challenges happen
simultaneously these go in the ordBeast, Mental, Physicahen Social If two characters take an
action against each other at exactly the same timg. both are making a Physical challenge against
each other) then these are resolved as an opposed challenge (see above).

By default characters can do one the faliag as an action:
Move More: Move another 3 paces (as a Physical action).

Attack: Make a Physical challendas an actionjAthletics, Brawl, Melee, Firearms, Dojlggainst
an opponent who has been in range of you at some point during the round. lfugmeead you inflict
one level of lethal damage upon your opponent.

Grapple: During the movement phase let your opponent know that you are grappling them; this
prevents you both from taking any more movement beyond the point where grappling oddaks

a Plysical challengeBrawl, Dodgé that opponent(as an action)If you succeed your opponent may

not move any more this turn and cannot move on the following rouhgou fail, your opponent can

GFr1S Ftye Y20SYSyd GKSe& RARY any aciohs&u wer& prefeédtthg G2 S|
them from doing even if this results in acting out of orddryou move before the end of the

following round, your opponent is forced to move with you.

Bite (Vampire only)Make a Physical challengas an actionjDodgé against an opponent who has
been in range of you at some point during the rouNB: the attacker on this challenge cannot call
for an ability retest by default) If you succeed you can either infligiur normalbrawling damage
on your opponentwith one level of lethal damage converted to aggravated damagearain one

11



Blood Traitfrom them. If you choose the latter, a mortal must then spend dvidlpower Traitto
resist the ecstasy dhe kissotherwise they will relent to further bites.

Actions

Most powers or Disciplines take an action to use, however some do not (noted in the description as

Yy 2 OGA2YyQUd {2YS 5Aa0ALIXAYSa 2NJ L1R2gSNE | NB
following to use (noted in the description):

w»
()

Ritual Actiong A ritualaction is generally something a bit cummbeme to do in combat rounds, but
only takes as long as you want to spend roleplaying it outside of corapa (itual can take about
30 seconds if you just want to cast a ritual before walking into a gathesirigcan take several
minutes if you and your packmates have bought costumes and learnt lines). If you do end up
performing a ritual action in combat, it takes three full rounds by default.

Downtime Action¢ A downtime action is something that is a bilnciersome to do in uptime, but
which generally can have been done before the game. If you do end up performing a downtime
action in combat (as some sort of protebie-ritualist scenariojt will take most of a scene or at
least ten full rounds by default.

Health Levels and Damage

Characters have 10 health levels by default. There are two types of datiatiel and aggravated.
Vampires can spend Blood Traits at any time to heal lethal damage on -forenee basis.
Aggravated damage cannot be healed dgrgame time by default, but is assumed to be fully healed
between games.

A character that has all of their health levels filled falls totgor for a length of time based on their

Beast Traits You may not spend Blood Traits to heal damage once youfhHea into torpor {e.

once the damage has been announced it is too latély damage, lethal or aggravate@dken in

excess of your health levels changes lethal damage already suffered to aggravated damage on a
point-by-point basis.

A character who has all of their health levels filled by aggravated damage meets final death (again,
once damage hasden announced it is too late!).

Getting a Stake through the Heart

Vampires, including the characters can be paralysed by transfixinghteit with wood, a condition
GKAOK Aa 2F0SYy NBFSNNBR (2 |a WoSAy3a adand SRQd !
can see just fine in the direction they happen to be pointing, unless someone covers their eyes or
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shuts their eyelids. They aot however, move, spenBlood Traitsor make any actions other than

purely Mental Actions that do not require any form of speech, such as many us&sgspex A

character who is in torpor or otherwise is helpless can be staked by anyone with a suffip@nty

bit of wood, assuming they are not distracted and havenethod of correctly locating the heart,

such assomeone nearby wittat least one dot oMedicine ¥ & 2dz R2y Qi KI @S GKAA&Z
combat things are a little more tricky weapons(including improvised ones like snappett chair

legs)OF'y KIF @S GKS WwW{aGlFI{1SeQ GNIAG AYyRAOFGAY3 GKIFG
construction using these to stake a character is resolves as follows

Stakey - You may attempt to stake the heart of a character with this weapon instead of attacking
normally. Make a Physical Challendéelicine, Dodgeagainst that character, on a success deal
them one level of lethal damage, if you win rgeiperscissors outght, compare your Mental or
Physical Traits to their Physical Traits, if you have more of either, that character is staked.

If at any point a stake is removed, this mystical paralysis ends with no other ill effects.

Specialisations

Whenever two characterare tied when comparing traitsf a characterhas a relevant ability
specialisationthey winthis tie rather than the defender. If both characters have specialisations, the
character with the most specific one wirfg players cannot agree ask a bystander/ref/search
engine) Characters may have multipkpecialisations in any ability, but mustJygaat least one trait

in an ability to have a specialisation.

Equipment

Weapons or armour have a number of properties depending on the level of crafting that has gone
into making them typically an item can have a property only once

Anyone can grab anake an improvised weapon with the Long, Throwable or Stakey properties
Characters witlCraftscan make weaponar armourwith 1 property of their choice

Characters witlCraftsof 5or more or an appropriaténfluencecan make or obtain weaporms
armourwith 2 properties.

Characters with supernatural crafting powers can access weapaasnourwith 3 properties.
The Technocracy or tirAeavelling True Brjah can access weapoasarmourwith 4 properties.
Armour

Armoured- Grants one extra health levper property which is losirst and which cannot be
healed, this property can be applied more than once to an item.
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Indestructible (2)¢ This armour cannot be destroyed by powers that destroy objects, suthsts
of Death the wearer still takedamagefrom attacks as normal.

Special Materiak, Thisarmouris made of a special material such as Lead.

Melee Weapons

Longg This weapon can be used to attack characters up to three paces away.

Trusty(2) ¢ If you compare Physical Traits with another character and are tied, you count as having
more traits unless that character also has a Trusty weapdrawess|f you also hav@rowess/ou

count as having more traits unless your opponent has both TrustyPamaiessIf none of this

resolves the tie, compare specialisations as normal.

Rugged; This weapon can be used witotencepowersup to and includindgPuissancevithout
breaking.

Indestructible (2)¢ This weapon can be used wiotencepowers other tharFist of Cainevithout
breaking, neither can it be destroyed by powers that destroy objects, suthsis of Death

Stakey - You may attempt to stake the heart of a character with this weapon instead of attacking
normally. Make a Physical Challenty&e@licine,Dodgg against that character, on a success deal
them one level of lethal damage, if you win rgaikperscissors outght, compare your Mental or
Physical Traits to their Physical Traits, if you have more of either, that character is staked.

Special Materiak, This weapon is made of a special material such as Silver, Gold, Cold Iron or
Byeshk.

Throwable¢ This weapon cahe used to make ranged attacks, using &thaleticsability (generally
once per combat, unless you have a way of easily retrieving it).

Ranged Weapons

High Calibre (2§ This weapon strikes for 2 levels of lethal damagainst mortal targets

Special Ammag Your ammunition is made of a special material such as Silver, Gold, Cold Iron or
Abyssal Bloodsteel.

Incendiary (2)¢ Attacks with this weapon do aggravated damage and shoot an impressive gout of
flame (which you ar@ot immune to frenzy from!) but ruin the weapon that fires them. If you fail a
challenge with this weapon and do not ha@eafts(Gunsmithinglyou accidentally set yourself on

fire for 1 level of aggravated damagdéyou haveCrafts (Gunsmithingjou can fix a ruined weapon

as a ritual action.

Fully Automatic (2), Instead of attacking normally with this weapon you may spray bullets wildly at
a number of characters equal to your dots kirearms Each character takes one level of lethal
damage unless thehave dots irDodgegreater than or equal to youfirearms You cannot use this
weapon again until you spend a Physical action reloading it.
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Minigun (3)¢ Instead of attacking normally with this weapon you may hose your enemies with a halil
of bullets. Pik a number of characters equal to your dotdHinearms Each character takes one level

of lethal damage for each dot ddodgethey have less than youfirearms You cannot use this
weapon again until a character wi@rafts (Gunsmithinggpends a ritual action reloading it.

Trusty(2) ¢ If you compare Physical Traits with another character and are tied, you count as having
more traits unless that character albas a Trusty weapon @&rowesslf you also hav@rowess/ou

count as having more traits unless your opponent has both TrustyPamaiessIf none of this

resolves the tie, compare specialisations as normal.

Armour-piercing¢ This weapon deals an extra &hof lethal damage to any character wearing
armour with health levels remaining.

Two Smoking Barrel§?) ¢ If you damage a character within three paces of you with this weapon,
you can elect to deal them an additional level of lethal damage. If you dgosocannot use this
weapon again until you spend a Physical action reloading it.

Sighted- You may substitute Mental Traits for Physical Traits when attacking with this weapon,
although your opponent still defends with Physical Traits as normal.

Snifle (3 ¢ You may make ranged attacks with this weapon into a combat encounter from outside
the OOC combat area in which it takes place, assuming there is an IC wintiwsridrFormshaped

hole which you can snipe through. Other characters can only attack jtbuanged weapons from

the edge of the combat area through this opening unless they also have a weapon with this trait.
Characters may also elect to break off from the main combat to try to attack you. Due to extreme
range and the presence of some covidta you can blast through with your powerful shots), your
dots inFirearmsare limited to a maximum of your dots Blindfighting

Havens

Secureg Your haven has significant security measures in place that prevent any character without
dots inLarcenyor Securitygreater or equal to your owisecurity, Crafter Resourcefrom getting
into it without resorting to highly unsubtle brutorce techniques or supernatural powers.

Trapped¢ Your haven has significant security measures in place thatalaecessarily prevent
entry but will deal lethal damage or restrain anyone entering them. Characters entering your haven
take lethal damage equal to your dots 8ecurity, Craft®r Resourcesninus their ownSecurity,
Larcenyor Dodge You may instead ett to prevent them from taking actions for a number of
rounds equal to the same number.

HermeticallySealed¢ Characters cannot enter your haven lifist Form, Blood Form, Tenebrous
Formor similar powers without physically making an opening.

Fireproof ¢ Your haven is filled with sprinklers, halon gas systems or has hefty chunks of asbestos
that prevent any normal fires from starting inside.

Lifeproof ¢ Your haven is highly radioactive, poisonous or flooded with unbreathable gas such as
argon that make it dadly foranimals omortals to enter withoutsignificant precautions.
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Impressiveq Your haven is stylishly decorated, full of weird dolls or is one big fleshy thing. The
visually impressive nature of this lets you use yAaademics, Craftsr Resourceso re-test Social
Challenges whilst inside it.

Bombproof (2)¢ Your haven and anyone in it cannot be damaged by bombs, incendiaries or petrol
tankers unless anyone using them has dot®amolitionsgreater or equal to your owisecurity,
Craftsor ResourcesLevel six or higher Disciplines or powers are necessary to-foae into such
havens.

Horrifically Trapped (2)¢ Your haven has really nasty security measures in place that do not
necessarily prevent entry but will deal bad things to anyone entetiegnt Characters entering your
haven take aggravated damage equal to your dotSecurity, Crafter Resourcesninus their own
Security, Larcenyr Dodge You may instead elect to have anyone so affected strung up or otherwise
restrained for a scene.

Nukeproof (3) - Your haven and anyone in it cannot be damaggdany mortal meansPotence
short of Fist of Caineannot be used to brutéorce into your haven.

Blood Traits

You are not limited in the number of blood traits you can spend in a turndJlisé A y Q

Whenever characters go to a location, the surrounding populace hB#oed Rating usually a
natural number representing how easy it is to feed in a location. Characters can regain Blood Traits
equal to this rating any time between combat encountetss takes no real time or effort assuming
there is logically time and opportunity to feed (although some characters may have flaws relating to
this sort of thing!).

Characters may optionally attempt to feed indiscreetly, regaining all of their Blaats Bt a slight
risk to the Silence of the Blood (let a ref know!). Characters Mitdcan feed one Cainite up to full
once per dot oHerdper night.

Blood Bondsand Ghouls

Cainite blood tastes really great to other Cainites, additionally the powéheoblood makes the

drinking Cainite (the Thrall), supernaturally compelled to like the Cainite being drunk from (the
Regnant). Such compulsions are known as blood bonds, or more archaically as blood Jéuitzsl
RNAY{AY3I FNRY I wBHylfy& KEKZS RRSa{ 28 ROEMIRY 3fA2y23
02yR (2 GKIFIG wS3aylryid 0aSS o0St2s0d LT GKS ¢KNJIff
increased in level on the same night, the level of the bond increases by one. The effects of blood

bonds are as follows which are cumulative:

1 Low(1-Trait) ¢ You generally like your Regnambay think and/or dream about them a bit
and certainlycannot bringyourselfto destroythem. You must spentl Willpower Traiteach
youspend trying tadiablerise youlRegnant or put thento final death.
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1 Medium (2-Trait) ¢ You deeply respect your Regnant, enjoy being with them and will seek
their presence if you have nothing better to .déoumust spendl Willpower Traitto say
anything against them or to not performraasonable favour for them. Such a favour is only
unreasonable if itvould require taking damage, using up Traits or resources or committing a
sin on their path of a level equal to or less thanur Beast Traits.

1 High(3-Trait) ¢ You are utterly in tune with your Regnant and love them deeply. When you
are not with them you think about them and may consider writing poems about them or
calling them just to check up on them. You must spg&iillpower Traitto avoid coming to
their aid if you think they need it and cannot resist performing any 1settharmful request
for them. Youmust spendl Willpower Traitto avoidperforming a suicidal action @r I-trait
sin2zy @2 dzNJ wS 3You gatndtdhave rSdkel tHarf one High blood batd time,
further attempts to blood bond you have no further effect once the first one is in place.

Even if you are under mental or emotional control, you can elect not to spend Willpower Traits to
surpass thezinculumunless a power specifically statetherwise.

Blood bonds can fade over timeowever, this requires considerable effort on behalf of the Thrall. If
you can avoid all contact with your Regnant, including text messages, social media or personalised
cakes, for one game and downtime period pevel of blood bond you have, the level of your blood
bond drops by one. The procedure is traumatic enough that during this process you start each game
with half the normal number of Willpower Traits, rounded down. Oh, yeah, also blood bonds
instantly, iftraumatically fadesxhenif you put your Regnant to final death.

If you feed your blood to a mortal, they also like the taste and are transformed into a subservient
adzLISNY I (G dzNF £ ONXB I (i -0iNiBe Redfiefd irtBaRulalwith Yal KL thiefridb>2 YIAATYZ RV
Ghouls act as if they have a High blood bond to you and can use the powers of Blood and learn
limited Cainite Disciplines (sdé®etainersfor more details). You must feed a Ghoul one Blood Trait
SOSNE R26Y0GAYS oO0AGQa | aadnd$eBd back dp tNBIVaGernm@dy G 2
otherwise they transform back into a normal human. Ghouls do not age or grow, however lost
ageing catchespto them if they miss their regular feed. As such Ghouls often become heavily
dependent on their Domitors and quite addicted to the taste of blood.

The Beast Within

Every vampire character has a number of Beast Traits-¢aampires substitute Social Tigiwhen
necessary) and either Humanity or a Path of Enlightenment.

Whenever you do something listed as a sin on Humanity or on your Path of Enlightewiriehtis
equal to or less than your Beast Tralisse 1 Beast Trait permanently and gain 1 expegquint.
This can happen to you a maximum of once per night.

If you have theConsciencability you may spend a ritual action acting guilty and attempting to atone
for your sin, delaying this loss/gain until the end of that actidhthispoint, make a Bast Challenge
against a static difficulty equal to the trait maximum for your generatiminus the level of the sin
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If you haveConsciencgreater thanor equal tothe level of the sin, you can call foretest on this
challenge

On a success you dmintake the loss/gain after all. Characters wiflonvictioncan do similarly,
substituting this ability foConsciencand ranting about their pditinstead of acting all angsty.

Frenzy

All vampire characters have a numberrFoenzyTriggers which will cae them to enter rage frenzy
or fear frenzy (rétschreck) when they experience them.

All Vampires have the followirfgyenzyTriggers plus one more agreed with an ST for every two Beast
Traits below 10 they have.

Seeing Fire or SunlightFear
Taking Damage from Fire or SunlighFear(triggersafter taking damage)
Running out of Blood Traits Rage

Characters in feafrenzy must spend each round fleeing from the source of their frenzy until they

cannot perceive their trigger anymarenave a wall between it and them or similadnyone
20a0NHz00AY3 | FEtSSAy3d OKINIOGSNEQ T AtkhS &tart of OKF y 3 S :
any turn they cannot perceive their trigger they calm down and can act normally.

Characters in rage frenzy must attack the source of their fremizthe closest character if there is no
specific sourcegg. if you run out of blooduntil they are destroyed or beaten into torpoAnyone
obstructing the raging character directs this rage frenzy to them. At the start of any turn they cannot
perceive their trigger, or upon the obliteration of their trigger, they calm down and act normally.

While in frenzy, characters may call fov\&llpower re-test to defend against any Mental or Social
Challenges without naing to spend a Willpower Trait, but cannot initiate any Mental or Social
Challenges.

All Cainites have dots in abilities that alloveth to resist or direct frenzy, depending on their Path
of Enlightenment (if any). These abilities abadnsciencand Convictiorare often referred to as
W+ ANLdzSa Qo

Courage

Characters with dots i€ouragecan spendl Willpower Traitto ignore one fear frazy trigger for a
sceneand are immune to any fear frenzy unless they have taken levels of damage equal to or
greater than their dots ilfCourage

SelfControl
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Characters with dots iBeltControlcan spendL Willpower Traitto ignore one rage frenzy trigger for
a scene and are immune to any rage frenzy unless they are currently down a number of Blood Traits
equal to or greater than their dots BelfControl

Instinct

Characters with dots iimstinctcan spendlL Willpower Trait to ignore one rage frenzy trigger for a
scene and can redirect any rage frenzy to a visible target of their choice unless they are currently
down a number of Blood Traits equal to or greater than their dotastinct

No action: Characters witlndinct can elect to enter rage frenzy at a target of their ceoat any
point, including parway through the resolution of a Challenge (allowing the free Willpowgese
from Frenzy on Mental or Social Challenges).

Waking During the Day

Cainiteswakingduring daylight hours can act for a numberrotindsequal to their dots irCourage
before they will fall asleep agaimundsspent in frenzy do not count against this lintainitescan
also only bid the maximum of their Beast Traitgauity category.

Cainitesmay also spend. Willpower Traitto act normally (and without limited traits) for one
combatrounds KA OK R2Say Qi CoRrdgdiiiit. 3+ Ay ad GKSANJ

Diablerie

5AF0f SNARS o NOKI AOF f f & chngumptigh of the héaksSloodldf dnothek vy (i K Q 0
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however to the Sabbat it is a way of evening the odds against the oppression of the Elders.

To diablerise another Cainijtgou must firstattempt to drink the blood of another Cainite who has 0

Blood Traits leftThis isan act that must be wilfullgdecided upon even if you are in frenzy and which

will typically require you to spentl Willpower Traitassuming you have a lelevel blood bond from
RNAY{1AYy3 OGKFEG /FAYAGSQa o0f22R fSFRAY3 dzZL) G2 GKA
Cainite, dealing them one level of aggravated damage for each Blood Trait you would otherwise

have drunk (this does not give you Blobidits, but does give you an intense feeling of pleasure and
LR2gSNO® LF GKA&A RFEYF3IS g2dA R Lzl GKFG / FAYAGS G2
successfully diablerising them. If more than one Cainite attempts to diablerise a Cainite
simultaneously, make a Beast Challen@®\rag¢ against all other attempted diablerists, with the

winner diablerising. If there is no winnerq. in the case of a draw on traits with no relevant
specialisations) then the soul of the wotlé victim escapeand nobody benefits.
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At this point, any diablerists or woulte diablerists on Humanity (or certain obscure and high
minded Paths of Enlightenment not typically practiced within the Sabbat) have committecha
sin.

If you successfully diablerise aifite then you absorb some of their memories and knowledge and

add them to your own. Unless that Cainite is much weaker than you (more thaiGemerations

higher than you,.e. having more than two dots of th&enerationbackground less than you) a

storyteller will randomly generate twabilities from those that the diablerised Cainite had. You

instantly gain 2 xp to spend on thoséilities which can ignore the standard limit of learning only

one dot of an ability at a timebut must respect the limitdased on yourGenerationupon

culmination of the diablerie. If both random abilities are ones you cannot spend further xp on, the
A02NBGSEESNI gAff ISYSNIrdGS FAdZNIKSNI FoAfAGASA dzyi
limit in. Furthermore yowain inClan accesé 2 0 KI  -ClanXigclpliné @rid can Yurchase

them instinctually, although Blood Magic, suchTdsumaturgyor Necromancyis complex enough

that you must still have a teacher orlabraryto learn it. These benefits last for the next six (the

Devi Q&4 ydzYo SNHO 3IFYS& YR GKSANI R2gy(GAYS LISNA2RAC

Perhaps most importantly, if you diablerise a Caimiteo is of a loweGeneration(i.e. one who has
more dots in theGenerationbackground than you), you instantly gain a free doGeheration(and
this is ypically the only way to acquire more dotsGeneration.

Learning Blood Magic

Blood Magic Disciplines such Bsaumaturgy, Duan-ki, Necromancynd Wangamug be learned
from a teacher or from researching mystical grimoire or similay even if youhave the ability to
learn them inClan. Blood Magic is divided into pathad rituals¢ paths are similar to normal
disciplines but must be learned in a specific way which you chose at character creation, either:

1 Your primaryBlood Magic path must be leaed to 5 dots before you can learn a new path
of that particular Discipline however once you have reached 5 in that path you are
unrestricted in learning further path§remere and Giovanni tend to learn this way.

1 You can have a maximum number of dots igiven Discipline path equal to the number of
paths you have at least one dot in in that same Discipline. Assamites tend to learn this way.

In addition, you can learn rituals for a Discipline as long as you have dots in at least one path of that
disciplineequal to or greater than the level of the ritual you wish to learn.
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ABILITIES

W! o A fs/a icatcBath torm for the typically norsupernaturalskills, knowledges or similar that a

character has learned, trained or knows intuitiveNilities are rated bpy dzY 6 SNJ 2 F LI AY ( &

in that ability:

w represents training in the basics of an abiliyGCSE, apprenticeshiphaving scan
read a Wkipedia page

ww represents an average level of competenea A-level something you have read
several welresearched books oor a parttime hobby

W ww represents a professional level of competenaalegree, a skill you use for your day
job, a serious hobby that you do most nights

Wwww represents mastery of most aspects of an abilgyPhD, being an Olympic athlete,

being the geto when something goes wrong or an obsessive hobby that consumes
yourmoney and social life

WWwwww  represents thetypical limits of human capability in an abilitypeing a Champion
athlete, being a lauded expert in a field and actually living up to your reputation

wwwmw astounding osupernatural levels of competence thatesm alarmingly good even to
a nonexpert, performing movidevel stunts in real life (only possible for mortals
with the Merit Skill Aptitudé

wwwww otedsly supernatural levels of competence that would make any pigeon do a double
take

During the coursef a game, you can call for (or be asked for) an ability Challenge in order to do
something related taan ability, such as climhg a wall usingAthleticsor identifying a plant using
Herbalism Make a Challenge with the storyteller using the trait catgggou agree is most relevant
(eg. Physical for climbing a wall, Mental for identifying a plant) with the option of calling for an
ability retest if the storyteller thinks you have more in an ability than the minimum necessary to
perform the thing you arérying to do.

If you do not have the ability in question, you must spdn@illpower Traitin order to initiate or
participate in such a challengghis does not apply to combdtased Challenges or Disciplines).
Typically such Challenges take a normal action or occur outside of combat where strict timings are
less important.

The following abilities are available in the system with a brief note batwhey are used for and
any Disciplines rested using themAbilities can be used to #est relevant challenges from any
trait category, although typically some trait categories are more likely to be appropriate for a
particular ability, such as Mentéor Science (ChemistryJhere is deliberately some overlap in the
scope of some abilities.
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* - denotes an ability that isacefully guarded knowledge only available to certain types of character
which may have specific mechanical benefits noted

U- denaes a broad ability with several stdpecialisations, gain one free specialisation in this ability
if you have one or more dots in it

4 - denotes a¥ @A NJi dzS Q-pecific aflity ¥hialielifes to the Beast within, vampires typically
have access to (ahat least one dot offCourage, Selfontroland Consciencehut those on some
paths may havénstinctinstead ofSeltControland/or Convictiorinstead ofConscience

Academic® ¢ Any art or social science subject; e.g. Art History, Archaeology, Jeurn&sychology,
Sociology.

Animal Keng Knowledge of animals andehability to interact with them including riding horses or
driving a chariotRetestsAnimalism

Archeryg Firing bows or crossbows, maintenance and repair of same.

Art of Memory* ¢ SecretBlack Hand trainingsed to store information using mnemonic techniques,
such as memory palacefgurative journeys or similar. You can substitdtg of Memoryfor Self
Controlor Instinctwhen defending against Mental Challenges. If you win such de@bal you may
elect to make the attacker think they have actually succeeded. If you win a Challenge to resist
Telepathy Forgetful Mindor similar mindreading powers you may have the attacker detect fake
thoughts or memorie®f your own invention.

Athletics ¢ Running, jumping, climbing and also throwing, spitting or otherwise manually propelling
projectile weapons designed for this purpose.

Blindfighting ¢ Performing physical tasks by spatial awareness. This ability is never used alone, but
other approprate abilities are limited to a maximum of your dotsBtindfightif you cannot see
clearly.

Brawl¢ Unarmed combat using whatever limb(s) you have access to.

Bureaucracy¢ Knowledge of how things are done within organisations, including hierarchical
strudure, paperwork and the legal remit of said organisatidPsactical ability to fill in forms, speak

to civil servants, pass bribes or similar.

Computer ¢ Use of computers and smart devices including their maintenance and repair;
programming and operatioof networks.

ConscienceHow likely you are to feel bad for Singion humanity or a more humanef?. Retests
Obtenebrationdefenceagainst Social attacks.

Conviction- How likely you are to want to correct your behaviour for Sinning on a less humame pa
RetestsObtenebrationdefenceagainst Social attacks.

Cosmology Knowledge of the deeper levels of reality including the Umbral spiitds, the Astral
plane and the ShadowlandRetests much oKoldunic Sorcery

Couragec How well youresist fear frenzy.

Craftd&¢ Knowing how to make thingand fix thingsand the practical ability to doos eg.
Gunsmithing, Electronics, Mechanical Engineering, Scrimshaw.

Demolitions ¢ Knowing how to make, handle, set and position explosives, can beinsiedd of
Athleticsto throw grenades.

Disguise¢ Being able to make a convincing physical disguise using makeup, clothing, props or
supernatural powers. Also includes acting in character or mimicking a specific person.

Dodge¢ Defenceagainst Physical ttcks.

Drive ¢ All players are assumed to have basic driving ability, this skill lets you drive well in dangerous
or unusual conditions, pull stunts or drive unusual vehialed maintain and repair a motor vehicle.
Empathyg Can give you some idea whatather character is thinking or feeling in a social situation,
relying on natural cues, tone of voice and body language.

Enigmag; Detecting patterns, solving puzzles, lateral thinkiRgtestsDementation.
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Etiquette ¢ Comporting yourself in sociaituations whether in person or by correspondence,
knowledge of societal customs, speaking persuasively, making a good impression on@tvers.
some supernatural customs, especially when paired with an appropriateskill.

Expression¢ Expressing iebs, feelings or messages in speech, writing or art. Can be used in
combination with Craft or Performanceto create art that conveys meaning rather than mere
decoration or entertainment.

Finance¢ Knowledge and ability with money, property and other valleskincluding how to move
these around (il)legaly to make more. How financial institutions work, financial practices and some
financial aspects of the law.

Firearmsg Firing any type of gun. Maintenance and repair of same.

Flightg Lets you fall with styleising a hangglider, parachute or similar. Also if you have wings.

Hearth Wisdom¢ Yy 2 ¢f SR3IS 2F F2t {1 OdzAad2Yasz adzLISNEGAGA2
including pagan mythology.

Herbalism¢ Knowledge of how plants and fungi can be used for varidysiplogical or practical
effects. This will include knowing the difference between folk medicines that are traditional and
those that actually work.

History ¢ General catch all knowledge of the past, possibly from experience. This covers both mortal
andsome supernatural goings on, especially when paired with an appropraatskill.

Intimidation ¢ Projecting a threatening, authoritative or superior demeanour to get others to
behave in a manner you desire directly or indirectlyt&tsDominate

Instinct ¢ Attuning to your beast and guiding its actions through intuition. Defence against Mental
and Beast attacks.

Investigation ¢ The ability to actively look for clues or things out of place in a location or during
extended research using logic acareful deduction.

Larceny¢ Sleightof-hand, pickpocketing, mechanical lockpicking, palming small items, the physical
aspects of closep magic, card tricks, cup and ball games or similar.

Law ¢ Knowledge of mortal legal systems. Covers some superndawel especially when paired
with a suitableLoreskill. Practical ability to research cases, act as legal counsel, pass bribes etc.
Leadership¢c Commanding others througtactical acumen or force of personality. Knowledge of
command, tactics, manageriatrscture and some psychology. fRestsPresence

Linguistics(Special)¢ Speaking and reading mortal and supernatural languages. Knowledge of
language patterns, etymology and the ability to translate unfamiliar languages with time. Each dot of
linguisticspermits you to know a number d¢anguagsfluently ¢ 1 for the first dot then doubling for

each successive de®, 4, 8, 16, 3264 etc

(Various) Lorec There kowledge of a specificnameda dzLJSNY/ | G dzNJ € G @ LIS 2 NHI
equivalent each of viich is a separate abilitye(g. Cainite Lore, Black Fury Lore, Camarilla)Lore
Includes knowledge of physiology, powers, history and culture

Malkavian Timé& ¢ Allows intuitive nonverbal communication with other beings with
Derangements, typically other Malkavians wittalkavian Time Can be used to defend against
Mental challenges and infligour derangement on an unsuccessful attacker for a scene

Medicine ¢ Knowledge of mortal physiotly, some pharmacologypathology, surgery. Can be
extended to humanoid supernatural creatures in many casesefsValerenand Obeah

Meditation ¢ The ability to meditate, covering autohypnosis, entering trance states with or without
chemical stimulatn. RetestsPath of Praaptaka.Path of Mercury

Melee ¢ Use, maintenance and repair of clesembat weaponry.

Occult¢ Knowledge of mortal and supernatural magical traditions. Can be used to identify overt or
otherwise obvious and perceivable magical effects, especially when paired with an apprdjorate
ability. Retests many paths of haumaturgy

Perception ¢ Passive bservation of your surroundings to notice things physically out of place,
hidden, obscured or similaRetestsAuspex.
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Performanceétw Use maintenance angkpair of a group of instruments. Alternatively knowledge and
technical skill with a form of art @ntertainment; e.g singing, dance, juggling.

Pilot ¢ Lets you pilopoweredair or spacecrafwvith proper controls, such as a glider but not a hang
glider. Helpg/ou keep control in unusual situations or let you operate unusual vehi&les.covers
maintenance and repair and acting as a crew member of such a vehicle.

Politics ¢ Knowledge of mortal government, including history, determining political leanings of
others and some practical skill in political debate, policy making, passing bribes etc.
Repair¢ The generalcateh f f WKIF yReYlIyQ &aliAftt 2F o6SAy3 lofS
necessarily knowing how it workRelevanCraftsskills aid and in some ways supersé&tpair

Sciencét ¢ Any hard science subject, such as Chemistry, Biochgmidathematics or Particle
Physics.

Scrounge¢ Being able to find items by going through refuse, bartering, borrowing, stealing or
otherwise generally knowing where to look. Like a more unpredictable versidgtesburceshat
OFLyQt oS aitzftSyo

Seamanshig; Lets you operate a ship, hovercraft, catamaran, submarine or similar. Helps you keep
control in unusual situations or let you operate unusual vehicles. Also covers maintenance and repair
of same and acting as a crew member of such a vehicle.

Security¢ Knowledge and practical skill with mechanical and electronic security systems including
CCTV cameras, alarm systems, laser grids, horrific Nosferatu traps and snhap traps. Allows use,
maintenance, repair, detection and disarming of these.

SelfControl¢ Allows you to resist your Beast and avoid frenzy. Defence against Mental attacks.
Stealth ¢ Avoiding detection, either entirely through physical skill or when in plain sight by blending
in with others or acting nonchalant. RestsObfuscate.

Streetwise ¢ Knowing how to survive and thrive in an urban environment, including making
deductions about an area from the buildings and inhabitants. Social ability to either fit in or stand
out in an urban environment, including knowledge of slang, street gangs, urbianecahd customs.

City Gangrel may usgtreetwiseo re-test Protean

Subterfugec telling lies, obscuring the truth, noticing when others are doing the sdredests
Chimerstryand Serpentis

Survival ¢ Knowing how to survive and thrive in a wilderness environment or otherwise use
backwoods skills such as hunting, finaking, shardaying or similar. ReestsProtean

Technologyt ¢ Knowledge of how electronic and/or mechanical devices work, includingtipah
ability with their use; e.g. Robotics, Optics, Electronics.

Thanatology ¢ Knowledge of mortal death customs, religious practices and beliefs, funerary
ceremonies and rituals. Also covers knowledge of the Shadowlands and some of its inhabitants,
espeially when paired wittWraith Lore RetestsNecromancy

Theology¢ Knowledge of Jude@hristian religion including supernatural elements such as Angels
and Imbued Hunters. Also includes some information on Demons, especially when paired with
Demon LoreRetestsSihr

Torture ¢ Knowledge and practical skills for causimgute or chronicphysical or psychological
distress to another charactertCan be used to avoid doing permanent injury or causing fatality.
Includes knowledge of torture techniques and uswintenance and repair of torture devices.

Vamp ¢ Knowledge and practical skills for looking good with a focus on physical attraction and
allure. Additionally covers techniques for attracting, persuading and seducing others, knowledge of
cosmetics, clothing and maintenance and repair of same.
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BACKGRUNDS
Allies

You have a friendship, formal alliance or other mutual agreement with an individual or group.
TypicallyAlliesare supernatural, as it is rare that a mortal would have a relationshigroeven
footing with a Cainitelnfluence(see below)etter represents having mortal contadisat do your
bidding.

Alliesmay be called upon to help you, typically in downtirbat uptime assistance is also possible if
you ask for something youllyis likely to be able to do on short notice. Typic@lliyeswill not show
up at games to directly do your bidding in the way th&etainemight, but again, this is not out of
the question.

Alliesare typically powerful or influential (otherwise, why would you be asking them for favours?)
but have their own goals and motivatioasd will often ask you for assistance in their own affairs
exchange for any aid they render to you.

You may purchaseillies more than once, with each instance of the background representing a
different individual or groupMore dots in an instance ofllies can either represent a better
NBflFGA2YAaKALI 6AGK Fy I|ffeax 2NyabsbehoRdhBo ytu2Io@eNF dzt
example allies are as follows:

w a Sabbat Cainitpenpal who might help you out in an emergency, a Camarilla
Cainite or Lupine who might drop you a quick warning if you are about to be
attacked a Wraith who occasionally perins tasks for you in exchange for you
doing its bidding in the real world

ww a Cainite from another sect who will tell you about the rsmmsitive business of
their sect, a Fae who lets you know about weird goings on near you and who you
exchange presentwith at Christmas, a gang of neonates you have trained and who
would willingly do ataskfor their Sempai

W ww a small group of Cainite scholars who enjoy sharing their research with you and who
work towards similar goals, an adventuring party of Wraithsowyou can set
missions for if you sponsor them

WwWww a Cainite from another sect who is willing to sell their seates out to help you, a
powerful Cainite Elder who will occasionally consider what you have to say

wwwww a powerful Cainite Elder who think@u will be a useful pawn one night, a well
equippedparamilitary organisatiothat you are one of the commanders of

wwowww apowerful Cainite Elder who occasionally lets you in on some of their machinations

wwwwow oapowerful Cainite Elder whmonsiders you a peer
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Wwwww oaw Barthbound DemagrNeverborn orCainite Methuselah that is willing to destroy
you last when it takes over the world

Wwwwe® o barthbound DemagrNeverbornor Cainite Methuselah that considers you a key
part of its plango take over the world

Arcane

All Cainites to some extent spend their unlives hidden from mortal eyes. Some, however, take the

idea of remaining hidden to the next level. Such Cainites range from the professionally paranoid to
almost mystical levels of osdzZNA G & X GAYS FyR SySNH& aLlSyid 2y i
represented by theArcanebackground.Arcanedoes not make you stealthier or improve your

powers ofObfuscatef any, it merely makes it harder for other characters to find evidence of your
existence through investigatioimfluenceor similar.

Characters attempting to find out about yaw your dealings or downtime activities using mundane

or supernatural meansust have dots in a relevant ability suchlagestigation, Streetwise, Enigmas

or Survivalto even have a chance of finding any evidence atTdlis protection likewise applies to
any attempts to track where you have been physically or by following a paper trail, or learn about
you from supernatural powers such §sLJA NJA ( @ Eyesta? @b@dés long as you have been
absent for a scene or longeArcanedoes not protect you against direct ret@ine scrying powers
such aClairvoyance

You may elect to waive this obscurity at any point for a chosen character(s) in order toearrang
meetings or similar, although this leaves you open to betrayal if you trust the wrong character, of
course! Arcanedoes not prevent you from havingllies, Fame, Influenaar similar, although you
may have to decide thematically how this works for yduaracter; you may be a famously missing
person, such as Lord Lucan or Carl Sargeant, for example.

Artefact*

You own apecial or enchanted item. (*)You can only take this background if another (player-or non
player) character has given you such a permanestighanted item during the course of play. You
do not need to haveArtefactin order to use such an item, however if you do the item does not
count against the maximum number of items that power can make or otherwise require any further
effort from its crafter for it to keep working. Furthermore, akrtefact will not mysteriously
disappear or stop working once its maker dies or stops turning up to games.

Dots inArtefactgrant you the following benefits:

W you have an item with a 1 equipment trait which can be from Erdrap Ephemera
listor made by a level 1 ritual

ww you have a item with a 2 equipment traits which can be from tBatrap Ephemera
listor made by a level 2 ritual

26



wWwow you have an item with a 3 equipment traits which can be fromEm¢rap Ephemera
listor made by a level 3 ritual

Wwww you have an item with a 2quipment traits which can be frorthe Entrap Ephemera
or Master of the Forgésts or made by a level 4 ritual

WWWWww youhave an item with a 3 equipment traits which can be ftbmEntrap Ephemera
or Master of the Forgésts or made by a level 5 ritual

0 G you have an item with 4 equipment traits which can be from thentrap Ephemera
or Master of the Forgésts or made by a level 6 ritual

Arsenal

You have access to a stockpile of rsupernatural weapons, armour or other materiel. While it is
certainly possible to gain these usi@yafts, Resources Influencethe equipment you gain through
Arsenaldoes not require money oinfluenceto re-stock and you always have enough bullets.
Additionally, unless you take flaws suchlzark Secretyour stockde is not likely to be discovered

or traced any time soon and can be accessed easily whenever you need to do so. Unless you have
some substantialnfluence it is still likely that much of youkrsenals illegal, however!

Dots inArsenalgrant you the following benefits:

w you haveone weltHoveditem with 1 equipment trait
ww you have enough pieces ofttait equipment to deck out a single Cainite per night
Www you have enough pieces oftrhit equipment to deck out a pack and a piece2ef

trait equipment

Wwww you have as much-ttait equipment as you need and enougkrait equipment to
deck out a single Cainite per night

WWWww youhave enough pieces oftiit equipment to deck out a pack

WWWww owou have as much-Rait equipment as gu need and a single piece oftrait
equipment

Fame

You are famous in mortal society. Either you were famous as a mortal and have maintained the
pretence of being alive or have an enduring legend or you have cultivated a mortal persona as a
celebrity.

Fame can gain youhe instanttrust of people who have heard of ypiree stuff and preferential
treatment from companies or authoritighat think they can benefit from being associated with you
and hardcorefollowers,who will crowdfund things for yguvea T-shirts with your face oand bully
those who disagree with your political views.
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Once, & any point during agame or downtime, you may have each dottlos backgroundact as
Resources, Influencélerd, Retainersor Allies which stacks with any of tlee backgrounds you
already possess, to your generational maximurne scope of what you can achieve with these
backgrounds is limited by what you are famous for, additionally it is almost certain that someone will
know what you are doing and have made aae of it {e. there will be pictures of it on Social Media
forever).

Also, for each dot of fame you ab®th more popularandfamous over a wider areallowing you to
use relevantnfluencein these areas

W You are popular in a local scene apélople will know what you are famous f(e.g.
DJ Floh
W w You are famous in a Cignd people will know an example of your work or a

catchphrasde.g.the Fry Up Inspectgr

wWww You are famous in a Courdynd people will know what you look like and hasame
idea of your personée.g.the Norwich Puppet Man

W www You are famous across most of the area of the country you aamdnpeople who
care are likely to haveome opinion about yoand will probably know one of your
fans(e.g.a Norwich City FoothiaPlayer).

Wwwwww You are famous nationwidand people are likely to own or have seen multiple
instances of your work and maybe own-gHirt with your face on ife.g.Matt Smith
now).

WWWwww wrou are famous in countries which share language and/or eultith your ownand
fans of the thing you are famous for would be embarrassed not to own something
by you(e.g.Matt Smith when he was on Dr. Who).

WWWwww wou are famous in countries with the same level of development as youraogn
everyone who knowsfo/ou has an opinion on yqe.g.Donald Trump

Wwwwo woeu are famous worldwidand your name is a byword for the thing you are famous
for (e.g.Mahatma Gandhi)

W W wwow euhave been famous worldwide for centuries and modern society would not be
the way it is without youd.g.Jesus).

Generation

TheGeneratiorof a Cainite represents how far they are descended from their progenitor, Caine. The
Generatiorbackground is measured in a number of dots, like all other backgrounds; the more dots a
character has, théower (ie. closer to Caine and thus better) th&enerations. This concept is a bit
cumbersome and occasionally a storyteller will say the oppalsing by accident.

I OK I NGegeiafoNdiRtates the limits of their traits, their starting and maximum Willpower,
and their Blood PoolGenerationcan only be increased (lowered) by the act of Diablerie, the act of
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fully draining the blood and souwlf another Cainite, which is the greatest taboo in most vampiric
societies other than the Sabbat who consider graat way of getting better stats.

Table 1 ¢ Maximum Statistics based oieneration Dots in the Generationbackgraind (Dots)
represent an irgame generatin from Caine (Genpy S 2 F | OKIF N} OG SNna 02 NB
purchased to heir primary (lary) limit, all other trait categories must be successively one less than
this, but the order of this need not bealecided until the limits are reachedAbilities and
Backgrounds Disciplines, Blood Pool and starting and maximum Willpower are also limited by
Generation

Dots | Gen Trait Maxima Ability/ Discipline Blood Starting(Maximum)
Background Maximum  Pool Willpower

lary 2ary 3ary A4ary Maximum

0 13" 10 9 8 7 5 5 10 2 (6)

1 12" 10 9 8 7 5 5 11 2 (8)

2 11" 11 10 9 8 6 5 12 4 (8)

3 0" 12 11 10 9 6 5 13 4 (10)

4 g 13 12 11 10 7 5 14 6 (10)

5 gh 14 13 12 11 7 6 15 6 (12)

6 7™M 16 15 14 13 8 7 20 7 (14)

7 6" 18 17 16 15 8 7 30 8 (16)

8 g 20 19 18 17 9 8 40 9 (18)

9 425 24 23 22 9 9 50 10 (20)

10 3 30 29 28 27 10 10 100 20 (30)

Herd

,2dz KI @S Odz GAGIFGSR I NBIFRe& o0f22R &dzZllLX &8> g KAOK

got used to you feeding on them, but which can be something less typical such as a fridge full of
blood or aVicissituded flesh cube. For each dot bferd you have, once per night one Cainite can
entirely fill their blood pool without any risk to the Silence of the Blood instead of relying on typical
betweencombat feeding.

Influence

Although some members of the Sabbat find it distasteful, many Cainites find it useful to manipulate
mortal society from behind the scendsfluenceis divided into several categories which represent
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areas of mortal society where you have various mortarag and contactghat unknowingly do

your bidding. Normallynfluenceis of most use during downtiméiowever if you need something
quick, easy or important done and have a way of contacting your minions, you may be able to use
Influencein uptime at stoyteller discretion.

Although it is not necessary to give specifics, the more dots you haldlilence the wider your
sphere of influence is and the bigger your reputation is within that category. As well as using your
Influenceto get specific favoursraasks (see below) you can usachinfluence categoryonce per
downtime in an attempt to disrupt thénfluenceof another Cainite.

As a Downtime Actionpick one category dinfluencethat you think another character has and one
category oflnfluencewhich you have. Come up with a rationale for howuy influence is causing
disruption to that of the other character; if you have otHefluencethat you think could help, these
can act as support, but your opponent can do likewisluences can be used support multiple
actions per downtime, but only if that influence is not used as a main attacking influence

Make a Challenge using your total attacking and supportiilyencedots versus the opposing
characters defendinglus supportinginfluence dots (dots in the main attacking or defending
Influenceare usedor re-tests).

The losing characteloses access to one dot of thmeain attacking ordefendingInfluencewhich
returns only when they go through a downtime without losinglafiuencechallenge that involves
that influencein any capacity

The categories dhfluenceand typical capabilities by level are as follows:

Bureaucracy

Control over the civil servigdocal councils, governmental organisations awne government
associategrivate companies, such as schools, landlords, letting agencies and utility companies.

() Trace utility bills

W W CF1S I OANIK OSNIATAOFGS 2dNdshRakegi®&nBRa f A O
close a small road or park, dip into public money ($250)

wWww Fake a death certificate, passport, visa. Close a dtatded school for a day, shut
down a minor business.

WwWww Initiate a phone tap, fake land deeds, initiate a departmeide investigation.

WWWwww  Start, stop or alter a citwide program or policy, shut down a big business, rezone
areas, obliterate records of a person.

wWwwww onitiate a major public works program, control all aspects of bureaucracy within one
city area, pevent emergency services from responding to a disaster

WWWwww oSbart, stop or alter a couniwide program or policy, force a city or town to build as
you see fit, collect taxes ($1,000)
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Wwwww oBwild or destroy small towns or suburbs, rewrite policyaocounty level, control an
entire City

WWWWww oBwild@ monument, stadium or other SimCity2000 upgrade, have any building
demolished on short notice.

Church
Control over mainstream organised religions and some-estlblished religious sects.

w Pass as a member of the Clergy, access general church records (births, deaths,
baptisms), identify congregations.

ww Identify higher church members, suspend lay worshippers, track ordinary members
of the Clergy.

wWww Open or close a church, find exorcists churchassociated huntetypes. Access
private church archives, raid the collection plate ($250).

wWwww Discredit or suspend higher church members, manipulate regional branches of the
Church.

wwwww  Organise major religious protest;cess ancient church lore and knowledge.
WWWwww odentify church members witfirue Faith Kl @S | WYANI Of SQ 2FFA O

WWwwww wmonul a church marriage, excommunicate a lay worshipper, find an experienced
church-associated Hunter.

wwwww oHevate a member of the Clergy, pose as a Bishop or similar, fully stage a-church
ddzLIL2 NI SR WYANI Of SQo

WWwww oDestroy a Cathedral or build one on the sly. Exert influence over Church doctrine.
Have a member of the Clergxcommunicated.

Finance

Control over financial institutions, insurance companies, stock markets, banks and other businesses.

W Learn about major business transactions and everdse capital ($1000), learn
about economic trends, learn the motivationghind the financial transactions of
others.

ww Trace an unsecured small account, purchase a small business.

W W w Purchase a large business.
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WWWww

WWWWwW

WWWWwWw

WWWWwWw
WWWWwWw

WWWWwWw

Health

Ruin a small business, manipulate local banking, delay deposits and payments,
change credit ratings.

Purchase a major company, manipulate Giide banking, shut down ATM
networks, arrange a bank holiday (woo, go vampires!), ruin a large business.

wDbliterate the savings of one person (can be used to suspend accBsstarces
control the price of aninor commaodity, insider trading for fun and profit ($10,000).

wPRwrchase a national corporation, influence stock prices.
wontrol the price of a major commaodity, cause inflation or depression.

wContral stock trends, own a multtional corporation, siphon all profits from a
major corporation ($100,000).

Control over hospitals, medical laboratories and research facilities, coroners, general practices,
therapists and pharmacies.

w

WWWww

WWWWwWw
WWWWww

WWWWww

WWWWww

WWWWww

High Society

1 00Saa | LISNA2yQa YSRAOFt NBO2NRaxz ¥FIl1S
blood trait, use public health centres.

Access some medical research records, have minor lab work done, get a copy of a
O2ZNRYSNR& NBLRNIZ AyadAarasS F YAy2N |jdz- NI

Alter the results of medical tests or inspections, alter medical records.

Acquire a cadaver, rewrite medical records, abuse research grants ($250), add a
subject to a medical trial, institute laregrale quarantines, shut down businesses on
health-based violations.

Have someone institutionalised or released, commission a research project.
uPrevent ambulance responses to a disastentrol blood distributiorin an area.

wontaminate blood supplies in a hospital, acquire infedi disease samples
(influenza)

uShub down a hospitalgontrol the supply of one drug in an area, perform a large
scale or illegal medical trial.

uShub down a major hospital permanently, contaminate the blood supply to a large
area, aquire dangerous infectious diseases (anthrax, Ebola, smallpox).
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Influence over the idle rich, celebrities, aristocracy and popular internet people.

W Learn what is trendy, obtain tickets to shows, get early information on concerts,
shows and plays.

ww Track celebrities and luminaries, be a local voice in the entertainment field,
Go2NNRgé ARES OFakK FNRY NAOK FTNASYRA obwmn

W ww Crush promising careers, hobnob well above your station.
Wwww Minor celebrity status.
WOWWw GetanappeagOS 2y F GFt]1 akKz2g (GKFEGQa y2iG I 0o2dxd

gallery, festival or other posh gathering.

WOWWw MWABS a2YS2yS GKSANI amp YAydziSaFaeforaf I YSé 6
night), own a small but influential gallery or theatre.

WWwwww oBng any act, concert or play to a City, destroy an established celet@ityoye
accesstoonelevel 6fame) = | LILRAYy UG a2YS2yS a I YSYdSN
circles.

WOwwww oMake someone a minor celebrity (bestow one levelFaimefor a longer period).
Make yourself a major celebrity (bestow two levelsFafmeon yourself). Own a
large gallery or theatre.

Wwwwww oMakeoomeone a major celebrity, influence nationwide fashion trends.

Industry

Control over manufacturingengineering, farming, supermarkets, telecommunicatioosmputing
companiesgonstruction companies, trade unions.

W Learn about industrial projects and movements.

ww Have minor projects performed, embezzle petty cash or dip into union funds ($500),
arrange small accidents or sabotage.

Www Organise minor strikes, appropriate machinery for a short time.
Wwww Close down a small plant, revitalise a small plant.

Wwwww  Manipulate large local industry.

WWWWww Attract a major heavy industry to an area, illegallymp toxic waste.
WwWwww oSiphon company profits ($5000), eliminate or start a trade union.

wwwww wAange for a major ecological disaster, fatally sabotage a major construction
project.
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WWWWwW

Legal

«Qwom amajor nationwide firm, cause a magrike.

Control over legal proceedings, judges, lawyers.

WWWww

WWWWwWw

WWWWwWw

WWWWwWw

WWWWwWw

WWWWwWw

Media

Get free legal representation for minor cases
Avoid paying bail for some charges, have minor charges dropped

Manipulate legal procedures (wills and contracts, court dates), accdsix @ court
funds ($250), get representation inast court cases

Issue subpoenas, tie up court cases, have most legal charges dropped, cancel or
arrange parole

Close down all but the most serious investigations, have deportation proceedings
caried out against someone

uBring almost any investigation short of a matter of national security to a halt, force a
verdict on any trial short of major crimes in the media spotlight

wAppoint a judge, have a lawyer disbarred

uswaoedsllly sue anyone for major damages (destroy one lev&edources force a
verdict on any trial

wontral, appoint or fire almost any member of any legal profession

Control over newspapers, radio stations, television chann&lfscription video services, news
websites and social media.

WwWwww

WWWWww

WWWwwWww

Learn about breaking stories early, submit small articles within reason

Suppress small articles or reports, get hold of investigative reporting information
Initiate news investigationsral reports,

Squander project funding ($250), ground stories and projects

Broadcast fake stories on a local level, kill small local articles or reports completely

oSubmit headline news successfully, cause a minor media outlet to begin an
investigation
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WWWWww oDestroy a minor newspaper or TV station, write small nationwide stories
successfully, manufacture a major scandal (destroy one le g

WWWwWww otause a major media outlet to begin an investigatikifi, national news stories
before they get off the ground

wwwww oBwadoast fake regional stories, destroy a major newspaper or TV station.

Occult

Influence over nommainstream religious groups, new agers, head shops, cults, charlatans, actual
mortal hedge wizards arspirit mediums, hardcore Harry Potter fans, D&D players abtvewg!.

W Contact and make use of some common occult groups and their practices, know
some of the more visible occult figures.

ww Know and contact some of the more obscure occult figuresgss resources for
most rituals and rites.

wWww Know areas generally associated with specific supernatural entities and possibly
contact some of the less xenophobic ones, access rare spell components, milk
impressionable wannabes for bucks ($250), accessilbdomes and writings,
research a one or two dot ritual.

WWwow Research a three or four dot ritual.
WWwwww Access minor magic items, research a level five ritual.

WwWwww oHave occultists work on a one or two dithaumaturgyritual of your devisingfound
asizeable cult (grant a dot @fllieg, find a teacher for truthfuLupineor Fae Lore

WwWwww oHave occultists work on a three or four ddhaumaturgyritual of your devising,
accessignificantmagical items, find a teacher for truthfraith or SpiritLore

WWWwww oHawe occultists work on a five d@haumaturgyritual of your devising, found a
widespread cult (grant two dots &fllieg, locate a hedge mage or spirit medium and
bring them to you

WOWWww o legendary artefacts, locate a Lupin€lmangeling and bring them to you

Polices
Control over law enforcement, detectives, forensic investigation, prisons and parole services.

W Learn police procedures, hear police information and rumoavsjd traffic tickets.

W W Have licence platet@ K SO1 SRZ | @92AR YAY2N) @A2fl GA2yas
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W ww Get copies of an investigation report, have police hassle detain or harass someone,
find Scotland Yard secrets.

W wWwww Access confiscated weapons or contraband, have some serious charges dropped,
start an investigation, obtain money from the evidence room or as an appropriation
($1000).

Wwwwww Institute major investigations, arrange sting operations, instigate Scotland Yard
investigations.

Wwwww «wCompletely control one police department in a Citgppropriate drugs or
contraband from the evidence locker

wwwww oall for armed police raids, have free access to all police facilities, have forensics lose
or manipulate evidence

wwwww oompletely control all police in a City, have people extradibetie City you control

WWWWw oHeowappoint a police chief

Political

Influence in political parties, local councils, national government.

w Minor lobbying, identify the real platforms of politicians and their parties, be in the
know
ww Meet smalitime politicians, garner inside information on processes, laws and the

like, use a slush fund or furdiser ($1000).
Www Sway or alter political projects.
WwWww Enact minor legislation, dash careers of minor politicians.
wwwww  Getyour candidate into a mor office, enact encompassing legislature.
Wwwwww oEnact major legislation on a local level, elect the mayor of a City
wwwww odestroy the career of a major local politician
Wwwwww oEeaamember of parliament, enact minor national legislation

W W W @& waEmbezzle taxpayer money ($10,000), engineer a major political scandal

Street

Influence over street gangs, prostitutebuskers, longerm homeless,petty criminalg  WRS @A I y (i ¢
subcultures, immigrant communities, council estate kids.
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WWWww

WWWWwW

WWWWwWw

WWWWwWw

WWWWwWw

WWWWwWw

Transportation

Open an earfor the word on the street, identify gangs and know their turf and

habits.

Live mostly without fear on the underside of society, keep a contact or two in most
aspects of street life, access smathe contraband.

Get insight into related areas @ifluence,arrange some services from street people
or gangs, obtain pistols or uncommon melee weapons.

az2zoAfAasS INRdAzLIA 2F

K2YSt Saazx
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shotgun, rifle or submachine gun, have a word in almost all esfs of gang

operations.

Control a single mediurgized gang, arrange impressive protests by street people.

mark a specific person for harassment by street gangerever they go.

wlacate exotic weaponrfpombs, sniper rifles), start a string of nationiaks

wontrol major national gang networks entirely

wCompletely dominate all council estates and slums within a wide geographical area,

wHave someone marked for death by street gangs wherever they go, completely

dominate all nonaffluent areas within a wide geogrhjgal area, locate unique or

custom weaponry

Control over all forms of public transport, road and rail networks, ports, shipping, haulage and

airports.

w

WwWwww
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WWWwwWww

WWWwwWww

Know what goes where, when and whyauel locally, quickly and freely.

Track someone using public

transportation,

transportation to nearby destinations.
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when travelling, traveto nearly anywhere in the world.

arrange safe aoncealed

FoAtAGeR

Shut down one form of transportation (bus lines, ships, planes, trains etc.)
temporarily, reroute money your way ($500).

Smuggle with impunity, reroute major modes of travel.

transportation outlet €g.an Airport) to your City.

profits from a shipping or haulage company ($5,000
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uBar a person from enteringr leaving a Cityia public transportation, attract a major

oHalt all public transportation and cargo shipping to a tesired area, siphon all



wwwww oBara specific form of cargo from entering or leaving a City, isolate admed area
from all forms of transportation.

WWWWw wtause a major transportation disastecompletely dominate one aspect of
transportation (shipping, haulageights) nationwide.

Underworld

Control over organised crime, mafia families, people trafficking and modern slavery, organised drug
dealing gurrunning, bookies, hitnen, fences, online crime gangs, forgers, pirates.

W Locate minor contraban¢knives, smaltime drugs, scalped tickets, bootleg records).

ww Obtain pistols, serious drugs, stolen cars. Hire muscle to rough someone up, fence
stolen loot, prove that crime pays ($1000).

wWww Obtain a rifle, shotgun or SMG, arrange a minorrhiget someone in the Family.
Wwww Make whitecollar crime connections.

wwwww Arrange gangland assassinations, hire a demolition man or firebug, supply local drug
needs.

WwWwww oocate exotic weaponry (bombs, sniper rifles), contract a professional hit
wwwmww  Launder money, supply the drug needs of a large City
WWWwww oonrol the head of a crime family, locate unigue or custom weaponry

WOWWW oaaio ' LINKAOS 2y Fye2ySQa KSIFIRX &dGFNI | Y20

University

Influence over education, including nurseries, palsichools, state schools!"@orm colleges and
universities. Also influence over general academia and academic research and certificating bodies
and exam boards.

W Know layout and policy of local schools, have access toldogt university
resources, otain school records.

ww Know a contact or two with useful knowledges or abilities, have minor access to
facilities, fake school records, obtain university records.

WWW Call in faculty favours, cancel a class, fix grades, discredit a student.
Wwww Organisestudent protests and rallies, discredit faculty members.

Wwowww Falsify an undergraduate degree.
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WOWwww ol fairFe | al adsrhdeateschig NiBdSle of yWiir thbide 9discredit
the head of a school or faculty

Wwwwww oalsify a PhD, have asseto someone with esoteric knowledge or high levels of a
mundane ability, discredit a Vigghancellor

WWwwww wppointa new Vic&hancellorfunnel university funds in your direction ($1,000)

Wwwww oDivectoan entire department to research a specifioblem, hire a Research
Assistant indefinitely (grant one level Afliesor Retainer}

Library

You own or have access to a library or other repository of information. This can consist of physical
books, an electronic database or something more unusual suchFissacraftedsupercomputer
made from networked living brains.

EachLibraryis associateavith certain abilities or Disciplines (see below) and lets you purchase these
using your experience points without any further justification for how you are learning them.

Furthermore, in a situation where you are not rushed or distractecht mid-combat) you may call
for a Willpower retest without spending a Willpower Trait lmen making Challenges using the
abilities or Disciplines associated with ydiibrary This assumegou haveplausible method of
browsing the informationié. a stack of boks, a Ghoul on the end of a phqren Ethernet flesh
protrusion).

For each dot irLibrarypick one associated ability or Discipline from the followifygpu can pick the
same thing more than once if you have multiple dot&ilorary):

Academics, Sciencer Lore (these abilities always have specialisation;your Library can be
associated with multiplspecialisationsf the same ability if you wish)

Occult, Theology, Thanatology Cosmology

OneBlood Magigpath to a maximum level of your total dots labrary, or anumber ofrituals ina
singleBlood MagidDiscipline equal to your total dots lribrary(which increases retroactively if you
subsequently buy more dots afbrary).

Mentor

Another Cainite, often your Sire or an Elder of your Clan, has taken an interest in helping you. It is
likely that they taught you many of the basics of your condition in the past and part of their reason
for helping you will be that continuing teachstudent relationship. Naturally, as a Cainite it is likely
that anyMentor will have their own reasons for helping you, which you may or may not be privy to.

It is likely that yourMentor wishes to pass on the traditions of your Clan or Sect and they may
occasionally call upon you for favours to further these goals.
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The more dots you have iMentor, the more powerful and influential they are. You gain the
following mechanical benefits

w Gain one free speciality amy abilities that you have as your Clan atage.

ww Once per game, if you can contact yddentor and spend some time putting up
with them rambling on about the old days, for the rest of the scene you may
substitute your dots inMentor for any abilities that you have as your Clan
advantage.

W ww Your Mentor will willingly train you in the first or second dot of any Ronique out
of-Clan Disciplines. If you have access to Blood Magic already,Menior will
teach you one Blood Magic Path of your choice from within that tradition and a
number of rtuals equal to your dots itMentor without any further justification
being necessary.

Wwww Once per game, if you can contact yddentor and spend some time putting up
with them nagging you about how you should get a haircut and a proper job, for the
restof the scene you may substitute your dotsMientor for Resourcednfluenceor
Allies

Wwwwww  YourMentorwill willingly train you in the third or fourth dot of any namique out
of-Clan Disciplines. If you have access to Blood Magic already,Mentor will
teach you any Blood Magic Paths of your chdioen within that traditionand any
number of rituals equal to your dots iMentor without any further justification
being necessary.

Military Force*

You have access to a group of mortals or minor sugerats who are willing to achieve your goals
through force. Examples include armed police, paramilitaries, actual militarytraigied ghouls,
armies of szlachta, hordes of spectres, cupboards full of zombies or evil furniture.

TypicallyMilitary Forcesare hard to gather and maintain without attracting the attention of mortal
I dzi K2 NR G A Sa X dzyFolea® achudlly parg ozbh@ Bolicé ér déNithry and you have
equal or greater dots in the relevaimfluence.Dots inMilitary Forcecanrepresent a larger, more
powerful or better equipped force.

Once per night, you can call upon your military force to assault or bombard one combat encounter
that you know is coming and could conceivably get your military force to. Each enemy character who
is not hidden byObfuscateor fully protected by being inside a fridge takes one level of lethal
damage for each dot oMilitary Forceyou have minus their dots iDodge (or other ability
depending on the nature of your military force, a horrific poltestdike attackfrom Spectres may

be opposed byCourage,for example). Doing this will naturally alert those characters to the
impending attack.

w 15 person mob, unorganised, poorly armed and untrairteg.Student rebels or a
street gang in England.
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ww 25 person team, some training, weapons and combat trainig. Armed police,
mafia thugs, a street gang in America.

W W w 40 person platoon, armed and combat traindgyg. territorial army unit, the guys
that Jackie Chan fights.

Wwww 75 person troop, with excellent equipment and extensive combat experigige.
mercenary soldiers, established terrorists/freedom fighters.

Wwwwww 100 person company, elite troops with specialist equipmdag. SAS, military
intelligence unit, Formori Army.

WWWwww oSeveral companies, some armoured transport and carrier planes.
Wwwwww oMiitary division, thousands of soldiers with tanks and shit.
Wwwww oldamilitary forces of a small country.

WWWwww wMiitag forces worldwide.

Resources

You have a seHustaining income independent from aiyfluenceyou may possess K & A ay Qi 32
anywhere any time soaorThis may take the form of a swiss bank account, a fat pile of fifties under
your mattress or a stockpile of stolen paintirthat mortals have longigen up looking far

Dots inResourcegrant you the following benefits:

w You can maintain a small rented flat or terrace house, an economical car; you can
pay bills on time and feed one humawith carefulbudgetingyou can liquidate
about $1,00Ga month.

ww You can maintain a nice house with some space, a people carrier gaberystyle
car; you can deal with occasional price hikes from utility companies and
exploitatively employ one pattime worker on shit wages. With careful budgeting
you canliquidate about $2,500 a month.

W ww You can maintain a luxurious home and possibly a holiday home in the south of
CNIyOSo LG Aa tA1Sfte GKFG @2dz OFy FFF2NR
games like Warframe. You are likely to have made sortié swestments and own
property. You can liquidate about $20,000 a month.

WwWww Cash is largely meaningless to you and much of your wealth is likely to be tied up in
property, stock, gold or hedge funds. You can easily afford to employ a number of
people/ ' RSOSyld 6F3SX y20 GKIFIG &2dz g2df R
without drawing too much attention.

Wwwwww You are likely to actually benefit from a Conservative government being in power
You have an extensive portfolio of property and rare comitiesl an offshore bank
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account in a tax haven and enough spare that you can employ good lawyers and
FOO02dzy Gl yda G2 YIS F+tf 2F GKA&A (G§SOKYyAO!l
liquidate $250,000 without drawing too much attention.

wwwemw oMoneyist f NBF R& aidFNIGAy3 G2 0S02YS YSIyAy3at Sa
for whatever you need it for and can generate more with trivial ease.

Retainers

You have someone who does your bidding and who is unquestioningly under your complete control.
Typicaly this is a fully bloodound Ghoul, who you regularly feed with a little of your blood to keep
them content without compromising yourself.

Retainerscan be taken multiple times, each time applying to different Ghoul, with the dots you have
in your Retaine being proportional to their competence and usefulness. You can also have Ghouls
without buying theRetainermerit; however these do not provide any benefit and merely exist to
look good and possibly comically bungle simple tasks.

All Retainerscan act uder their own initiative to a certain extent and often end up doing so during
the day. Should they need to make challenges they have traits in two categories equal to your dots
in Retainerdor them, or twice that number in one category of your choice. W@y also elect for

them to have a number of abilities equal to your dotsRatainers each of which they have that
number of dots in. If you have backgrounds sucldesd, Influencer Alliesyour Retainerscan look

after these on your behalf, which iten the best way for Cainites on a Path of Enlightenment to
communicate with mortal underlings without seriously terrifying or revolting them.

As a Ritual actiononce per night you can call inRetaineri 2 W{ Kl R26Q &2dz 2NJ 2y S
see. TheRetainerKdza Gif S& 2@SNJ (2 GKFd ONBIGdzZNE FNRY |y
creature theRetainemo longer takes independent actions.

No action:if a character is hit by a physical attack wheRetainerhA & W{ K R2gAy3Q G KSY
spend 1 Blood Tait and the Retainertakes the effect of the physical attack instead of them.
Retainerdoyally take this punishment until they have taken damage equal to the dd®&eiainers

you have spent on them plus any bonuses to their health levels from Disciplirglipment. Any

damage in excess of this is dealt to the creature they should be guarding instead as they either flee

G2 alFSte 2N FlLff dzyO2yalOAz2dza |40 GKSANI YIFAGdSNDa

No action:if a character deals damage with a physical attack wh&etinerwith dots inArchery,

Firearms, MeleerBrawl A & W{ K| R2 g A y 3 Q1 Blo§dSnvaiandihgEiardwil beal a LISy R
one level of lethal damage to whatever they are attacking plus any effects of Disciplines or
equipment traits they have.

As aVariable actionyou may forego your action to haveRetainerd K & A& W{ Kl R2gAy3Q
attack or activate a Discipline that they know as you direct, but using their own traits and abilities,
with the exception that you can pay any Discipline activation costs for them if you wish.
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Ghouls

All Ghouls have one tlof Potenceand 1 Blood Traitthat will not inconvenience them if you take it
or they spend it. For each dot Retainersyou spend on them after the first, you can give them the
first dot of one of your irClan Disciplines, a dot in a Merit (which cancbenbined to purchase 2+
dot merits) or an additionaBlood Traitthey can use without hurting themselves. If you aleor 6"
Generation your Ghouls can have up to level 2 or 3 Disciplines respectively.

Revenants

Revenants havé Blood Traitand one doin an inClanDisciplingor their lineage. They also gain
Beast Traits as an additional trait category and often follow a Path of Enlightenment. All Revenants
also have a flaw based on their lineage, summarédest their in-Clan disciplines below.

Basrab* ¢ Dominate, Protean, Vicissitud8ain a fear frenzy trigger of Garlic.
Bratovichg Animalism, Potence, Vicissitudgain a rage frenzy trigger.

Grimaldic Celerity, Dominate, Fortitudé, I Yy 2 (i K IBId8 Trits LI- NB Q
Obertusc Auspex, Obfuscat®icissitudeYou have th&erangement: Obsession.
Oprichinki¢ Animalism, Obfuscate, Vicissitud&u have the flawdaunted

Zantosa; Auspex, Presence, Vicissitudeu have théerangement: Addictive Personality.

For each dot ifRetainersyou spend orthem after the first, you can give them the first dot of one of
their in-Clan Disciplines, a dot in a Merit (which can be combined to purchase 2+ dot merits) or an
additionalBlood Traitthey can use without hurting themselves. If you afeor 6" Generdion your
Ghouls can have up to level 2 or 3 Disciplines respectively.

Szlachta

All Szlachta have one dot Bbtenceand 1 Blood Traitthat will not inconvenience them if you take it
or they spend it.

It is assumed that you perform any of the permanéfitissitudemodifications mentioned under
Fleshcraft, Bonecrafir Graft Life to Liféhat you desire on your minions, additionally fsch dot in
Retainersyou spend on them after the first, you can give them another custom modification, such
as:

1 Jumpy Legs/Inflatable Bodyg the creature can bound 10 paces instead of moving normally.
If you or it spendd Blood Traityou canrideonitéd A0 02dzy0Sa ¢KSy Al
1 Protective Spines/Corrosive Blood anyone damaging your Szlachta takes 1 level of lethal
damage at the end of the round.
1 Horrible Claws/Tentaclesg attacks from the Szlachta do a base two levels of lethal damage.
1 Eyeson-Stalksg in addition to its normal abilities, the Szlachta has dotPénceptiorequal
to your dots inRetainersand for related challenges can substitute its highest trait category
for Mental Traits.
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1 Hidden Weaponry in addition to its normahbilities, the Szlachta has dotsBnawlequal
to your dots inRetainersand for related challenges can substitute its highest trait category
for Physical Traits.

1 Doppelgangeg the creature has been made to mimic a specific individual. In addition to its
normal abilities, the Szlachta has dotsDisguiseequal to your dots irRetainersand for
related challenges can substitute its highest trait category for Social Traits.

Ritae

The Priests of the Sabbat officiate over a number of sect rites which have been handed down from
Cainiteto-Cainite over the decades and which are allegedly derived from the traditkolalunic

practices of Clan Tzimisce. TR#aebackground representsniowledge of these powers which are

part Blood Magic, pargroupLJa @ OK2f 23& | y R LJihdsdido & dobnii 6B St &S
Magic for the purpose dDisciplines which target or dispel such powers.

The most important of these, thauctoritas Ritagareregularly observed by all Sabbat and provide a
common theme to all gatherings of the Sabbat, even if the exact details are personalised by each
Priest. EveryAuctoritas Ritusan be performed by a character with at least one dot of Ritae
background.

In addition to these there are numerougnoblis Ritaevhich are not so central to the cohesion of
the Sect, but which are valued more for their surprisingly potent effects. There are fgaaklis
Ritaeof varying power levels and these often express ttahiiduality of a pack.

A character can benefit from orgnoblisRitusper night (either ongoing or instantaneous) for every
two dots they have itConsciencer Conviction TheAuctoritas Rita@re not limited in this fashion.

Dots inRitaegrant you the following cumulative benefits:

() you know allAuctoritas Ritae

ww you know one level ynoblisRitusand can buy more at the cost of 1 xp fitus
wWww you know one level jnoblisRitusand can buy more at the cost of 1 xp pritus
Wwww you know one level #gnoblisRitusand can buy more at the cost of 1 xp ffitus

WWWwww  youknow one level InoblisRitusand can buy more at the cost of 1 xp pitus

WWWwww wouknow one level EnoblisRitusand can buy more at the cost of 2 xp p&itus
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AUCTORITAS RITAE

w ¢19 .LbS5LbD

On the night of the Winter Solstice, all members of the Sabbat in an area gather by a beach, riverside
or other water feature. If no water is available a symbslijuare of white cloth may be used. The
presiding priest (usually the highest ranking member of the Sabbat present) gives a speech about the
goals and credo of the Sabbat (often comparing the Sabbat to a relentless tide of water or similar).
All participars then swear an oath to serve the Sabbat unto death, often followed by thdderie

and/or more specific oaths or declarations of intefdntil the following Winter Solstice, lla
participants inthe Bindingcount as having bbw levelVinculumto each oher even if they are not in

a Pack. Additionally all participants gain one experience point.

@w ¢19 .[hh5 .1 ¢l

The presiding priest must wish to formally recognise one Cainite as holding the title of Bishop,
Archbishop or Cardinal. As many Sabbat as possible who will be subjects of that leader must attend,
choosing not to do so is a grave sleight. Starting withpressiding priest and other ranking Sabbat
members in order of rank, all participants kneel to the new leader and state their endorsement or
allegiance whilsbleeding intoa large vessel. In return the leadgives praise and/or advice to each
participant Once this is complete, the new leader bathes within the now bl large vessel

and all participants either drink from the vessel or use the blood in a subsedveulderie
symbolising their acceptan@¥ G KS ySé f SI RS NI &net gainidf IBSs oBlbod & dzOK
Traits).

w ¢19 .[hh5 C9!{¢

As a Downtime action2 Y S 2NJ Y2NB LI NIAOALI yia RS&aAIYyFGSR I &
or Cainites; eachmortal I f f 2 6a F2NJ | ydzYoSNJ 2F Léquallitd Bk LI vy (i &
presidird  LINJA S & Ri@eor tkce this forACdinites. Thesee then stored untilThe Blood Feast
begins;although their significance is lost ifBdood Feasis performed without them there, or at the

end of the next game.

As a Ritual actionall participants gather togethercheering and baring fangs &8 G KS WKdzy G S
triumphantly bring their captivet the presiding priest. The priest congratulates each huaieal

arranges for the captives to be tied or nailed and suspended in such a way that they caow®t m

and are easily accessible to the participants. The presiding priest then declares the beginning of the

feast and all participants can restore themselhtesull Blood Traitsunless all captives meet the

criteria of a feeding restriction or similar flaw

w /w9l ¢Lhb wL¢9{

The presiding priest touches a flaming brand to the head ofewaly-embraced Cainite, before
leading them through an oath of allegiance to the SabbdterOthe Creation Rite$ollow a more
Clan or Packspecific initiatior2 NJ S@Sy | NI RA S$tie2nyasstembiasckhereaiet K S| RA y
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the Cainite is recognised as a member of the Sabbat and can participatel inenefit fromRitae
fully.

wWFESTIVO DELLO ESTINTO

On the second week of March, all members of the Sabbdtentheir way to the nearest Sebeld

City for a celebration of immortality. Theestivois a wild revel designed to laugh in the face of
death, it is considered poor form to worry about the Silence of the Blood or the rules of the Sect
during this time. Brticipants often performBlood Feasts, Vaulderie&ames of Instincand
elaborate Fire Danceslong with more conventional antics. While tlestivo Dello Estinttasts,
participants count as having half their usual number of Beast Traits rounded domthefpurposes

of what acts count as a sin for them and the very seriRitgsof Monomacyis considered offimits.

w CLw9 5! Db/ 9

The presiding priest lights a fire within a circle of the participants. Each participant must then make a
Physical ChallengéAthletics, Courageto jump over or otherwise defy the fire against a static
difficulty set by the presiding priest. One participant can jump over the fire in a combat round for
every 4 traits the fire has, participants announce their intentions simultast (unless they
activate Alacrity) and any participants jumping at the same time must make their challenges
opposed with one another.

Each participant who attempts the jump automatically resists Fear Frenzy from seeing fire for the
rest of the night. Eeh participant who fails also takes 1 level of Aggravated damage from fire (which
will generally trigger their Beast also!).

Characters who frenzy before jumping do not count as participants ifiteeDance

w D!'a9{ hC Lb{¢Lb/ ¢

The presiding priestformf £ @ SELX F Aya GKS Nz S$& F2NJ I RIy3ISNe
cunning and courage of a number of participants. Participants may be part of teams or the game

may be a fredor-all. Games of Instinainiversally feature some element of dangedait is possible

for the power of theRitus(embodied as ref discretion) may help to make unusual and exciting things

occur. Winning participants in @ame of Instincpick one ability that they used to help them win. If

they spend experience points in@®ing that ability in the next downtime period, they gain an
appropriate speciality in that ability for free.

w ahbhat/

A memberof the Sabbat (the challengeshnounces to you and another member of the Sabbat (the
challenged) in their own words th#étey are aggrieved by the challenged and intend to duel them
solve their dispute. You may then decide if you widbnomacyto proceed. If you do so, the
challenger must state the time and location of the duel, the challenged then declares the ruhes of t
duel. These rules typically include the weapons that will be used, if any, specific restrictions
(including use of Disciplines) and the condition required for victegy first blood, torpor, final
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death). You must be present to oversee all stagedlohomacyand may declare th&itusnull-and
void at any point including after the duel has finished.

wPALLA GRANDE

Coming sooon!

w {9wahb hC /! Lbo

You give an inspiring speech, tell a cautionary tale or sermonise about Noddist lore to any number of
partidpants. All participants are endowed with a renewed sense of purpose and redaitipower

Trait if they are not already at maximum. If members of the sect have just achieved a victory in
combat or otherwiseSermon of Cain@stead allows participants teegain2 Willpower Traits

w ¢19 +!![59wL9

As a Ritual actionthe presiding priest arranges all participants (typically into a circle) and cuts
themselves using an implement (typically a knife) which is used foRihisand nothing else. The

priest beeds into a drinking vessel and then passes this along with the blade to another participant,
who in turn bleeds into the vessel and passes it on until all participants have bled into the vessel. The
vessel is then passed back to the presiding priest wien tmakes a proclamation or otherwise says

a few words before drinking from the vessel. The vessel is then passed around all participants again
such that each drinks from the vessel and there is no net loss or g&iload Traits At the end of

the Vauldeie all participants feel a link to one anothand gain black veins in thefkurathat mark

them as a diableristo Aura Perceptionlf repeated regularly, this link can build into a special-two
way blood bond called ¥inculum(see below).

As a Downtime actionthe presiding priest and a group pérticipants (typically a pack) participate
in the Vaulderieregularly during downtime causing aVinculumto form between participants.
Depending on how frequent thedRitaeare, the Vinculumcan below, medium or high (see below)
With the exception of the low levé&linculumcaused byhe Binding(see above), a character can only
ever sharea Vinculumwith one group of participants, although participants in this group may come
and go without affecting this heavily.evels ofVinculumhave the following effectswhich are
cumulative

1 Low ¢ Participants cannot bring themselves to destroy eaxther and must spendl
Willpower Traiteach turn they spend trying to diablerise a fellow participant or put them to
final death

1 Medium ¢ Participants feel inclined to aid each othand will not harm fellow participants
beyond the rougkandtumble horeplay that spirited young Cainites enjoy. Participants
must spendl Willpower Traitto perform any action against each other that cannot easily be
laughed off afterwards. Participants must also spdnd/illpower Traitto avoid performing
a favour, unlesshiat favour would require taking damage, using up Traits or resources or
committing a sin on their path of a level equal to or less than their Beast Traits.

1 High¢ Although they may hide itwhen it comes down to itparticipants are compelled to
protect each otherand aid each other however they caRarticipants must spend
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Willpower Trait to avoid coming to the aid of a fellow participant in danger or distress.
Likewise they must speri Willpower Traitii 2 | @2 A R LISNF 2 N A gitRer | y& FI
massively dangerous or atrhit sin.

Even if you are under mental or emotional control, you can elect not to spend Willpower Traits to
surpass thezinculumunless a power specifically states otherwise.

As a Downtime actionParticipants who starve themsas of blood and subsist on blood froime
Vaulderiealone lower each of their blood bonds by one level at the start of the next game. Such
participants start that game having just fed, so will only have blood in their system equal to the
Blood Ratingof the area unless they have chosen to deindiscreetly on the way in or have
benefitted from the use of &erd

w ¢1 9 21w t! w¢
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Coming sooon!
w ¢19 2L[5 || bt¢

Coming sooon!

IGNOBLIS RITAE

A character can benefit from onRitusper night (either ongoing or instantaneous) for every two
dots they have irConsciencer ConvictionIn addition a character can only benefit from edritus
once per nightThe Auctoritas Ritaeare not limited in this fashiorlNo character can benefitdm
anyRitaeuntil they have had th€reation Ritesr the Ritus of Acceptangeerformed upon them.

W ®RITUDFCONTRITION

Typically one, but sometimes multiple participants confess to a transgression against the Sect or
some significant failure. You m#tyen choose to grant those participants absolution, possibly after
berating them for their weakness. If you do so, characters nmap&ind 1 Willpowerwithout
requiring an action if they want to punish those characters or otherwise bring up the subjeatifurth
This protection from censure counts against tRétae a participant can benefit from, and a
participant may benefit from more than oriRitus of ContritionParticipants may choose to end this
protection whenever they wish, without requiring an action.

w RITUDFACCEPTANCE

You welcome one or more participants into the Sect or into a pack, with as many of your own Sect
or packmates with you as possibl@articipants are typically newlymbraced Cainite$ollowing

their Creation Ritesalthough variang of thisRitusare appropriate forconverts from other Sects or
visiting Sabbatin which case theRitusis referred to asAllegianceor Welcomingrespectively Each
greeted participant must then swear allegiance to you and each of your -pzatles in turn, or
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otherwise bestow upon them a gift or token. Participants who are already a member of another
sect, such as the Camarilla, are typically given a secret mark of theigllegiance, such as a brand,
tattoo or Vicissitudemodification. In this case, th®itus makes this change permanent unless
deliberately excised by a supernatural power sucNiasssitudeor Obeah Participants gain one free

dot in two different abilitiesor backgrounds of your choice. This counts against Rime a
participant may benefit from until they choose to buy tRack Membemerit.

www {h; [ hC 19/ ¢hw

One ritual participant is held up as an exemplar of martial prowess, this character doedusadtyac
need to benefit from thiRitusunless they wils to. Each participant picks orability from Melee,
Brawl, Firearmsr Athleticsthey think that the exemplar possessdsjice during the rest of the
night they caruse that chosen ability at the same@mber of dots as the exemplar.

woww ¢19 '{tQ{ .[9{{LbD

Coming sooon!
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Coming sooon!
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Participants in thiRitusinflict painful injuries on one another; each participant takes 1 level of
Lethaldamage. For the restfahe night, all participants gaitwo extra health levels

w WwiRITUAL OF THE LUCKY THIRTEEN

Each ritual participant must sacrifice at least one finger, thirteen fingers are necessary Ritube
to function. Each participant gairgsdots ofLuckfor the night or until they heal their lost fingers, a
special wildcard ability that can be used &tand in for any ability. Every time you useckas a re
test, you lose one dot dfuck

wwww C[LweLbD 2L¢I 59{c¢w]/ ¢LhbD

Each participant must také level of Lethal or Aggravated damadering the performance of this
Ritus Oncelater that night, particbants may spend traits to heal damage taken from a single attack
after that damage has been declared but before they suffer the effects of that darGhgeld they

do so, they may additionally downgrade aggravated damage taken to lethal damage at thaf cost
one Willpower Trait per level. ThisRitusends early for a participant if they are fully healed at any
point.

wowww | 9'we¢ hC ¢1 9 Dh[ 9a
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Participants in this strange and complBxusgain tremerdous fortitude, however exercising free
will laceratesthem from within. For the rest of the night, all participants gain four health levels but
take a level ot.ethaldamage for eachVillpower Traitthat they spend.

Wwwww ¢h; /I hC L/ Cl[ 9{ |
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Participants in thisRitusbecome literally cold and inhuman. The Social Traits of participants are
limited by their Beast Traits, however the next time they sufiee or more levels oaggravated
damage from fireall damagebecomes lethal insteadRsilienceor Imperviousnessannot reduce

this damage) andouch of Icy Flesgnds for that participant. ThiRituslasts for the rest of the nigh

if not activated before then.

w 0w AURA TRANSFER

One or more characters are ritually slaughtered by the ritual participants at the culonnaf this

Ritus The aura of each participant becomes a copy of the aura of one character that they
slaldKGSNBR 4 GKS Y2YSyid 2F GKFG OKIFNIYOGSNNRa RSIH
entirely. Aura Perceptiorcan still be used to correctlyetect if the last thing a participant said was a

lie, but is otherwise fooled bgwura Transfewhich lasts for the rest of the night.
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At the culmination of thifRitus each participant loses Blood Traitand takes 1 level of Agavated
damage as their blood briefly boils away. For the rest of the scene, when defending against powers
of Blood Magic, such askhu, Dusan-ki, Necromancyr Thaumaturgyor when resisting True Magic

or mortal Sorcery, participants may call forVdillpower re-test without needing to spend a
Willpower Trait.

Wowww a9¢¢[ 9 hC [L[LC¢CI

At the culmination of thigitus each participant feels a looming sense of dread. For the rest of the
scene participants cannot spend Willpower to resist Fear Frenzywheh defending against
Dominateor similar powers of direct mental control such as the Wraith ArcéPwgpetryor the
Cathayan Disciplin®bligation they may call for aVillpower re-test without needing to spend a
Willpower Trait.

Wowww ¢h; /| hC !'tlwh5L¢9

A mortal is ritually slaughtered at the culmination of tiiRdus, with the priest consuming their

heart. All participants look healthy and alive and have a heartbeat for the rest ohititg. In
addition, participants may use Saocial Traits in place of Beast Traits on any challenges (although they
may not elect to lose these instead of Beast Traits if they simein Path).

Wowwww ¢h; /1 hC . wh¢l 9w[, [ hzx9

After completing thisRitus the next time each participant deals damage to a mortal without
Fortitudeor the regenerative abilities of Lupindsat mortal is instantly killed.
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W W WIBIECARMINE CHALIOE DR. RICHARDS

Coming soori!

Wwwwww t!' /Y a9bc¢! [ LC,

All participants of thiRitusmust have performed the vaulderie together and often the tRitaeare
merged into one. Participants are constantly aware of the distance and direction of all other
participants and can communicate telepathically with them in a manner not limited by language.
Pack Mentalitytasts for the rest of the night.

W W WOBODYOF THE JUGGERNAUGHT

One participant of this ritus is designated as a Champidhother participants (which may or may

not include the presiding Priest) pick one Discipline they possess at a higher level than the
Champion. For the rest of the night, egaérticipant is prevented from using the highest level of the
Discipline that they picked and the Champion gains one dot of that Discipline, which stacks with any
dots they had already or which are donated during this ritus (provided the donor has a hegher

in that Discipline prior to donation). If the Champion falls into torpor or meets final death for the rest
of the night, all participants instantly fall into torpor.

WOWWWw ®w [/ haa] b9 2L¢I ¢19 . [ hh5 ¢h

All participants in thisRitusmust be part otthe same pack. Each must sacrific&lood Traitwhich

has been used to anoint an item pleasing to the spiritual entity the participants wish to watch over
their pack and which they hope to embody with their actions. Assuming the sacrifice is pleasing; a
spiritual entity will manifest to the assembled participants and may freely converse with all present.
Such entities are often quite knowledgeableoat things within their remit or have useful advice
andamusing anecdotes. If the spirit remains pleasdlritual participants are granted the following
benefits untiiCommune with the Blood Toteisiperformedto call a different spiritor until the ban

of the spirit is brokenSample benefits and bans are as follows:

1 Ratc Followers of Ratan useBrawlto re-test biting challengeggain a bonus dot iStealth
that cannot take them above their generational maximum and once per night can regain one
spent Willpower Traitvhenever they survive a dangerous situati@an ¢ Followers of Rat
may never Kkill vernm.

1 Chimerag Followers of Chimera can call for a Willpowe#test on anyEnigmaschallenge
without needing to spend a Willpower Trait, gain a bonus ddEmigmasthat cannot take
them above their generational maximum and once per night can regain omg gyilpower
Trait whenever they participate in solving a puzzle or rid&lan ¢ Followers of Chimera
cannot forego an opportunity for enlightenment.

1 Ravenc¢ Followers of Raven can always find other members of their pack who are not
currently usingObfuscate gain bonus dots iBurvivallnd Subterfugehat cannot take them
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above their generational maximum and once per night can regain one spent Willpower Trait
whenever they participate in stealing somethifgang Followers of Ravecannot carry any
wealth or currency that they are not currently in the process of stealing or spending

1 Beskarg Followers of Beskar gain one additional health level, gain a bonuis dock(see
the LuckyMerit) that cannot take them above their generational maximum and once per
night can regain one spent Willpower Trait whenever they defeat an enemy in exchange for
a reward.Ban¢ Followers of Beskar cannot refuse to kill or captarcharacter if there is a
commensuratdinancial incentive to do so.

The benefits olCommune with the Blood Tote@2 dzy' i (261 NR& | OKIF NI} OGSNDa
IngoblisRitaeper night, however each character may elect to suppress these benefits atafteof

any given night in order to benefit from a differeRitusinstead. At any point they may elect to stop
suppressing the benefits of the®lood Toteninstead if they change their mind.

@ AUTO DE RENQUISITION)

Coming sooon!
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Coming sooon!
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Each participant ritually swallows a human eyeball which is held down by the power RittlseFor

the rest of the night, any participants who kndvura Perceptiomain the option of determining if a
character is an infernalist on a succesgula Percption challenge in addition to the normal use of

this Discipline power. At the end of the night, the eyeball is forcibly ejected from any participants
without Eat Food.

wow 9,.9{ hC bh+![L{ 6Lbv!'L{LCLhbO

Each participant ritually swallows an acorn whiglheld down by the power of thRitus For the rest

of the night, any participants who knowwura Perceptiongain the option of determining if a
character follows the Path of Lilith or any of its variants on a succe&sfal Perceptiorhallenge, in
addition to the normal use of this Discipline power. At the end of the night, the acorn is forcibly
ejected from any participants witholgat Food.

wwww {lwh}5 hC t}wL¢, oéLbv]L{LC¢CLHh

All participants ritually don a piece of cloth, which can be any size drolbak to a handkerchief. For
the rest of the scene, when defending against powdrsl@monsor the demongranted powers of
infernalists or Baharisuch asDaimonion, Ogham, Dark Thaumaturgy, Qlippothic Spheres or
demonicLores participants may call foa Willpower re-test without needing to spend a Willpower
Trait.
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Participants in thisRitus must make a Beast Challeng€ofiscience/Convictipragainst a static
difficulty of 10 Traits@onvictiorb). Participants who succeed are imbued with fanatical zeal and all
of their Brawling or Melee attacks strike forone additional level ofdamage against demons,
infernalists or Bahari Participants whofail gain the same benefits, bulso suffer 1 level of
aggravated damage as a brand of the Sword of Caine mystically appears on their flesh.

W W ®REDEMPTION OF GETHSENINGRJISITION)

Coming soon!!!
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For the rest of the scene the blood pool of all participantthise larger (if you activatdheft from

the Eldersat the start of a scene, assume you have chance to feed and gain enough Blood Traits to
fill your expanded blood pool). In addition your dotsGenerationcount asone greater for the
purposes of rdesting Disciplinesié. Dominaté only.

Wwwwww /!'{¢ 5h2b ¢19 /hww]t¢o5 oLb

ThisRitusrequires 7 Blood Traitsfrom the character who is to b€ast Dowrwhich are ritually
burned. Thereafter the character cannot bind others with or be bound by blood bondsarlae

Wwwww W 5D9a9b¢ 5!, oLbv]L{L¢LhbU

This fabledRitus must be enacted regularly once per month for thirteen months. Upon the
completion of the thirteenth casting, the ritualist is aware if any Cainites'®bBlower Generation

are awake and is granted a brief vision relating to them. It is said that those Cainites are then
granted a vision of the ritualist.

W W WOEGERNTREEINQUISITION)

Coming soon!!!
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MERITS

ARTFUVISIONAR® TRAITMERI)

Whenever you make any challenge thattests using theCrafts, Expressioor Tortureabilities you

may call for éBlood or Willpower re-test without needing to spend the appropriate trait if you are
doing something that you have not done before. Whenever you are using these abilities in a manner
that is derivative or passé you cannot call Bdood or Willpower re-tests on anysuch challenges.

AMBIDEXTROUWS TRAITMERI)

If you are using a weapon in each hand, normally you must pick which weapon to attack with and
only gain the properties of that weapon. Withmbidextrousyou may pick a singlgait property
FNRY GKS ¢S LJ2 b addfodoulndiB we@pbn. dza A y 3

BLASI3 TRAITMERIY

Whenever you are the defender in any Challenge using your Social Traits, you may call for a
Willpower re-test without needing to spend a Willpower Trait.

BRAWLINGODGHK1 TRAITMERI}

You may us®rawlor Meleeto re-test challenges instead @odgeif you are in close combat range
of an opponent.

CALVHEARTZ TRAITMERI}

At the start of each game, pick one of your Rage Frenzy Triggers. Until the start of the next game you
automatically resisRage Frenzy from this Trigger.

CATLIKBALANCRE TRAITMERIY

You may usdthleticsto re-test challenges instead @odge You do not take damage from falling
and any time you are knockdshck, thrown or otherwise moved against your will you may choose
which direction your movement is in (it must generally still be in a straight line).

CATHARTEURY2 TRAITMERI}

Whenever you end a rage frenzy by destroying the character or item which is the focus of your
frenzy, regain on&Villpower Traitthat you have spenff this is the first such instance that night.

CLEARSIGHTER TRAITMERIY

Whenever you uséleightened Senses a similar power to detect things that have been hidden or
to try to end Obfuscate Chimerstryor similar powers, if you spentBlood Traitin order to do so,
regain that Blood Trait at the end of the turn.

CODBOFHONOURZ TRAITMERIY
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You have a psonal code of ethics that goes beyond your Path of Enlightenment or the traditions of
your Clan or Sect. When you take this merit, agree the general terms of the code with a Storyteller. If
you ever violate this code, you lose the benefits of theyivuntil you perform an appropriate act of
atonement which must involve some risk.

No action: whenever you are subjected to Mental or Social control, or are about to perform an
action due to frenzy or alood bond or vinculunthat would cause you to violateoyr Code of
Honour, you may spenil Willpower Traitto resistperforming that action or any other action that
would violate your code for the rest of the scene.

COMMONSENSEL TRAITMERI}

You are generally practical and have good instincts fombest sensible course of action. Whenever
you are about to undertake a course of action you may ask a Storyteller to advise you if there are
any risks involved that would seem predictable and how typically one might overcome these. This
merit is unlikely tovarn you of unusual or supernatural dangers, but may help you to avoid arbitrary
punishment from a whimsical storyteller.

DAREDEV(B TRAITMERI}

If you have lethal or aggravated damageall but one of your health levels, the first timecharacter
declares a challenge against yioua turn regain 1 Willpower Trait. If you have aggravated damage
to all but one of your health levels, any time a character declarebalenge against you, regain

1 Willpower trait.

EATFOOO1 TRAITMERIY

You can eat normal food and drink without vomiting it up immediately. You can approximate mortal
digestive transit to conveniently empty yourself where necessary.

EFFICIENOIGESTION TRAITMERIY

If you bite a character, you can drain two Blood Tradéstprn from them rather than the usual one.
The blood rating of any location always counts as two higher for you.

EIDETIIEMORY2 TRAITMERI)

You can recall anything you have experienced with perfect clarity. Any time you forget something
out-of-character you may ask a storyteller to either recall the information for you, or make up what
happened in the probable likelihood that they have also forgotten. You may carry anf-out
character record of your experiences to represent this merit.

ENCHANTIN®OICK2 TRAITMERIY

Whenever you call for aVillpower re-test on any challenge where you issue a command or
otherwise use your voice, such B®minateor Melpominee you can spend a Blood Trait to do so
rather than a Willpower Trait.
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FORMERHOUL(3 TRAITMERI}

Youspend a considerable amount of time as a Ghoul before you were embrasesiich, gain a dot
each ofCainite Loreny oneClan Lorend oneSect Loréo represent the society you have been part

of although these dots cannot take your abilities above 5. Additionally, during character creation you
may selectPotenceas if it were an i¥Clan Discipline for the expenditure of your initial 12 xp only;
after this it is out ofClan as normal. If you are a member of a Clan whicliPbgencean-Clan, instead

gain a single dot dPotencebefore spending your starting 12 xp on Disciplines.

IRONWILL(3 TRAITMERI)

Whenever you are the defender in any Challenggng your Mental Traits, you may call for a
Willpower re-test without needing to spend a Willpower Trait.

INTROSPECTIGNIRAITMERI)

You have keen insight into the underlying reasons for your desires which can often translate to an
understanding oftte motives of others. Whenever you call fondllpower Retest on any challenge
using Perception, Subterfuger Empathy you can spend a Blood Trait to do so rather than a
Willpower Trait.

LIGHTISLEEPHR TRAITMERIY

If you wake during the day, you can act faro turns for every dot you havan Couragebefore
falling asleep. Imaddition, your Traits are not limited to a maximum of your Beast Traits during the
day.

LIONHEARTE(Q TRAITMERI}

No action:you may spend. Willpower Traitto substitute your Beast Traits for dots in tR®urage,
Instinctor SelfControlabilities for one scene.

LOREMASTHERTRAITMERIY

Whenever yowspend experience oaLoreability, you gairthat amount of free experience points to
spend on a different Lore ability of your choice. If you have laoreability at six or moreyou can
substitute it for other abilities as follows depending on tharein question:

1 Clan Lorecan substitute as a defensive skilktest against the typical #€lan Disciplines of
that Clan

9 CainiteLorecan substitute as a rest against the Disciplines of a specific named Cainite
chosen at the start of the nighSabbat Lorean instead be uskagainst a specific Sabbat
Cainite or Pack.

 Camarilla,Anarch2 NJ ¢ I f Qlare ¢a$ Subskitute as a rest againstany use of a
Discipline tchide or disguise Cainites or otherwise preserve the Silence of the Blood.

1 Non-Cainite Lorescan substitute asa defensive skill rest against the powers (but not
physical attacks) of the supernatural creature in question.
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In addition, you may enter a discussion with another character in order to ascertain wiaoh
abilities they have, potentially identifyingharacters with knowingly or unknowingly false
information.

As a Ritual actionmake a Mental Challeng@iy Lore, Subterfuge@gainst another character who is
willing to enter a discussion with you, characters can use more than one abiigstren ths
challenge.

If you win you learn which lore abilities are possessed by that character and what levels of ability
they have in each. The winner has the justification to buy one dot of a lore ability that the loser has
more of in their next downtime.

LUKY (3 RAITMERIY

You have 3 dots dfuck a special wilgcard ability that can be used to stand in for any ability. Every
time you uselLuckas a retest, you lose one dot ofuck At the start of each game, youluuckis
restored to 3 dots.

MAGIC RESISTANCIERETMERIY

When defending against powers of Blood Magic, suchA&bu, Dutan-ki, Necromancyor
Thaumaturgyor when resisting True Magic or mortal Sorcery, you may call YWillaower re-test
without needingto spend a Willpower Trait. You can never learn any Blood Magic Discipline and
beneficial Blood Magic rituals (other than Sabbat Ritae) do not function on you at all.

MASTERFPROTOCQLTRAITMERI)

You gain one fre&tiquette speciality for each doof Etiquettethat you possess or later purchase
with experience points. Furthermore, you may usequetteto re-test any Social Challenge where
you are defending against characters to which yétiquettespecialities apply.

MEDIUM (2 RAITMERI)

Youcan sense when a Wraith is in the Shadowlands adjoining the -sip&al area you are in. You
can also hear or otherwise sense any Wraith attempting to communicate with you, provided that
you share a language.

As a Ritual action:provided you are not disticted by combat or similar, yoand any number of
other charactersmay perform a séance alerting one Wraitiat you wish to communicate with
them and giving them a general idea of where you are. If a Wraith is present and willing to
communicate, you mayse an Ouija board or similar so that all characters present can understand
what the Wraith is saying. To contact a Wraith this way, you rhase communicated withhem
previouslyor know their name and birth or death date or be touching an item of siamfie to
them (such as a Fetter).

METICULOUS.ANNER TRAITMERI)
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Like Batman, you are obsessively thorough in your planning and preparation. Whenever you
mention in a written downtime that yoare about to undertake a course of action you may ask a
Soryteller to advise you if there are any risks involved that would seem predictable and how
typically one might overcome these. This merit is unlikely to warn yowrdnowable or
supernaturaldangers butmay make it less likely the Storyteller will whgut some nonsense last
minute. In addition, you may substitute your Mental Traits for any other category in any Challenge
you have specifically planned for and detailed in a downtime.

NATURALEADER TRAITMERI)

Whenever you call for a Willpower4est on any challenge where you could wsadershigo re-
test, you can spend a Blood Trait to do so rather than a Willpower Trait.

NATURALINGUISTL TRAITMERI}

Yourdots inthe Linguisticsability count double fo the purposes of the number of languages you can
speak Whenever you succeed orLaguisticshallenge to understand an unfamiliar language, you
count as being fluent in it for the rest of the night.

NINELIVES6 TRAITMERIY

Whether due to fatejmpressive hardiness or a literal deal with the devil, you are incredibly hard to
kill. If you have aggravated damage in all of your health boxes you do not die, but instead enter
torpor. Whenever you enter torpor, you automaticallgdl one health levelfoany type of damage

at the end of the scene. You can only be permanently killed in a specific way agreed with the
Storyteller when you take this merit.

OBSESSINHAVANTZ2 TRAITMERIY

Pick one ability in which you have a speciality. You are deeply obsessed with this subject and can call
for a Willpower re-test on challenges where this speciality applies without needing to spend a
Willpower Trait. Your character cannot have Social Teaitheir highest trait category.

ORACULARBILITY2 TRAITMERIY

As a Ritual actionperform a divination by casting bones, reading cards, studying the stars or similar.
You must have a question in mind about the futwden you do so. Make a Mental Gleamge
(Occult, Hearth Wisdojragainst a static difficulty set by a Storyteller.

If you win you gain a hint or some insight into your question along with the following ability:

No action:whenever anything sudden happens or combat starts, you may spétidipower Trait
to move three paces or shout/think three words before combat rounds start or the surprising
occurrence actually occurs.

If you lose, you gain a hint or some insight into your question, but the process is harrowing and you
losel Willpower Trait or suffer one level of aggravated damage if you cannot.
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PRESTIGEOBREL TRAITMERIY

Your Sire is someone important or otherwise weBpected by your Sect. You do not necessarily
maintain regular contact with them and cannot call upon them fior @nless you also possess the
Mentor background.

RUGGERB TRAITMERI)

Either you are physically massive or you are just{sdails. You havevo extra health leved.

SANCTIT(2 TRAITMERI)

You are held in high esteem by any Cainite of $adbat who spends a significant amount of time
with you. You might be beloved as a softmascot, believed harmless, respected or even feared,
but for whatever reason no player character can knowingly work against you or attempt to betray
you. Even if anther player character unwittingly does so accidentally, no permanent harm will come
of it and it will all be laughed off as a comedy misunderstandtiogL can participate in thRitusof
Monomacy however any challenges you participate in will not be twalfideath or diablerie.
Typically you will be unable to hold any position of authority above Pack Priest or Dfigtus.ever
begin to betray another player charactelp something outlawed by your Semt otherwise use your
Sanctityas a way of thwartig your Sectmates without repercussion, the benefits of this merit
suddenly vanish and all of your regular acquaintances will become strangely aware of thisttigct.
happens, your newly hardcore character can instantly spend the 2 xp from this medgioterof
Intimidation, SubterfuggeTortureor the first dot of anyDark Thaumaturgyath.

SKILAPTITUD®& TRAITMERIY

Either through intense personal training or natural aptitude you are the best there is at a single
ability or background, eventifiat ability or background is not very nice. You can learn up to six dots
in this chosen ability or background, or your generational ability limit is one higher if you are a
vampire. The intense dedication required by this merit prohibits you from takimgie than once.

SLIPPERUSTOMER TRAITMERIY

If you call for a Blood rtest on any challenge where you are the defender and you could use the
Dodgeskill, you do not need to spend a Blood Trait to do so.

SWEEBLOOM@1 TRAITMERIY

Your bloodappearstastes and smells entirely like a very fine red wine, makasgling or creating
Ghouls both subtle and easy

TIMESENSEL TRAITMERI)

You can estimate time accurately to the nearest minute and as such are always aware of how much
time remains before dawn.

TRUBEFAITH7 TRAITMERIY
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You have rare faith in religion that has survived even your transformation into a creature of sin. You
have one dot offrue Faithwhich can be spent in the same way as a Willpower TYaitrTrue Faith
canrot be used if you ever have less than 7 Beast Traits or if your@ego Humanity for a Path of
Enlightenment.

As a Social actiorspendl True Faith Traitpbrandish a symbol of your religiand make a Beast
Challenge Conscience/Convictipragainst tle Beast TraitsQonscience/Convictiprof one Cainite,
Demon or Wraith that you can see.

If you win, that character must flee your presence or otherwise cdwelreadfor a scenesuch that
they can only defend in challenges. If you lose, that charaotest still spendl Willpower Trait
without requiring an action if they wish to attack you this scene.

UNBONDABLE TRAITMERIY

You can never become blood bound to another character, although you can still bond other
characters with your blood as usual. You are unaffected by any vinculum to another character,
however characters with vinculae to you are affected normally. THeeumaurgy power A Taste for
Blooddetects this merit; as such Tremere possessing it are rare.

UNBROKENNEAGEL TRAITMERI)

You can recite your Cainite lineage back to your Antediluvian and have some evidence to back this
up, something certain Clansuch as the Ventrue will find impressive. Whilst you can be confident
that this information is likely to be accurate and may even have met some of your progenitors
beyond your immediate Sireyou may not know much about these Cainites unless you also have
dots in relevantore

WELIEDUCATE( TRAITMERI}

Your education is broad enough that you never need spend Willpower Traits to participate in ability
Challenges in which you do not have any dots. At any time during a Challenge but not after it is
resolved, you may elect to spendViillpower Trait to substtute your dots inAcademicdor any

other ability for the duration of that Challenge.

WHISPERFLIFH2 TRAITMERIY

Your skin appears flushed, feels only slightly cold to the touch and your heart beats narniedly
you choose to suppress these eff@cYou find it much easier to feed undetected as the result of this
and the blood rating of any location always counts as two higher for you.
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STATUS MERITS AND FLAWS
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the traditional knowledge or capabilities that a Cainitethat position would typically have access

to. Similarly, certain momentous events such as the slaying of an antediluvian leave their mark on
Cainites that survive through them. A chater can purchase positidmased Merits as long as they

are in the position noted, if they change position they may either elect to reclaim the experience
points spent on a Merit (possibly to go towards a different positional merit) or retain the benefits
having learned from their time in that position.

Note: Abilities and backgrounds granted Byatus Meritsadd to existing values, but cannot take
them above level 5These do not count as spending experience points on those abilities or
backgrounds for the purposes of merits such.asemaster

SLAYEGFMITHRA® TRAITMERI)

You can call for Willpower re-test against thePresenceower Majestywithout needing tospend a
Willpower Trait. You gaidentrue Lorgl) andCosmology M0 g A G K & LISOA [JSkak al 1A 2y a
and River of Memo1Q @

SLAYEQFILYEBNDTROILE2 TRAITMERIY

You can estimate time accurately to the nearest minute and as such are alwayes @i much
time remains before dawn. You gaBnujah Lord1) andHistory(1)6 A G K & LISOA I f Aal GA2ya
2AfR 2Sad YR 'fGSNYFGS ¢AYSEAYySaQo

SCIONDFNYLARTHOTEPTRAITMERIY

Once per night, if you sin on Humanity or a Path, you may elect to tBlkeFangementntil the start
of the next game before makingG@onsciencer ConvictiorChallenge. If you do so, that sin does not
cause you to lose a Beast Trait. You @zioult(1), Rokea Lorél) andFae Lordl).

PRIES[2 TRAITMERI)

GainSabbat Lorél), Ritae(1) and one freggnoblis Ritusit any level you can now access.

No action:spendl Willpower, for the rest of the scene you may allow one Cainite you can see to
substitute your dots inConsciencer Convictiorfor their own rating in that ability. You may do this
even midway through a challenge.

DUCTU® TRAITMERI)

GainLeadershigl), Intimidate (1) and one free speciality of your choice on any ability.

No action:spendl Willpower, for the rest of the scene you may allow one Cainite you can see to
substitute your dots irCouragefor their own rating in that ability. You may do this even miay
through a challenge.
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ABBOT2 TRAITMERI}
GainResourcegl),Herd(1), Library(1) andArsenal(1).

TEMPLARZ TRAITMERI)

GainSecurity(1), Perception1) andCouragg1).

No action:spendl Blood Traitg KSY S@SNJ €2dz I NB gAGKAY | N¥Qa NBI OK
Templar to and they are the defender in any challenge. You throw yourself in the way of that
challenge and become the defender instead, taking the consequences for any failure.

BISHOR4 TRAITMERI}

GainLeadershigl), Intimidate (1), Ritae(1), Sabbat Lor€1) and one free speciality of your choice
on any ability.

No action:spendl Willpower, for the rest of the scene one Sabdayal NPC that you know of
within your diocese mustbey your reasonable instructions and cannot act like a dick.

JUDGENQUISITOR TRAITMERIY

GainDemon Lord1), Consciencer Conviction(1), Intimidation (1) andRitae(1). No action:spend

1 Willpower, one Sabbatoyal NPC that you know of musstithfully answer the next question that

you ask them. This truth is limited to what the NPC believes is true and can be given to the letter,

NI} §KSNJ GKFIYy GKS ALIANRG 2F GKS ljdzSadAazy X |f(K2dAK

KNIGHTNQUISITR(3 TRAITMERIY

GainDemon Lorél), Consciencer Convictiorn(1), Investigation(1) andRitae(1).In addition you are
generally practical and have good instincts for the most sensible course of action. Whenever you are
about to undertake a course of #an you may ask a Storyteller to advise you if there are any risks
involved that would seem predictable and how typically one might overcome these. This merit is
unlikely to warn you of unusual or supernatural dangers, but may help you to avoid arbitrary
punishment from a whimsical storyteller.

MUSTAJIR TRAITMERI}

Gain Subterfuge(1). In addition, if you have lethal or aggravated damage to all but one of your
health levels, the first time a character declares a challenge against you in a turn, Xayalpower

Trait. If you have aggravated damage to all but one of your health levels, any time a character
declares a challenge against you, regaWlvillpower trait.

RAFIQ3 TRAITMERIY

GainSubterfugg1), Stealth(1) andCouragg1). In addition, if you have lethal or aggravated damage

to all but one of your health levels, the first time a character declares a challenge against you in a
turn, regain 1 Willpower Trait. If you have aggravated damage to all but one of your headth, le

any time a character declares a challenge against you, regafiigower trait.
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SHAKARA TRAITMERIY

GainArt of Memory(1), Arsenal(1), Resourcegl), Subterfuge(1), Stealth (1) andCourage(1). In
addition you are generally practical and hay@od instincts for the most sensible course of action.
Whenever you are about to undertake a course of action you may ask a Storyteller to advise you if
there are any risks involved that would seem predictable and how typically one might overcome
these. This merit is unlikely to warn you of unusual or supernatural dangers, but may help you to
avoid arbitrary punishment from a whimsical storyteller.

PACKWMEMBERL TRAITMERI)

Gain one dot in the two abilities or backgrounds designated by your Pack gueag aRitus of
Allegiance

LOYALISL TRAITMERI}

You are part of a philosophical faction in the Sabbat that believes no Cainite should be beholden to
any other. As such loyalists do not recognise the authority of the Sabbat hierarchy, beyond that
within a pack. Gaiouragg1) andConscienc€l) orConvction (1).

STATUQUO(1 TRAITMERIY

You are part of a philosophical faction in the Sabbat that upholds the current leadership structure.
Despite the name, this does not limit yoRerformanceability. GainSabbat Lorél) andSelfControl
(2) orinstinct (1).

MODERATE TRAITMERI)

You are part of a philosophical faction in the Sabbat that opposes the adoption of excessive rules
and restrictions within the sect, but which still sees the benefit of a hierarchy. &dii€ontrol(1) or
Instinct (1). In addition, you are generally practical and have good instincts for the most sensible
course of action. Whenever you are about to undertake a course of action you may ask a Storyteller
to advise you if there are any risks involved that would seem praklietand how typically one
might overcome these. This merit is unlikely to warn you of unusual or supernatural dangers, but
may help you to avoid arbitrary punishment from a whimsical storyteller.

ULTRACONSERVATIVEIRAITMERIY

You are part of a philmphical faction in the Sabbat thapholds the orthodoxy of Noddist doctrine
and believes the hierarchy of the Sabbat should be as strong and ruthless as needed to survive
GehennaGainCainite Lor€1l) andConsciencél) orConviction(1).

ORDERFSTBLAISEL TRAITMERIY

You are part of a group of Cainites that use the Catholic Church as a cover for feeding and as a way
to set up safe havens. Gdimfluence: Churcfl) andHerd(1).
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CLANSPECIFIC MERASD FLAWS

Assamite

SURPRISH TACKL TRAITMERIF ASSAMITE

You ae welktrained at striking from ambushe#f youare hidden byStealthor Obfuscatewhenever
anything sudden happens or combat starts you can move three paces or shout/think three words
before combat rounds start or the surprising occurrence actuallyrsccu

WEBOFKNIVE&30 TRAITMERITG ASSAMITEVARRIOR

You are a recent graduate from a ludicrous seke§ I NJ G NI AyAy 3 LINRPINI YYS O
YYAPSaQs RSaA3IySR (2 LINPRdzOS GKS @SNE o060Sad 2 NN
to final death. You do not gain normal abilities other than Clan advantages at startup, you must

assign Physical as your highest trait category and you must follow the Path of Blood.

You gain the following abilitieBrawl (3), Investigation(3), Melee (3), Perception(3), Stealth (3),
Athletics(2), Dodge(2), Firearms(2), Linguisticq2), Subterfugg2), Etiquette(1), Occult(1), Security

(1), Streetwisg(1), Survival (1). You also gaiMentor (3) to represent your Web of Knives instructors
who will conthue to take great interest in your achievements, two additional Physical, Mental and
Social traits and an additional two Willpower traii&nally, possibly due to a long period of time
spend in pretraining as a Ghouyou gainPotenceas an additional #Clan Discipline.

DISGRACHP TRAITH.LAW- ASSAMITE

After your embrace you were trained imlamut according to traditional Banu Haquim
methodologies, however something went wrong during your training. Either you failed at an
important test, broke some ament custom or simply quit the process early. For whatever reason,
traditionalist members of Clan Assamite will look down on you and it is unlikely that any aid will
come from your Clan that does not involve a hefty price tag or some level of humiliation.

Brujah

BROTHERHO@DTRAITMERIF BRUJAN

Whenever you and one or more other Brujah make a Physical Challenge against the same character,
@82dz YlI@ StSOG (2 adzadidAiddziAschay Bawk Meled, Rigedrss . NHz2 | F
Athleticsabilities instead of your own.

FOCUSERAGH1 TRAITMERIT BRUJAM

Your Beast is so fixated that you cannot enter rage frenzy for any reason other than your rage frenzy
triggers and you do not have a rage frenzy trigger for running out of blood. You cannot resist rage
frenzy from any of your frenzy triggein any way, but Disciplines suchSmng of Serenitgan be

used to end this frenzy early once started.
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Nosferatu

LIZARDIMBS1 TRAITMERIF NOSFERAJU

If you are grappled, restrained, wrapped by a tentacle or otherwise prevented from moving @ actin
physically, you may spend 1 Blood Trait and lose 2 Physical Traits to shed a limb, allowing you to
escape. If you shed an arm, co cannot use that arm, if you shed a leg, your base movecmeatif

this leaves you with no legs remaining. You may leestlPhysical Traits on a twmits for one blood

basis, if you regain your shed limb, you can stick it back on when you do this, otherwise the limb
regrows over the next downtime period.

LONG-INGER@& TRAITMERIF NOSFERA)U

Your fingers are unnaturally long and spidery. You may callBtwad retest on Physical challenges
involvingSecurityor Larcenywithout needing to spend a Blood Trait to do so.

OVERSIZEHANG$4 TRAITMERIF NOSFERA)U

You have enormous fangs snaggly tusks that cannot be retractéally. You may us@&rawl on
biting attacks and your fangs strike for an aduhtl level ofdamage which is converted to
aggravated damage

PISCINEL TRAITMERIT NOSFERA)U

You are abnormally comfortable underwater and can swim at a base movement rate of 6 paces if
there is enough water to do so.

SLIMY4 TRAITMERIF NOSFERA)U

You are covered in slime like a worm or mollusc. Whenever you take fire damage you may spend
1Blood Traitto convert one level of aggravated damage to lethal, although this does not prevent
Fear Frenzy. Alternatively, whenever you are grappled, restrained, wrapped by a tentacle or
otherwise prevented from moving or acting physically, you may sdeBtbod Traitto slip out of

that restraintand move or act normally.

GAPINGAIAW (2 TRAITMERIF NOSFERA)U

You have a nasty gash where your mouth should be. You can2dBidod Traitswith a bite attack
rather than the normal 1. Even when you bite famage, you can still drirkkBlood Trait

TOUGHHIDH?Z2 TRAITMERIF NOSFERAJ)U

Your tough, leathery skin provides you witto extra health leved.

Pander

INSIGHT2 TRAITMERIY
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No action:whenever you enter a new area for the first time that night, you are instantly aware
there are objects or areas that location that would offer up information about Cainites to a
characterusing KS { LA NRA G Q& cesomlakppwetse S&a 2 F / Kl 24

No action if you have just entered involuntary torpor, Ritual otherwis@hink of a question that

relates to Cainites, the Jyhad or Geherin& | G O2dzZA R 6S |yagSNBER WwesSaQ
trance as you contemplate your questiongke aMental Challeng (Perception, Enigmasgainst a
staticdifficulty set by a Storyteller.
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complex.

If you lose, you receive the answer to your question as above and also suffer one level of aggravated
damage.

As a Social actionspend 1 Willpower and make a Social Challeng®efception, Enigmas,
Conscience, Convictjoagainst one Cainite you can s&@mu may elect to make this challenge with a
A02NRBGOSEESNI G2 F@2AR FESNIAYy3a GKIFG OKEFNIOGSNDa L

If you win you learn one secret about that character that relates to other Cainites, the Jyhad or
Gehenna. If you lose, yaannot use this power on that character again for the rest of the scene.

Salubri

DISCIPLINELYE1 TRAITMERIF SALUBR)I

No action:you may spend Willpower Traitto prevent your third eye from opening when using
powers ofObeahor Valerenfor the rest of the scene

Toreador

I w ¢ LBELESSING TRAITMERIF TOREADOR

You can learn up to six dots@raftsor Performanceor your generational ability limit is orfegher
if you ae a vampire. You gain three experience points to spar@aftsor Performancdor free
which can be combined with starting ability poinfhe intense dedication required by this merit
prohibits you from taking it more than oncéf you also havé&kill Aptitudethis cannot be tied to
the same ability.

51 b/ GRACKH TRAITMERIT TOREADOR

If you call for a Blood rest on any challege where you are the defender and you could use the
Dodgeskill, you do not need to spend a Blood Trait to do so. You may substitute your dots in any
Performancebility for Dodge, Brawhnd/or Melee

WANTTOSEBMY ETCHING{2 TRAITMERIF TOREADOR
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Your incredible artistic talent makes it very easy to seduce or otherwise enthral mortals in such a
way that makes feeding trivial. Whenever you spend experience pointdaademics, Crafter
Performanceyou gain that amount of free experience points fmead onHerd, Subterfuger Vamp

for free.

Tremere

THAUMATURGEXPERTISETRAITMERIF TREMERE

You may learn &haumaturgypath other than thePath of Bloodas your primary Path.

ARITRIUMINCITOMNIA(1 TRAITMERIF TREMERE

You may substitut®©ccultfor any other skill to reest any Blood Magic Path or Ritual.

Tzimisce

BLOOMFTHETZIMISCEL TRAITMERIF TZIMISCE

Gain 2 free dots ihore (TzimisceYWhenever you call for a Willpower-test withina personalor
secthavenor similar base of operationgou do not need to spend a Willpower Trait to do Aoy
haven you own can have an additional equipment trait.

REVENANDISCIPLINES TRAITMERITF TZIMISCE

You were embraced from one of the Revenant familisange truebreeding Ghouls who have
different in-Clan Disciplines to the typical Tzimisce. You do not also have the Revenant family
weakness unless you also take fRRevenant Weakne$daw.Somefamilies are:

Basarab*c Dominate, Protean, Vicissitude

Bratovich¢ Animalism, Potence, Vicissitude

Grimaldig Celerity, Dominate, Fortitude

Obertusc Auspex, Obfuscate, Vicissitude

Oprichinki¢ Animalism, Obfuscate, Vicissitude

Zantosa Auspex, Presence, Vicissitude

REVENANNVEAKNESS TRAITH.AW- TZIMISH

You were embraced from one of the Revenant families; strangeliraeding Ghouls who suffer
from a weakness unique to each family. You suffer from the typical Tzimisce weakukat of
your Revenant line, lucky you!

Basarab*¢ Gain a fear frenzirigger of Garlic, consuming the blood of someone who has eaten
Garlic recently deals you one level of aggravated damage per blood you consume.

Bratovichg Gain an additional rage frenzy trigger.

Grimaldig Your blood pool is two lower than usual.

Obertusg You have thdderangement: Obsession.

Oprichinki¢ You have the flawdaunted
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Zantosag, Whenever faced with an opportunity for narcotics or debauchery, you must spend 1
Willpower Trait to avoid the temptation to indulge.

Ventrue

AURAOFCOMMAND1 TRAITMERIT VENTRUE

Powers oDominateor Presencéhat you use on norsupernatural mortals or Ghouls succeed
automatically. You must still pay any costs to activate these Disciplines as normal.

PARAGORB TRAITMERIF VENTRUE

Whenever you buynfluenceyou gain that amount of free experience points to spendR@sources
or Influencein a different category for free. In addition you have attracted the aid of a Ghoul to help
manage your affairs, giving y&etainers (6jor free.

REGABEARIN@® TRAITMERIF VENTRUE

Whenever anything sudden happens or combat starts you can take a single Social Action and/or
adjust one item of clothing that you are wearing before combat rounds start or the surprising
occurrence actually occurs
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FLAWS

ADDICTIORR TRAITH.AW

Pick one drug that you like to have in the blood that you drink. Whenever you feed you may spend a
Willpower Trait to avoid needing your fix, otherwise you get a bit carried away and feed indiscreetly.

AMNESIA2 TRAITH.AW)

You annot remember anything more than snatches of your-geeme past. The circumstances
behind this will be decided by a Storyteller, although you are welcome to make suggestions. It is
highly likely that some aspects of your past will come to haunt you ifuttoee.

ANIMATESHADOWS3 TRAITH.AW)

Your shadow has a life of its own, obviously doing wildly different things to yaotomiming
actions or even appearing bestial or demonic on occasion. You cannot spend Willpower Traits to re
test challenges that rest on Stealth, Subterfuger Disguiseand even powers such &dask of a
Thousand Facesannot be used to hide who you are to those who know your shaddw Blood
Rating of any area you are in counts as two less for youammysome Lasombra may quietly snigger

at you

ARCHAIQ TRAITH.AW)

You only have very little understanding of anyitaral or technological developments that have
happened in the last century. You cannot ever gain dotSdmputersand you are limited in your
use of Academics, Demolitions, Drive, Firearms, Pilot, Medicine, Scigacearityand Technology
You must sped 1 Willpower Traitand be talked slowlthrough usingany object or device invented
after your cutoff year.

ATROPHIBBEART4 TRAITFLAW)

Although you understand the idea of morality as a concept from an intellectual point of view, you
have difficulty truly feeling any sense of responsibility for your actions. You must have assigned one
dot into Consciencer Convictiorat character creationthis dot is therostuntil you buy off this flaw

and you can never possess either abilifyyou lose Beast Traits due to sinning on your path you
cannot call for a&Consciencer Convictiontest to reverse this as, try as you might, you cannot feel
remorse. Finally, you cannot purchase Beast Traits with experience paiittoout using
supernatural methods of guidance suchBexdoor Obeah

ATYPICAR TRAITH.AW

You may be an orphaned embrace with no contact with your Clan or simply a maveric tBafid/ Q {
follow the rules. You do not have your Clan advantage and some Elders of your Clan may see you as
an embarrassment. Panders/Caitiff cannot take this flaw

AWKWARMOBILITY2 TRAITH.AW)
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Whether due to physical disability, being very short or simply insisting on always wearing killer heels
you have a base movement of two paces rather than the usual tMiegssitudegowers can be used

to mitigate this flaw for a maximum of one scene péght, after which pointyou should probably

buy this flaw off instead.

BADSIGHT1 TRAITH.AW

Whenever you are not wearing glasses or similar to correct your poor sight, your abilities are limited
to your dots inBlindsight.If you have certain Discipks you may substitute other abilities for
Blindfight if you haveHeightened Sensg®u may substituteAwarenesspr if you haveTongue of

the Aspyou can useSubterfuge You count as having one less leveAirspexor similar Disciplines

for the purposesf piercingObfuscateor Chimerstry

BEACOFTHEUNHOLY2 TRAITFLAW)

Mortals with strong religious convictions and especially those Witle Faithwill instantly notice

you and realise you are a Cainite if you are within their line of sight. If you are supernaturally hidden
by Obfuscateor similar powers, the mortal(s) in question will merely know that something unholy is
about but not necessarily kere. In addition, you take one level of aggravated damage at the end of
each turn whenever you are standing on consecrated ground or are otherwise within a place of
worship. You take an additional level of damage ffbrae Faithor similar powers used tdamage

you.

BEASINTHEMIRRORZ TRAITH.AW

Your reflection looks like a horrific and bestial version of yourself regardless of how you attempt to
disguise your appearance, includi@pfuscate Old-fashionedcameras with mirrors will capture your
bestial form,but not modern digital cameras (excepider modelswhich show your bestial form in

the viewfinder only) If you ever see your own bestial reflection, this counts asTaalt Sin on
whatever path you follow.

BLUNTFANGS$2 TRAITH.AW

Your bite does lethal, rather than aggravated damage faeding requires a little bit more chewing
than normal. The Blood Rating of any area you are in counts as two less for you only.

CANNOTROSRUNNINGVATERZ2 TRAITH.AW)

You cannot willingly bring yourself to cross a flowing body of water wider thaat3uUeless you are
clearly flying way overhead in animal form or in a plane. Whenever youmsaes inevitably drag
you bodily across water anyway, you lakaVillpower Traitfrom the harrowing experience. It is
advised to have a look at a map beforeitakthis flaw!

CARELESBIRAITH.AW

You often forget little details and occasionally act without thinkiPigk one of the following to do
each game:
1 Leave an importantipce of equipment at your haven or in another room
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1 Forget to usene Ritual or Discipline Power for the night.

1 Participate in &Rituswithout gaining any benefit from it, but with it still counting against
the maximum number oRitaeyou can benefit from.

1 Feed indiscreetly.

CASTNOREFLECTIGNTRAITFLAW

You do notappear in reflective surfaces, potentially breaching the Silence of the Blood unless you
are very careful. Oldashioned cameras based on mirrors used to capture your appearance leave a
distinctive and highly noticeable blur in pictures or videos of you.

CONSPICUOC®ONSUMPTIOM TRAITH.AW

You need to eat the organs of any mortal you feed upon to gain any sustenance. Whenever you
feed, you feed indiscreetly and Kill at least one person. Youkgif-oodor free though, yay!

CURIOSITZ TRAITH.AW

Whenever presented by an opportunity to investigate something new and/or unusual or to ask
guestions of a nhortombat NPC, you must spetd/illpower Traitto avoid doing so. This especially
applies if another player character suggests or implies gbimg might be interesting to you, unless

it really, obviously is just some fire.

DARK-ATHES TRAITH.AW

You know that your nights are numbered and are haunted by the inevitability of your doom. If you
fall into torpor or are staked, you meet findéath instead.

DARKSECRHT TRAITH.AW)

You know something or have done something that would get you into trouble or cause you
problems or huge embarrassment if it is ever revealed. For example, you may have committed a
ONRYS 3 Ayail ovinkSbinfernaliStor@eicudd la puppy. | Y

DEATEBIGHT2 TRAITH.AW

The world around you always looks decrepit and the people look dead and decayed. You cannot tell
the difference between mortals and Cainiteg their physical appearance and all auras Ipale like

those of Cainites if you are usidgira PerceptionYou also have problems telling if a building you
see is inhabited or derelict. The Blood Rating of any area you are in counts as two less for you only.

DEERSLEEPERTRAITH.AW

You cannot wke up during the day, even using powers or Disciplines.

DERANGEMENATRAITH.AW

Something about your personality or your (now undead) brain chemistry makes you think and/or act
in aconsiderablydifferent way to others. You (or others) may classifynfoehaviour as some form
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of mental illness, compulsion or condition or you may suffer from something bizarre and flamboyant

more akinto movigi i 8 £ S WYl Ry SaaQ 2 @dl of CthihiyAR®Ugh thiekliandes NP f f
of how you play youberangements up to you, agree the general terms with a ref and ideally assign
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condition that if it occurs will cause you to act in an inconvenient, noticeable or paradoxical way
unless you spentl Willpower Traitto suppress it.

Unlike Frenzy Triggers, Derangement Triggessnat lost by increasing Beast Traits and cannot be
resisted byCourage, SelControlor Instinct Whenever you gain a Frenzy Trigger, you may elect to
take a Derangement Trigger instead.

DISEASEARRIER TRAITH.AW

Your bite carries a serious and potentially fatal disease, such as rabies, smallpox, pneumonic plague

or HIV. This imnayhave implicaibns for your Beast unless you follow certain Paths of Enlightenment

and will certainly make things difficult for other Cainites feeding in the area unless you have access

to Medical Influencer theMediciner 6 Af AG& G2 tAYAG | yaR Y2y A(d2N) 0KS

EERIPRESENGCE TRAITALAW

If you make a Challenge against a mortal which is not directly aggressive, the traits you can call for
that Challenge are limited to a maximum of your Beast Traits as that mortal instinctively senses
something dangerouabout you (even if you are hidden from perception usbigfuscateor similar).

The Blood Rating of any area you are in counts as two less for you only.

ENEMY1-5 TRAITH.AW

Someone or something is after you! You have made the enmity of an individuah gféndividuals
or organisation, granting you instant pléftom the getgo You may decide on a reason for your
Enemyor leave this up to the storyteller and the more points you decide to gain from Foemy
the more powerful or capable they are. Yodnemy may not necessarily wish to destroy you
physically, but they certainly want to cause you ill. Some example enemies are as follows:

1 A plucky mortal reporter whas 2 Yy Qi 3 A @ SfolldaLdp thadBnk i théy2
caught you feeding sloppily or argpiracy theorist trying taconvince people ofine
that youare an alien, or perhaps a member of the illumin&tur Sire, who sees you
as a bit of a disappointment or in need of constant testing (sdeNBE Q& WS aSy (Y S,

2 A Camarilla neonate wheees you as a pldtook and includes something about you
in every downtime they write. A Sabbat neonate who has it in for you and will do
anything in their power to make your tiie difficult.

3 A respectable Cainite ancilla, a small pack or coterie ywe lsrossed. A Wraith who
bears you some undying grievance ($tunted.
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4 An Elder Cainite who has a burning need to punish you, test you or recruit you and
the resources to do so. An infernalist cult that needs your sacrifice to summon their
dark master A vampire hunter or loose organisation of hunters who have your trail
(seeHunted.

5 A powerful and influential Cainite Elder with great sway in your Clan who was
actually you all along and the character you thought you were playing was a fiction
he mack up in order to infiltrate your Sect.

FLESIOFTHECORPSEH TRAITH.AW

If you take damage your Saocial Traits are lowered by the number of damage levels you are currently
suffering from to a minimum of 0. If you have 0 Social Traits and at least osleofestamage, you
cannot initiate Social Challenges.

GRIFOFTHEDAMNED4 TRAITFLAW)

Your bite causes intense agony in mortals, rather ttrenKiss so mortals will never relent to you
biting them as long as they are conscious andestrained.

Due to your difficulties feeding, any time you feed outside of combat (including Hend) you
regain half of the Blood Traits you would do normally (rounded down) unless you choose to feed
indiscreetly.

HANDOFHADES5 TRAITFLAW)

Youare surrounded by an invisible aura of death which kills plants, insects and small animals which
come close to you. Larger animals and mortals suffer one level of lethal damage at the end of any
scene they spend in your presence, which manifests asystemous weakness with no obvious
cause. The Blood Rating of any area you are in counts as two less for you only as you avoid leaving a
too-overt trail of blackened grass and dead chihuahuas behind you.

HARBINGEBFTHEABYSE TRAITFLAW)

Your Cainitébody is a conduit to the infinite abyssal darkness that is the souré@bténebration
Whenever you enter a building or dwelling, lights and screens flickeall open flames snuff out,
horses whinny, milk curdles and babies cry. It is obvious to altheumost hardened cynic that
there is somethingevil about you. Even undébfuscate characters nearby will sense the presence
of something malignWraiths and Spectres can see you clearly through the shroud, even when
Obfuscatedand if you take damage frorfbtenebrationor the ArcanosObliviate you suffer an
additional level of lethal damage. Finally, the Blood Rating of any area you are in cotwtslass

for you only, similar to the lessxtremeEerie Presendéaw, which you cannot also take as you are
already as eerie as can be!

HAUNTEB TRAITH.AW
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You have attracted the ire of a vengeful Wraihich follows you around or otherwise has sem
method of mystically tracking you. You can decide with the storyteller on its exact powers and
motivations; however one of the primary drives in its existence is punishing you or otherwise making
your urntlife difficult. Mitigating its depredations may lpossible withNecromancyhowever driving

it away permanently is impossible unless you buy off this flaw.

HUNTE4 TRAITH.AW

You are known to an organisation that knows about Cainites and specifically hunts them.
Furthermore that organisation has stad to actively track your whereabouts and will likely try to
destroy you and possibly your associates if catches up with you. You will need to be especially
careful in hiding your existence at all times, even beyond the normal Silence of the Bloami If y
ever feed indiscreetly this will certainly be a dead giveaway to your Hunters.

INFAMOUSIRE1 TRAITH.AW

Your Sire is well known and hated within your sect. As suchplayer characters are likely to treat
you with some disdain, or make assumptabout you. If given the opportunity, your Sire may also
go out of their way to make things difficult for you.

ILLITERATE TRAITALAW)

You may be from a place or time where litera&gnly known to a privileged few, or you may have a
condition that makes reading and writing coherently impossible. For whatever reason, you may not
read or write legibly, limiting how easily you can learn or useAbademics, Computer, Science, Lore
or Occultabilities.

INEPT3 TRAITH.AW

Pick one of your i#Clan Disciplines. You cannot put any of your starting Discipline xp into learning
this Discipline and you must pay eoftClan costs to purchase it, although you do not require a
teacher.

INTOLERANZ TRAITH.AW)

You have an unreasonable dislike afeatain thing, which can be anything from a certain object, to a
type of behaviour, to a category of people including supernatural groupings such as Clans. Whenever
you are confronted by the thing you are intolerant of you must spg&ndillpower Traitto stay in

the same room without kicking up a fuss or at least being pasgjgeessive.

KNOWNIOBEDEAD(L TRAITFLAW)

The fact that you are dead is a matter of clear historical record. Details of your former life are
accessible to mortals who put some amouof effort into researching them. Your name or
appearance is distinctive enough that if yeweruse your true identitywhen interacting with mortal
society, there is a chance you will be recognised for who you are, leading to all sorts of questions
beingraised.
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LIGHTSENSITIVE TRAITFLAW)

You are highly sensitive to any form of light, not just sunlitftytou are in direct moonlight, you take
lethal damage equal to the aggravated damage you would have taken if this was suallighiigh
such damage does not typically provoke Fear Frenzy, unless you have chosen this as. dttiggler
sunlight deals gu an extra level of damagé@dditionally, f you are in an area of extremely bright
light, you cannot see and are limited by your dots in Bimdfightability as to the levels of abilities
you can bid on all Challenges. You may partially mitigate thisdaring sunglasses, in which case
you may substitute your dots ampfor Blindfight

MAGICSUSCEPTIBIL[EYRAITFLAW)

When defending against powers of Blood Magic, suchA&lu, Duran-ki, Necromancyor
Thaumaturgyor when resisting True Magic anortal Sorcery, you cannot call fddlood or
Willpower re-tests.

a9 ¢l | { 9MHIRETARAITHAW

You can only gain sustenance from the blood of other Cainites. As long as you have a Pack willing to
look after you and perform th&aulderieregularly, you are generally fine, if this is not the case you

will have to detail in downtimes how you feed. Yaannot benefit fromHerdor feed from the Blood

Rating of an area.

NIGHTMARES TRAITALAW)

Your sleep during the day is plagued by horrific visions that are sometimes described in your
downtime and you seldom, if ever, feel truly rested. Whenever yoistiia game on 0 Willpower
Traits, you have such horrific sleep for the following downtime period that you start the next game
with only half of your Willpower Traits refreshed (rounding up).

NOBLRARROGANGE TRAITH.AW

You have only ever experiencedifa of wealth, ease and privilege and have a haughty manner as a
result. You cannot call fowillpower re-tests on Social Challenges with any character who you
consider to be of a lower station.

ONEEYH3 TRAITH.AW

You have poor depth perception preventing you from using Attleletics Firearmsor Perception
abilities to call for retests, although you may use them to canceiltests as usual. You count as
having one less level iAuspexor similar Disciplines for #h purposes of piercingobfuscateor
Chimerstry

POORASTIEL TRAITH.AW

Youhave a very notable sense of aesthetics that differs from society around you and subconsciously
you feature this in all that you do. Decide upon a general theme for your ctiaEbar Taste

Even if you are in disguise or using powers sudklask of a Thousand Facesome aspect of your
appearance is notable and reflects your preferences, such as crotch jewellery or dituesaued

75



clothing or accessories. Whenever you Usiuenceor create something usin@rafts, Expression,
Performanceor similar, those that know you can easily guess your hand behind it, sucBrasted
item being attached to your crotch or contained within a fibreglass dinosaur.

PERMANENWVOUND3 TRAITH.AW

You have an injury suffered before or during the embrace that never heals, or perhaps you have
been magically mutilated since. You have one health level less than usual and may have to cover
your wound to avoid awkward questions when in nabisociety.

PREEXCLUSION TRAITH.AW

Pick one category or grouping of mortals that is not too obscure! If you ever feed on mortals of this
category, this counts asaTrait Sinon your Path. The Blood Rating of any area you are in counts as
one les for you only.

SHORFUSE2 TRAITH.AW

At the start of each game, pick one of your Rage Frenzy Triggers. Until the start of the next game you
cannot delay or resist Rage Frenzy from this Trigger.

{ L WRESENTMENT TRAITFLAW)

For somereason, which may or may not be known to you, your Sire regrets embracingryou
believes that you need constant testing to be worthy of their lineagef 4§ K2 dz3 K (G KS @
necessarily try talo you harm unless things really escalate, they will try to thwgour plansor
otherwise meddle in your affairs

TERRITORIAZ TRAITALAW)

Whenever another character enters a territory that you have claimed, or touches or otherwise
interferes with a piece of equipment you own you lose 1 Willpower Trait. tHr@torial breach
occurs over a downtime period, you instead lose 1 Willpower Trait at the start of the following
game. If you later do something to punish that character for their violation of your territory, you
regain 1 Willpower Trait.

THAUMATURGIAQAINEPTS TRAITA.AW

You can only take this flaw if you haVBaumaturgyor another blood magic discipline-@lan. All
blood magic that you learn is purchased at-@fHClan costs. You cannot call ®iood or Willpower
re-testson any Challenges yonitiate using blood magic.

VENGEFUPR TRAITH.AW)
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Whenever another character wrongs you or slights you in a way that is clearly personal (not just an
enemy combatant attacking you, for example) you lose 1 Willpower Trgiou later do something
worse to get that character back, you regain 1 WillpoWreiit.
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CLANSAND BLOODLINES

Ahrimanes

In the Southern United States a fiercely independent Sabbat Gangrel named Minéciaof

infighting between City and Country Gangrel and set off to form a Bloodline of her Sha.
allegedly discovered away ttNlS I | KSNJ @Ay Odzf dzY (G2 KSNJ F2NX¥SNJ t
alk3a3A0Q YR aSd lo2dzi GNBAY3I {2 iteS ¥l Niespéct fof BeNB /|
own take on the culture of the indigenous people of the lands she preyed upon. Althoudbustte

that she could no longer create childer, she could still convert other Gangrel to her new artificial
Bloodline she named the Ahrimanes. No member of her tiny, nominally Sabbat Bloodline has been
seen since 1998. When the occasional mention stillasa$ about the Ahrimanes, it is often
suggested Muricia only converted female Cainites, although this is probably just the same
recirculated rumour that has been attached to a number of lost Bloodlines and is unlikely to have
any basis in fact.

3
A

Disciplines Animalism, Presence, Spiritus

Advantage:Ahrimanes Lorél) plusArcane(1) andSurvivall).

Disadvantage: You cannot embrace childer, create Ghouls or form blood bonds or vinculae to
Cainites, although they can still bond you.

Akunanse

Originating in Western Africa, the Akunanse afeegacyof self-sufficienttravellers and storytellers

who have since spreddr and wide often embracing new childer from the people they encountered

during their roaming The heyday of this exploration was during the Dark Ages, when many
Akunanse travelled t® dzZNR LISy / FAYAGS O2dzNIia ¢ KSNDB[ HKSBRBY B SN,
the subSaharan African equivalent of Cainite. Akunanse typically pride themselves on their erudition

which is in stark contrast to their often bestial appearance and have a fondness bordering on
obsession for collecting stories, as well as anstialtraits, from the places they visit.

DisciplinesAbombwe, Animalism, Fortitude.

Advantage:Akunanse Lorél) plus any two ofInfluence: Transportl), History (1), Expressior{1),
Streetwisg1), Survivall).

Disadvantage:Whenever youspend more than 4 experience points at a time, you develop an
animalistic feature that relates to local wildlife. For the following game, your animalistic tendencies
come to the fore and you cannaiall for Willpower retests on Mental or Social Challenges other
than Intimidation, Survivabr Perception

AssamiteAntitribu

TheBanuHaqili |y 26y (2 2dziaA RS N&nitand professiotallysdcrietveiCuh | NB
originating in the Middle Easkor centuries the Assamites were independamid mercenarybased

out of the legendary mountanfortressAlamut In recent nights, howevetheir Elders, including the

powerful Methuselah UShulgi, havalliedthe Clan formally to the Sabhathen Clan Tremere also

joined the Sabbat, many Assamites left fortieyf S3 I RS W ¢ NHz& lodgktandirlg a@edR dzS G 2
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originating in nights past where Bhaumaturgicakursewasplaced onall of Clan Assamite by the
Tremere Inner Circle. The Curse prevented Assamites from drinking the blood of @ithes;
however it waslifted when the powerful SorceretJr-Shulgi rose from torporAlthough they are
commonly thought of as a single Clan, the Assamites are actually compridbdeefspecialist
Castes.

ASSAMITEORCHRS

The Sorcerers of thBanu Haquinhave studied Blood Magic since the birth of human civilisation.
They have collected many disparate powers with their roots in Mesopotamian and Sumerian myth
and astrology, collectively known Bsir-an-ki, or Assamite Sorcery to outsiders. The Sorcerdenof
focus on indirect powers that can be used to aid their Warrior anéeVirethren from afar and
recently collaborated with their erstwhile enemies, Clan Tremere, in performing a powerful and
destructive ritual to purge enemies of the Sect from Soutiedica.

DisciplinesDur-an-ki, Obfuscate, Quiety#&uspex, Duan-ki, Quietusf embraced pre 12C.)
Advantage:Assamite Lorél) plus any two ofAcademicg1), Linguistic§1), Medicine(1), Occult(1)

or Sciencégl).

DisadvantageYou cannot spend Wpower Traits to defend against uses of thaspexdiscipline or

similar powers of detection. Adlibnally any Discipline or power that attempts to view your aura,

such asAura Perceptiormutomaticallydetects that you know Blood Magic auddition to its normal

effects6 S@SY A F @& 2dz R2y QIlDuka@kidgaihifeScassbirdictively @l ygug G a4 2 F
Generation if they see your undisguised appearance.

ASSAMITE VIZIERS

The first Caste of th8anu Haquimare one of scholarand artisans. The Viziers are typically more
likely to have dealings with mortal society and are relied upon to fund and support the Clan as a
whole. Typically Viziersnaintain a casual network of contacts, bate otherwise highly self
sufficient and absrbed in personal projects.

Disciplines:Auspex, Celerity, Quiet(Auspex, Presence, Quiefos Byzantine courtiers)

Advantage: Assamite Lor€l) plus any two ofAllies (1), Herd (1), Influence: Any1), Library (1),
Resourceél), Retainerq1).

DisadvantagelYouhave a Derangement, a specabsession/Compulsidhat focuses on whatever
your highest intellectual or creative ability is at any given tisddditionally any Discipline or power
that attempts to view your aura, such @ara Perceptiorautomatically detects yauDerangement
and its focusin addition tothe normal effects. Cainites can also instinctively tell your Generation if
they see your undisguised appearance.

ASSAMITB/ARRIORS

The largest and most influential Caste of B@&nu Hquimare assassingar excellencen nights past

only the Warriors would have contact with the western courts, performing contracts in exchange for
payment in Blood. The Warriors have also had a presence in the Sabbat since its formation,
particularly inthe Black Hand which was formed by an Elder of this CasteS 4 S Wdzy €il? v lj dzS NB
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claimloyaty to their Clan as a whole, although typically thaigtrust anddespise the recentlyisen
Methuselah UsShulgi.

DisciplinesCelerity, Quietus, Obfuscate

Advantage:Assamite Lor€l), Arsenal(1) plus eitherBrawl (1) orMelee(1).

DisadvantageWhenever you taste the blood of another Cainite, you gain a Rage Frenzy Trigger of

W, SAy3a LINBaSyadSR gA0GK |y 2LIJ2 NI dzy ilite starof tleS SR F N,
next game. Additionally any Discipline or power that attempts to view your aura, suéturas

Perception dzi 2 YI GA Ol tf& RSGSOGA GKIG @&2dz KFE@S O2YYAl
addition to the normal effects. Cainites cars@linstinctively tell your Generation if they see your
undisguised appearance

Brujah Antitribu

The Antitribu of Clan Brujah have been an enthusiastic part of the Sabbat since the Anarch revolts
GKFG tSIFIR G2 GKS {SO0Qa F2NN¥IFGA2Yyd . N2l K GSYyR (
in the Sabbat are no exception. What would be seen as dangerousbetlious behaviour by

Camarilla standards is welcomed in the Sabbat, s@BthgahAntitribu are often loyal enforcers and
occasionally even leaders of the Sect when theyasrcomelLasombra nepotism.

DisciplinesCelerity, Potence, Presence

Advantage Brujah Lorg1) plus any two dPolitics(1), Academicgl), Brawl (1) orStreetwisg(1).
DisadvantageilYou have one adiibnal Rage Frenzy Triggét the start of each game, pick one of
your Rage Frenzy Triggers. Until the start of the next game ymotaesistRage Frenzy from this
Trigger.

GangrelAntitribu

The GangreRAntitribu are consummate hunters and survivors, like the bestigkolakasof Greek

and Slavic legendilthough the Clan as a whole are disorganjsedividualistic and often bestial

they are some of the few Cainites that can safely survive outside of Cities, making them excellent
scouts and sentries for Sabbat Packselatively large bloodline of the Gangrahtitribu hasalso
appeared since the industrial revolution that has adapted to urban environments.

CITY GANGREL

In the wake of largescale immigration to North America in the™1.€. many Gangrel began stalking
crowded Cities for prey in preference to the dangerous and primaeval forests. In Manhattan, 1870
several Packs of these City Gangrel performed a bloodcurdling SRlbsto declare themselves as

a separate Bloodline from the main Gangrel Clan. The Gatygrel have rapidly spread and now
comprise at least half of the Gangrel in the Sabbat. City Gangrel often develop insectile or arachnid
features in addition to those of urban animals such as rats or foxes.

DisciplinesCelerity, Obfuscate, Protean.
Advantage: Gangrel Lor€l), Animal Ker(1), Streetwisg1).
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Disadvantage:You have one or more animike features or personality traits that make your
appearance somewhat notable unless you find a way to disguise tNéhenever you frenzy
without usinglinstinct to pick your target, your animalistic tendencies come to the fore and for the
rest of the night you talk like ScoolBoo and cannot call for Willpower #tests on Mental or Social
Challenges other thamtimidation, Survivabr Perception

COUNTR®ANGREL
Superficially similar to the Gangrel of the Camarilla, the Country Gangrel typically care little for
AO0KSYAY3 YR LRtAGAOAD ! FSg Ffaz2z STl 6A0GK GKS

to their Clan and the Domains of Easternrdpe. Country Gangrel typically develop animalistic
features when they frenzy, when other significant events occur or often just at random. These
features often reflect animals traditionally associated with vampiric legends, such as bats or wolves,
but canbe anything that the Gangrel in question feels a kinship to.

Disciplines:Animalism, Fortitude, Protean.

Advantage:Gangrel Lorél), Animal Ker(1), Survivall).

Disadvantage:You have one or more animkke features or personality traits that make your
appearance somewhat notable unless you find a way to disguise tNéhenever you frenzy
without usinglInstinctto pick your targetyour animalisc tendencies come to the forand for the
rest of the night you talk like Scoolyoo and cannot call for Willpower tests on Mental or Social
Challengesther thanintimidation, Survivabr Perception

MARINER GANGREL

A handful of Gangrel have adopted seas and rivers as theirdgestand developed into a separate
Bloodlineover the centuries. These Gangegjuarii,Y 2 NB O2YY2yf & NBFSNNBR G2
Disciplinessimilar to Country Gangrebut often develop some truly bizarre and outlandish variant

uses ofProtean Theiranimalistic features are those of strange bony fish, sharks, molluscs and other
more bizarre creatures of the deep.

Disciplines:Animalism, Fortitude, Protedn

Advantage:Gangrel Loré¢l), Animal Ker(1), Seamanshil).

Disadvantage:You have one or more animbke features or personality traits that make your
appearance somewhat notable unless you find a way to disguise tNéhenever you frenzy
without usinglnstinctto pick your target, your animalistic tendencies come to the fanel for the
rest of the night youmake odd burbling noisesnd cannot call for Willpower reests on Mental or
Social Challenges other thémtimidation, Survivabr Perception

Gargoyles

The Gargoyles areEhaumaturgicallycreated servitor Bloodline of Clan Tremere, created during the

hySy 21 NJ 68 GKSANI Woft RSNDD D2NJ}IGNRE Ay MMHpI &K
Cainites of Clans Tzimisce, Nosferatu and Gangrel were dismembered and stitched together into the
compliant and physically impressive Gargoylesdefend their mastersEventually, thanks to the

62N)] 2F D2NIGAEQ FLIINBYyGAOS +ANRGEFYALF G(KS DI NH?2
childer. After the formation of the Camarilla, the creation@®érgoyles was forbidden, sloey have

been hidden away by Clan Tremere as a relic of the past. Over the Yeataniadisappearedanda
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number of Gargoyles subsequently escaped their magical bondagegoyles typically have stony
skin, horns and wingand so generallikeepout of sight as much as possible. Free gargoyles are fully
aware that they have an inbuilt weakness to mental control that could see them servants of the
Tremere again at any time. As such, most free Gargoyles hate and distrusteéanel

DisciplinesFlight, Fortitude, Potence, Visceratika.

AdvantageC 2 dzNJ 5A A OA LI Ay Sas WydzZFF &l AR

DisadvantageYour winged and stony appearance is highly memorable and typically a breach of the
Silence of the Blood; you cannot call for Willpowettests when you are the attacker in a Social
Challenge other thamntimidation. In addition, you cannot call for Willper re-tests to resist any

use of theDominatediscipline on you.

Giovanni

The independent Giovanni Clan were based in Venice, where they exclusively embraced from a
number of mortal families, typically with heavy links to the Mafia. Giovanni were tradify

trained, first as Ghouls, to earn their embrace. Policies set up by thé €Blli A @S W! Yy i A RAf dzD
Clan, Augustus Giovanni, were designed so that no branch of the family would gain too much power

and the Clan was very tighhit as a resultBoth Camarilla and Sabbat would, upon occasion, barter

F2N GKS [/t y QaNectoMandy & Yecaxd|nighisihawievier, & gfoup of Elder Cainites
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the heart of Augustus Giovanni to the leadership of the Sabbat, presumably as payment for some
mysteriots favour. Since then, unseen agents have begun a purge of the lesser Giovanni families,
forcing those that remain to start considering their options.

Disdplines: Dominate, Necromancysephulchre PathiPotence.

Advantage: Giovanni Lore(1) and 2 of eitherinfluence: Financd€l), Influence Health (1) or
Retainerq1) representing a Wraithly servant.

DisadvantagelYour bite causes intense agony in mortatgher thanthe Kissso mortals will never
relent to you biting them as long as they are conscious and unrestraibae.to your difficulties
feeding, any time you feed outside of combat (including frelerd you regain half of the Blood
Traits you woulddo normally (rounded down) unless you choose to feed indiscre¥tiy. still start
games on full blood as normal however.

Guruhi

Legend has it that the Ghanan deity Guruhi bestowed the domain of Africa on the first Laibon to set

foot in it, allegedly a creature hideous to behold that used its powers of deception to appear as a
y20fS OKASTFd C2NJ GKSANI LINPASYAG2NEQ RSOSLIIAZ2YSZ
cursed to only ever be as beautiful as their souls. Since then, thi@n thh9 62y & Y A-yIR2YQ
Saharan Africa has been the ancient and undisputed domain of many proud Guruhi Kings who
permit all other Laibon to exist within their territory. The Legacy consishigiily conservative

Laibon born to leadership, whose rule istdnt, but absolutebased on equal parts fear and respect

The Guruhi Kings openly treat each other with deoordnowever there is a distinct and vicious

rivalry behind closed doors. Indeed, there are also tales of two distinct lineages of Guruhigtbég lin

GKS 2NAIAAYFE LINRPISYAIG2NI YR | aS0O02yR fAYyS F2dzy R
deposing the first, when their deific patron grew tired of the rulership of the first.
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Disciplines/Animalism, Potence, Presence.

Advantage:Ebony KigdomLore(1), Resource§l) andLeadershigl).

DisadvantagelYou have a striking and unearthly appearance, either radiant and angelarioand
demonic that reflects your relationship with your BeaStyone who can see your true appearance
instinctively knows how many Beast Traits you haveu cannot call for Willpower #ests on Social
Challenges other thamtimidation or LeadershipWhenever you gain or lose Beast Traits, or if you
buy new costume, you may switch your Angelic appearan&etaonic or vice versa.

Harbingers of Skulls

The Harbingers of Skulls are a relatively small bloodline of necromancers who seemingly appeared
from nowhereand joined the Sabbgust before the turn of the millenniumDespite initially being
sponsored by @h Tzimisce, the Harbingers have shown no interest in joining the True Sabbat and
O2ft 102N GSR GAGK /fly ¢NBYSNB Ay LI SNF2N¥YAYy3 |
enemies in South America. The Harbingers relyhair air of mystery andfearsomereputation to

thrive within the Sabbat. There are no records of any Harbingers embracing and all are Elders. Many
obliguely reference having been trapped in the lands of the dead for many centuries and all share an
uncommon hatred for Clan Giovanni.

Disciplines:Auspexfortitude, Necromancy: Mortuus Path

Advantage:Harbingers of Skullsore(1) andInfluence: Any?2).

DisadvantageYour corpselike appearance is highly memorable and typically a breach of the Silence
of the Blood; you cannaise theBlush of Healtrability in the unlikely event you are not on a Path of
Enlightenment and cannotall for Willpower retests when you are the defender in a Social
Challenge.

In addition,before you canspend Blood Traits to heal imaturn, youmust spendl Blood Trait to
be able todo so.Finally, all Harbingers of Skulls are at le&sG&neration.

Lasombra

{AYyOS /fly ¢TAYAEAOS F2NXIfteée tSTG (2 F2N¥Y GKS W
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Lasombra and the Sect as a whole was formed in the wakevefArohbishop Gratiano de Veronese
overpowering and allegedly diablerising the Lasombra antediluvian in. 2r&inating from Spain,

the Lasombra are cultured, powdungry and nepotisticCynics might say that they traditionally use

many of the same taats as the Camarilla and it is not unknown for them to quietly have extensive
influence in mortal institutions, particularly the Catholic Chur@here are rumours of further

secrets within Clan Lasombra, such as an illumiiainetwork of Elder Lasombraferred to as the

Amici Nocteor Les Amis Noirg K2 &aSONBiGf & O2yaNRf GKS /fFy 2N
command Blood Magiltke powers beyond the normal limits @btenebration

DisciplinesDominate ObtenebrationPotence.
Advantage:Lasombra_ore(1), Sabbat Loré1l) andany 1 ofinfluence:Church(1), Influence: Politics
(1) orIinfluence: Underworl¢l).
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Disadvantage:You do not appear in reflective surfaces, potentially breaching the Silence of the
Blood unles you are very careful. Gldshioned cameras based on mirroused to capture your
appearance leave a distinctive and highly noticeable blur in pictures or videos of you.

In addition, whenever you take damage from exposure to sunlight, you take one additional level of
damage.

MalkavianAntitribu

¢CKS /ITAYyAGSa 2F /fly alftltF @Aty I NBE SIFOK RNRGSY
reality. The Sabbat can often be a place of sanctuary for Malkawilaosresocially unacceptable or

downright dangerousand the ®ct has often assumed thawnith & dzOK WYl RySaaQ 0O2YSa
insight. As such, the more lucid or predictable members of Malkaviatitribu often make good

Priests, seers or advisors. In recent nights, Clan Malkavian has been held responsible for protecting

the minds of the Sabbat Cainites who drove off a powerful and dangerous being from another
dimension, named by some abhe Crawling ChaosThe exact details of this procedure are
somewhat mysterious, but possibly involve members of the Clan somehow hamiredl¢d to the

past to speak to the Malkavian Antediluvigupposedly all members of Clan Malkavian have access
tosomeso2 ¥ 3ISAaGFHf G O2yalOArzdzaySaa (KSe& NBFTFSNI G2 | a

Disciplines:Auspex,Dementation, Obfuscatéptionally Auspex, DominateObfuscatef embraced

in the Camarilla pre.998)

Advantage:MalkavianLore(1), Malkavian Timg1) and Perception(1).

Disadvantage:You have one Derangement that is permanent and which can never be cured. You
have one additional Frenzy Trigger relatitg your derangement, which you oaot spend
Willpower to resist.

NosferatuAntitribu

werwer

Disciplines:Animalism Potence, Obfuscate

Advantage:Nosferatu Loré€l), Stealth(1) and Survivall).

Disadvantage:You are biblically ugly and your appearance is highly memorable and often a breach
of the Silence of the Blood&oucannot call for Willpower réests on Social Challengether than
Intimidation

Nagaraja

werwer

Disciplines AuspexPominate, Necromancyrhe Vitreous Path.

Advantage: Nagaraja Lore (1), Subterfuge (1) and any 1 of Influence: Medicine (1),
InfluenceOccult(1) orinfluence: Universit{l).

Disadvantage:You need to eat the organs of any mortal you feed upon to gain any sustenance and
to fill the void within your soul. Whenever you feed, you feed indiscreetly and kill at least one
person. You gaikat Foodor free, but this does not fill the voidithin your soul
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RavnosAntitribu

werwer

Disciplines:Animalism,Chimerstry, Fortitude

Advantage:Ravnos Lorél), Streetwise(1), Stealth (1) or Survival(1) and Influence: Stree{l1) or
Influence: Transportatio(iL).

Disadvantage:You have one particular crime or vice that you cannot help bdulge in. Whenever
faced with an opportunity to indulge your we, you must spend 1 Willpower Trait to avoid
attempting to satisfy itFurthermore, whenever you start a game, lose 1 Willpower Trait unless you
have satisfied your vice since the start of the last game.

PHURI DAE

Clan Ravnos has always had a strong presence in India and Bangladesh where the structure of the
Clan adapted to fit the traditiongéti or caste system. Embraced members of the Brahmin cagte
renowned fortheir wisdom andoracular powersand often blend the illusions a€himerstrywith

actual Blood MagidRavnoswith similar powers are also found withiRomaniGypsy families where
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present day continue to be granted insight into the unfolding events of the final nights.
Disciplines:Animalism Auspex, Chimerstry.

Advantage:Ravnos Lor€l) and may purchas8adhanaat out-of-Clan costs

DisadvantagelYou have one particular crime or vice that you cannot help but indulge in. Whenever
faced with an opportunity to indulge your vice, you must spend 1 Willpower Trait to avoid
attempting to satisfy it. Furthermore, whenever you start a game, lose 1 Willpower Trait unless you
have satisfied your vice since the start of the last game.

Samedi

werwer

DisciplinesFortitude, Obfuscate, Thanatosis

Advantage:Ravnos Lorél) and may puttaseNecromancyat out-of-Clan costs.

Disadvantage:Your corpselike appearance is highly memorable and typically a breach of the Silence
of the Blood; you cannot use thglush of Healttability if you are not on a Path of Enlightenment
and cannot call for Willpower rests when you are the defender in a Social Challenge.

In addition, before you can spend Blood Traits to heal in any turn, you must spend 1 Blood Trait to
be able to do so.

SalubriAntitribu

werwer
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Disciplines:Auspex, Fortitude, Valeren

Advantage:SalubriLore(1), Occult(1) and one free Beast Trait

Disadvantage:You gain no sustenance from blood which has not been taken by force. Any time you
feed outside of combat (includingdm Herd you regain half of the Blood Traits you would do
normally (rounded down) unless you choose to feed indiscreetly. Additionally, due to the limited
Generational spread of the Childer of Adonai, all Sal@mtitriou player characters start at'
Ceneration but gain an additional experience point for character generation. Charactersaissn

this for additional experiencas normal, but onlys far as 12 Generation.

Serpents of the Light

werwer

DisciplinesObfuscate, Presence, Serpentis

Advantage:Setite Lorg1), Streetwise(1) and one oinfluence: Politica{l), Influence: Streefl) or
Influence: Underworl¢L).

Disadvantage:Whenever you are in an area of extremely bright lighg. full-beam car headlights,
spotlights or the bat symbol) you cannot see and are limited by your dots iBlthdfightability as
to the levels of abilities you can bid on all Challenges.

If you have certain Disciplines you may substitute other abilifms Blindfight if you have
Heightened Sensegmu may substituteAwarenessor if you haveTongue of the Asgou can use
Subterfuge

In addition, whenever you take damage from exposure to sunlight, you take one additional level of
damage.

ToreadorAntitribu

werwer

Disciplines:Auspex, Celerity, Presence

Advantage: Toreador Lore(l) and any two ofAcademics(l), Crafts (1), Performance(l) or
Subterfug€g1).

Disadvantage:Whenever you are presented with the opportunity to make a snide remark, or to
destroy, deface or damage something or someone beautiful, you must spend 1 Willpower Trait to
avoid doing so. Art or performances created with 6 or more dots of ability always need to be ruined.

EXCAMARILLA TOREADOR
dfdfgfdg

DisciplinesAuspex, Celerity, Presence
Advantage: Toreador Lore(l) and any two ofAcademics(l), Crafts (1), Performance(1) or
Subterfugg1).
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DisadvantagePick one general form of art or performance that you are interested in. Whenever

you see art or performancef that type for the first time, you must spend 1 Willpower Trait to avoid
spending the next ritual action admiring, criticising or otherwise experiencing that art or

performance. Art or performances created with 6 or more dots of ability are always stilggethe
FTANBRG GAYS 82dz aSS (GKSYZ S@Sy AF (GKS@& IINB yz2i

Tremere

Werwer

DisciplinesAuspex, Dominate, Thaumaturgy

Advantage:Tremere Lorél) and any two oOccult(1), Influence: Occultl) orMentor (1).
Disadvantageif you drink the blood of another Cainite, you gain a {inat Blood Bond from the
first drink. A second drink subjects you to a full thtest Blood Bond. Also most NPCs wile you,
distrust you or be youboss; in the latteccase they are usuallydick.

Tzimisce

Werwer

Disciplines:Auspex, Animalism, Vicissitude

Advantage:Tzimisce Lor€l) and any two oOccult(1), Retainerg1) and anyore(1)

Disadvantageif you spend a downtime period without being able to sleep in the soil of gotural

or spiritual homeland every nightyyou lose a humber of Physical Traits equal to half your normal
maximum rounded up. These traits can only be healed (at a rate of two per Blood Trait spent) when
you are in contact with the soil of your homeland agdn addition, you gain one additional Frenzy
Trigger relating to the urban/folk traditions of your homeland.

Ventrue Antitribu
gfhfghfgh

Disciplines:Dominate, Fortitude, Presencéoptionally Auspex, Dominate, Fortitudé embraced in

the Sabbat prel99m8)

Advantage:Ventrue Lorg€l),and any two ofAcademicgl), Financg1), Leadershifl), Melee(1) or
Politics(1).

Disadvantage:You can only gain sustenance from a specific type of mortal blood (as agreed with a
Storyteller) usually a category of peefdased on profession, culture or physical characteristics.

Due to the difficulty of feeding from specific mortals only, any time you feed outside of combat
(including fromHerd you regain half of the Blood Traits you would do normally (rounded down).
Whenever you drink blood from a mortal character in uptime, you do not gain Blood Traits from
doing so, unless they fit within your preferential categoviou still start games on full blood as
normal however.

EXCAMARILLA VENTRUE
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DisciplinesDominate Fortitude, Presence

Advantage:Ventrue Lordg1), Resource$§l) and one ofnfluence: Financél), Influence: High Society
(1) orInfluence: Politica(l1).

Disadvantage:You can only gain sustenance from a specific type of mortadblas agreed with a

Storyteller) usually a category of people based on profession, culture or physical characteristics.

Due to the difficulty of feeding from specific mortals only, any time you feed outside of combat
(including fromHerd you regain half othe Blood Traits you would do normally (rounded down).
Whenever you drink blood from a mortal character in uptime, you do not gain Blood Traits from
doing so, unless they fit within your preferential categovou still start games on full blood as
norma however.
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Humanity

Virtues: Consciencand Selfcontrol

10 Selfish thoughts

9 Minor selfish acts

8 Injury to another (accidental or otherwise)

7 Theft

6 Accidental violation (drinking a vessel dry out of starvation)

5 Intentional property damage

4 Impassioned violation (manslaughter, killing a vessel in frenzy
3 Planned violation (outright murder, savoured exsanguination)
2 Casual violation (thoughtless killing, feeding past satiation)

1 Utter perversion or heinous acts

Characters oftdumanity gain the following benefit, which is lost if they adopt a Path of
Enlightenment:

BLUSH OF HEALTH

No action:spendl1 Blood Traitto flush your skin, make your heart beat and otherwise look alive
until dusk the following night.

You may use Socialaits in place of Beast Traits on any challenges (althgoghmay not elect to
lose these instead ofdast Traits if you s)nlIf you are awake during the dayour traits are limited
to your Social Traits grour Beast Traitas you prefer

89



Sample Paths

The Path of Caine

Virtues: Convictiorand Instinct

10

9

Failing to engage in research or study each night, regardless of circumstances

Failing to instruct other vampires on the path of Caine

Befriending or ceexisting with mortals

Showing disrespec¢b other students of Caine

Frenzying against a target not of your choice

Succumbing to Roétschreck

CFrAtAYy3 (2 RAFOESNRAS | WKdzYlIySQ @I YLANEB
Failing to regularly test the limits of Disciplines and abilities

Failing to pursue lore abowampirism when the opportunity arises

Denying vampiric needs; refusing to feed, showing compassion or failing td-leard dziT 2y SQa
vampiric abilities.

The Path of Cathari

Virtues: ConvictiomrandInstinct

10

9

Exercising restraint

Showing trust

Failingto pass the Curse along to the passionately wicked or virtuous

Frenzying against a target not of your choice

Acting against another Albigensian

Impassioned killing

{FTONATFTAOAYI AN GAFAOFIGAZ2Y TFT2NJ a2YS2yS StasSqa
Refraining from indulgete

Arbitrary killing

Encouraging others to exercise restraint
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The Path of Death and the Soul

Virtues: Convictiorand SelfControl

10 Attachment to the material world

9 Showing a fear of final death

8 Being guided by emotions

7 Succumbing térenzy

6 Failing to kill when useful

5 Failing to pursue enlightenment

4 Showing an aversion to death

3 Showing compassion

2 Killing without studying the death afterward
1 Needlesslypreventing a death

The Path of Evil Revelations

Virtues: ConvictiorandInstinct

10 Maintaining any semblance of goodness or honour
9 Missing a nightly devotion

8 Helping others when not to your advantage

7 Passing up an opportunity to gain temporal power
6 Following your own interests

5 Not working with otherfollowers of your master

4 CFrAfAYI G2 GF1S Fy 2LILRNIdzyAGe (G2 Fdf FAL @& 2dz

3 Providing infernal secrets to natonverts
2 Failing to corrupt or destroy other vampires
1 Disobeying youinfernal master
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The Path of the Feral Heart

Virtues: Convction andInstinct

10 Hunting with a means other than your own vampiric powers

9 Engaging in politics

8 Remaining in the presence of fire or sunlight except to kill an enemy
7 Acting in an overly cruel manner

6 Failing to hunt when hungry

5 Failing to support your pack

4 Killing without need

3 CHAtAYy3 (G2 F2tt26 2ySQa AyadAiyoida
2 Killing a creature other than for survival

1 Refusing to kill to survive

The Path of Honourable Accord

Virtues: Consciencand Selfcontrol

10 Failing touphold all of the precepts of your group
9 Failing to show hospitality to your allies

8 Associating with the dishonourable

7 CFrAftAY3I G2 LINIAOALIGS Ay @2dzNJ INRdzLIQd NR GS&

6 Disobeying your leader

5 Failing to protect your allies

4 Placing personal concerabove duty

3 Showing cowardice

2 Killing without reason

1 Breaking your word or oatlfailing to honour an agreement
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The Path of Lilith

Virtues: Convictiorand Instinct

10 Feeding immediately when hungry

9 Pursuing temporal wealth or power

8 Not correcting others regarding Caine and Lilith
7 Feeling remorse for bringing pain to someone
6 Failure to participate in a Bahari ritual

5 Fearing death

4 Killing a living or unliving being

3 Not seeking out the teachings of Lilith

2 Failing to dispense jrmand anguish

1 Shunning pain

The Path of Power and the Inner Voice

Virtues: ConvictiorandInstinct

10 Denying responsibility for your actions

9 Treating your underlings poorly

8 Failing to respect your superiors

7 Helping others when it is not tgour advantage
6 Accepting defeat

5 CFrAfAY3 (2 (Aff oKSYy AdQa Ay @2dz2NJ AyGidSNBada

4 Submitting to the error of others

3 Not using the most effective tools for control
2 Not punishing failure

1 Turning down an opportunity for power
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The Path of Blood

Virtues Convictiorand Selfcontrol

10 Killing a mortal for sustenance

9 Breaking a word of honour to a clanmate
8 Refusing to offer a neAssamite an opportunity to convert
7 Failing to destroy an unrepentant Kindred outside the clan

6 Succumbing térenzy

5 Failing to pursue the lore of Khayyin
4 Failing to pursue lesser blood
3 Refusal to aid a more advanced member of the path

2 CrAftAY3 (2 G11S Fy 2LILIRNIdzyade G2 f26SN 2ySQ:

1 Acting against another Assamite

The Path of the Bones

Virtues: Convictiorand Selfcontrol
10 Showing a fear of death
9 Failing to study an occurrence of death

8 Accidental killing

7 Postponing feeding when hungry

6 Succumbing to frenzy

5 Refusing to kill when an opportunity presents itself

4 Making a decision based on emotion rather than logic

3 LYO2y@SYASYOAYy3a 2ySaStF F2NJ Fy20KSNRa o0SYSTAl
2 Needlessly preventing a death

1 Actively preventing a death
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The Path of Night

Virtues: ConvictiorandInstinct

10 Killing a mortal for food

9 Acting in the interests of another

8 CrAfAay3 G2 08 Ayy20I A0S Ay 2ySQa
7 Asking aid of another

6 Accidental killing

5 .26Ay3 G2 FYy20KSNJ YAYRNBRQa gAff
4 Intentional or impassioned killing

3 Aiding another

2 Accepting the superiority of anoén

1 wSLISYyiAy3a 2ySQa 0SKIF @A 2 dzNJ

The Path of Metamorphosis

Virtues: ConvictiorandInstinct

10 Postponing feeding when hungry

9 Indulging in pleasure

8 Imploring another for knowledge

7 Sharing knowledge with another

6 Refusing to kill when knowledge mbg gained from it
5 Failing to ride out a frenzy

4 Considering the needs of others

3 Failure to experiment, even at risk to oneself

2 bS3tSOGAYa (2 FEGSNI 2yS3Qa 26y o62Re

1 Exhibiting compassion for others
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The Path of Paradox

Virtues: Convictiorand Selfcontrol

10 Embracing a woman

9 Embracing outside of thiati

8 Destroying another Shilmulo

7 Killing a mortal for sustenance

6 Failing to destroy another vampire

5 Killing a mortal for reasons other than survival

4 Failure to aid and¢ S N¥@dharma

3 lff26Ay3 2ySQa &SOdharmaF T ANB (2 LINBOSRS 2ySQa
2 Becoming blood bound

1 Embracing needksly or out of personal desire

The Path of Typhon

Virtues: Convictiorand Selfcontrol

10 t dZNBdZAy3d 2ySQa 2¢y AyRdzZ 3Sy0Sa AyadSIR 2F |y
9 Refusing to aid another follower of the Path

8 Failing to destroy a vampire in Golconda

7 Failing to observe Setite religious ritual

6 Failing to undermine the current social order in favour of the Setites

5 Failure to do whatever is necessary to cotrapother

4 Failure to pursue arcane knowledge

3 hoddNHZOGAYT y23KSNI {SGiAGSQa STF2NIa

2 CrAtAy3a G2 G118 IROHYyGFHIS 2F Fy20KSNDRa oS {1y

1 wSFTdzaay3a 2 AR Ay {SGQa NBAANNBOGAZY

96



The Path of Blood and Smoke

Virtues: Consciencand Selfcontrol

10

Onenight without human contactlying in defense of the Masquerade grending more

than oneBlood Traiin a night.

Watching humans eat a meglerforming asuperhuman feat of physical prowess, feeding
from the unwilling or unknowing, seeing sunlight.

Qreating a ghoul, being rejected by a human, depriving another of consent with a Discipline.

Spending a week without human contact, surviving somettiagwould hospitalis a
human, injuring someone over blood.
Falling into torpor, feeding from a dtij reading your own obituary.

Death of amortal family member, ecepting a position of authority in a Sect.
Impassioned violengeccidentally killing.

Spending a month without human contadgath of a mortal spouse or childnpassioned

killing.

Spending a yeawithout human contactpremeditated killing, § SA y3 | Odzf § dzNB
exist when you were alive.

Spending alecade without human contactnass murder, iling a mortal friend or family
member.

The Road of the Beast

Virtues: ConvictiorandInstinct

10

9

Putting yourself at risk needlessly

Not challenging a weak leader

Killing for any reason other than survival
Avoiding contact with nature

Needless torture or cruelty

Making a sacrifice for someonmrelated to you
Refusing to kill when important for your survival
Failing to defend your territory

Showing mercy to an enemy

Abstaining from feeding when hungry
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The Path of the Hunter

Virtues: Convictiorand Instinct

10

9

Failing to hunt for youown prey

Interrupting the hunt of another

Failing to hunt when the opportunity presents itself
Avoiding contact wittthe wilds

Needless torture or cruelty

Making a sacrifice faa stranger

Refusing to killo ensure your safety

Failing to @fend yourhunting grounds

Showing mercy to an enemy

Abstairing from feeding when hungry

The Path of the Nomad

Virtues: ConvictiorandInstinct

10

9

Spending more than three nights in the same place
Accumulating an excess of persopaksessions

Allowing your path to be permanently blocked by another
Avoiding contact with the wilds

Needless torture or cruelty

Making a sacrifice for a stranger

Refusing to kill when important for your survival

Claiming a permanent domain

Showing mercy to an enemy

Abstaining from feeding when hungry
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The Path of the Savage

Virtues: Convictiorand Instinct

10 lff26Ay3 OAGATAAlIGA2YQa LINRPLRYSyGa
9 Not striking at civilisation whenever possible

8 Not challenging a weak leader

7 Partcipating in a civilisation without intent to destroy it

6 Avoiding contact with the wilds

5 Making a sacrifice for a stranger

4 Refusing to kill when important for your safety

3 Failing to defend your territory (or pack)

2 Showing mercy to an enemy

1 Abstdning from feeding when hungry

The Path of the Grey Hunter

Virtues: ConvictiorandInstinct

10 Failing to offer hospitality to an invited (or announced) visitor

9 Avoiding an opportunity to hunt in the wilds

8 Not hunting an easy target when the opportunity presents itself
7 Shunning a gathering or celebration

6 Avoiding contact with civilisation

5 Making a sacrifice for a stranger

4 Refusing to kill when important for your safety

3 Failing to defend your teitory

2 Showing mercy to an enemy

1 Abstaining from feeding when hungry
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The Road of Kings

Virtues: Convictiorand Selfcontrol

10 Neglecting your duty

9 Treating a peer with disrespect

8 Treating an inferior as an equal

7 Breaking your word to a peer

6 Behaving shamefully before your peers

5 Showing weakness in front of inferiors

4 Failing to answer a challenge to your honour
3 Treating a superior with disrespect

2 Breaking your word to your superiors

1 Breaking a sworn oath

The Road of Sin

Virtues: ConvictiorandInstinct

10 Acknowledging any moral restraint

9 Failing to indulge a new desire

8 Failing to frenzy against a target of your choice

7 Refusing to tempt the virtuous

6 Avoiding injury to others at the cost of your own pleasure
5 Turning down a chance for material gain

4 Acting against your own best interests

3 Refusing to kill when it is in your own best interest

2 Refusing to feed when the opportunity arises

1 Encouraging virtue or aiding the agents of virtue
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The Path of Pleasure

Virtues: ConvictiorandInstinct

10 Feeling shame for any reason

9 Failing to indulge a new desire

8 Failing to frenzy against a target of your choice

7 Any display of modesty

6 Associating with those who bring you no pleasure
5 Turning down a chance fonaterial gain

4 Acting against your own best interests

3 Refusing to kill when it serves your interests

2 Refusing to feed when the opportunity arises

1 Encouragingemperanceor aidingits proponents

The Path of Cruelty

Virtues: ConvictiorandInstinct

10 Acknowledging any moral restraint

9 Failing to indulge in pleasure

8 Failing to indulge in pain

7 Refusing to bring harm to the virtuous

6 Avoiding injury to others for any reason
5 Turning down a chance for material gain
4 Failing to study a@in in all its guises

3 Killing too quickly or without necessity

2 Refusing to feed when necessary

1 Displaying mercy for any reason
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The Path of the Deuvil

Virtues: Convictiorand Instinct

10 Acknowledging the laws of God or Man

9 Failing to indulge youdlesires

8 Failing to frenzy against a target of your choice

7 Refusing taid a lost soul in need

6 Refusing pleasure that injures no one

5 Seeking material gain at the expense of higher concerns
4 Refusing to act when necessity demands it

3 Refusing to kill when it is in your own best interest

2 Refusing to feed whenecessary

1 Encouragindalse virtue or aiding its agents

The Path of Screams

Virtues: ConvictiorandInstinct

10 Acknowledging the laws of God or Man

9 Failing toindulge your desires

8 Failing to frenzy against a target of your choice

7 Refusing to kill when it is in your own best interest
6 Avoiding injury to others for any reason

5 Any display of pity or mercy

4 Failing to act on behalf of your patrons

3 Any dsplay of altruistic behaviour

2 Acting against the minions of Hell

1 Encouraging virtue or aiding the agents of virtue
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The Path of Ecstacy

Virtues: Convictiorand Instinct

10 Allowing someone innocent to survive

9 Not wallowing in absolute luxury

8 Allowing someone ugly to survive

7 Allowing an infector of impurity (priest, nun etc.) to live without good reason
6 Rejecting wealth unnecessarily

5 Not attempting to corrupt an innocent

4 Not taking at least one drug regularly

3 Restraining your natutampulses unnecessarily

2 Failing to accept a gift

1 Destroying something of beauty

The Path of the Dark Father

Virtues: Convictiorand SelfControl

10 Refusing to acknowledge the truth of Noddist lore

9 Refusing to aid another Sabbat memlieiperforming the Dark Father's work
8 Failing to destroy a Cainite in/seeking Golconda

7 Failing to observe Sabbat religious ritual

6 Failing to undermine the current social order in favour of the Sabbat

5 Allowing oreself to play the Jihad

4 Putting personal desires ahead of the good of the Sect
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2 Submitting to the will of the Antidiluvians
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DISCIPLINES
ABOMBWE

Abwombwination!
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No action:spend1 Blood Traitto determine if any creatures you can see have a Beast. If they do,
you can gauge the relative strength of this, determining if each character is less powerful (higher
generation or ghoul), equal to you or more powerful (lower generation). Lupines or other
supernaturals substitute Rank or a similar trait in plac&eheration

As a Beast actionyou can spend. Blood Traitto attempt to end one power oDbfuscateor similar
conecalment affecting a creature with a Beast, such as a Cainite, Ghoul or Lupine.

Make a Beast Challeng8urvivab | I Ay aid GKS 2 LILSEsth.fflyeusuceedly (i | f
then that use ofObfuscateis endedas long as you have dots Adbombweequal © or greater than
0KI G OKObfudcadel SN &

ww ¢laLbD ¢1 9 .9!{¢

Gain one additional Rage Frenzy trigger. You may use your Beast Traits in place of your Physical
Traits for any challenges. This power is always active.

W WWHISTLING UP THE BEAST

No action:you can elect to enter rage frenzy at a target of your choice at any point, including part
way through the resolution of a Challenge (allowing the free Willpowetese from Frenzy on
Mental or Social Challenges).

As a Beast actiorspendl Blood Traitand make a Beast Challen@ufvival, Courageas you whistle
or hum unnervingly at one character you can see.

If you win, that character must spend their movement cautiously moving away from you for the next
two rounds, or three if you hav&akirg the Skin Any abilities they use against you during this time
are limited to a maximum number of dots equal to th€muragelf they are prevented from backing

off for any reason they immediately enter fear frenzy that cannot be resisted but can bectsdi

by Drawing out the Beast
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w W BEASTHANNEL

No action:spend2 Blood Traitsfor the rest of the scene one part of your body becomes encrusted
with dried blood. Pick one of the following depending on which part of your body you choose to
imbue:

1 Hands ¢ One level of damage dealt by yoBrawling attacks is converted to aggravated
damage.

1 Body¢ You gain one additional health level for each doAbbmbweyou possess. These are
lost before your normal health levels, much like physical armour andatd@healed.

1 Throat¢ You can roar fiercely when fightindny abilities used by anyone adjacent to you
during this time are limited to a maximum number of dots equal to tlkEurage

1 Feetg¢ Whenever you move the ground shakes. Anyone adjacent to yomgitine action
phase has their next base movement lowered by a humber of paces equal to your dots in
Abombweto a minimum of one.

You may choose to activaBeast channelon yourself multiple times in a scene, picking a new body
part to affect witheach activation.

W W WIKAKING THE SKIN

No action:spendl Blood Traitwhilst wearing the skin of any predatory creature you have struck the
killing blow on yourself. You merge with the skin to become a copy of that creature physically
indistinguishable from the original, although your supernatukara remains your ownlf the skin

you wear is not generally humanoidyyr clothing and small personal possessions are absorbed into
this form and you cannot benefit from this or any other equipment while the transformation lasts.
The transformation lasts until sunrise or untiluyghose to turn back, without requiring an action.
You can retain and rase a number of skins equal to your dots in Swervivahbility.

Whilst usingTaking the Skiour Traits, Disciplines and Abilities do not change with the exception
that you can useany unusual methods of locomotion, such as flying, possessed by your new form
and your naturalBrawling attacks strike for aggravated damagde. addition your senses become
supernaturally acute allowing you to useNB R I (i 2 NI & withoRt Yieéding xo2egnd Blood
Traits.
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As a Beast actionspend1 Blood Traitand make a Beast Challenggu(vival, Courageas glare

sternly at one character you can see with a Beast. This power automatically succeeds on Ghouls, but
costs an dditional Blood Traitto activate when used on a creature with more dot$3anerationor
equivalent.

If you win, that character is cowed into submission by your dominant Beast. For the rest of the scene
or until they leave your line of sighthat character cannot harm you and must act in accordance
with your wishes as long as these are communicated clearly and are nales#liictive or Sinful at
GKFG OKFNFOGSNRA ydzYoSNI 2F . SFald ¢NXrAdaod
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ANIMALISM

Grunt and squeak and squawk with the animals.

w .91'{¢ 2L¢I LD

No actionnt you may communicate with animals using growls, murmurs and body language.

As a Beastction: you may issue a simple command to an animal which could be summarised in
three words. Make an opposed Beast Challenggeitfhal Ken, Seffontrol, Instincj.

If you win, the animal will spend the rest of the scene attempting to complete the command, unless
it is clearly suicidal.

As a Beasaction: spendl1 Blood Traitand make an opposed Beast Challen@aimal Ken, Self
Control, Instingtagninst a single Cainite

If youwin, the Cainiteimmediatelyenters a rage frenzy targeting the nearest creatyteey can
spend Willpower as normal to avoid the frenbut cannot useSelfControlor Instinctto resist for
free).

Ww . 9/7YhbLbD

As aBeastaction: spendl Blood Traitto issue a compelling siren song to nearby animals. You may
specify the type of animals you aBeckoningand they will generally arrive over the course of the
scene, awaiting your acknowledgement once they have arrived.

You may then us®east Withinto issue a command to all of the summoned animals as a single
target.

Alternatively you can feed on the animals to obtain Blood Traits equal to twice your dots in
Animalismafter which surviving animals will leave.

No actiornt you may spend. Blood Traitto use Beckoningf you sleep or enter torporthe animals
that you summon will faithfully guard your resting place until eitheu arise or they are killed.
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As a Beasaction: spendl Willpower Traitand make an opposed Beast Challengai(mal Ken, Self
Control, Instingtagainst a singleharacter

If you defeat a frenzyingr triggeredcharacterda dzOK & | / FAYAGS 2NJ | [ dzLIA Y
immediately ends.

If you defed a characternot triggered or infrenzy, they cannot spend Willpowd@iraitsfor the rest
of the scene.

woww {; .{; a9 ¢1 9 {tLwlLEC¢

As a Beasaction: spend 1 Blood Traitand make an opposkBeast ChallengéAfimal Ken, Self
Control, Instingt against a singl normal or Ghouled animalwhose eyes you can se&his
automatically fails if you are already possessing another body.

If you succeegdyour consciousness is transferred into the animal, leaving your body in a torpid state.
Whilst possessing an animal, ydwave the Fhysical Traits, health levels and innate physical
capabilites of the animal, includingl@d Traits and Physical Disciplines if the animal is a ghoul. Y
use you own nonPhysical fiaits and Displines and your own Willpower Traits and nBhysical
merits, flaws, backgrounds and abilities.

Blood Magic is harder to use froBubsume the Spiriind requires the expenditure of an additional
1 Blood Traitper power activation.

This possession lasts for the rest of the night or you may choosadtdt early without requiring an
action. If your original body takes damage, or if your animal body is killed, the power also ends
without requiring an action.
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No action: Whenever you experience one of your Frenzy Triggesu may instead spend
1 Willpower Traitto force any other character with a Beast that you eae to count as if they had
experienced a Frenzy Trigger of the same type instead

As a Beasaction: you mayspend 1 Willpower Traito make an opposed Beast Clealge Animal
Ken, SelControl, Instindgtagainst a singleharacter that can frenzy, such as a Cainite or a Lupine

If you win the characterimmediately entes rage or fear frenzy (your choicehich cannot be
resisted withSelfControl, Instinct, Coage or Willpower. Goose anything you can see as the target
of their frenzy
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As a Beasaction: you may pend1 Willpower Traitto activateEmbrace the Bea#br the rest of the
night, or until the end of a scene where yare involved in combat.

WhilstEmbrace the Beast active:

You automatically succeed when defending against Mental, Social or Beast Challenges unless the
character initiating them is using a Discipline in which they liie equal or greater than yourots
in Animalism

Youmayelect to useAnimal Kenn the place oBrawland/or Dodgefor Physical Challenges.

If one of your beast triggers is activated, yioumediatelyenter frenzyand cannot us&elfContro|
Instinct CourageWillpower Traits orDrawing out the Beasto delay, avoid or avert frenzy.

WOWwww w !'bLatf[ {7/ ,;[9b/9

Whenever you feedprovided you are in an area which is a habitat to some form of animal life, you
regain all of youBlood Traits;animals instinctively and discreetly make their way to you and you
use your mastery of the Beast to feed efficiently from them without unduerha
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As a Beasaction: spendl1 Blood Traitand make an opposed Beast Challengaihal Ken, Self
Control, Instingtagainst a single normal or Ghouled aninvhbse eyes you can see

If you succeed, you form a psychic link with the aadimhich lasts indefinitely or until you choose to
end it without requiring an action. You may have a maximum number of psychic links equal to your
dots inAnimal Ken

As a ritual action:spend1 Willpower Traitto become psychically aware of glhst andpresent

memories and experiences of an animal you have a psychic link with. For the rest of the night, or

until you use this power again you gain a number of dots in an Ability equal toAyoonalism The

ability must be possessed by or symbolised by @imémal in question (such &Stealthfor a cat,

Survivalfor a fox orMeditation for a panda), you also gain a relevant speciality in this ability. The

Ability dots you gain frolShared SolR2 y 20 F RR 02NJ Waidl 01 Q0 6AGK R2I

As a Beast Amn: if you can see an animal you have u&tthred Soudn, you can cause it to stalk
2PSNJ G2 @2dz FyR 0S3IAY W{KIR2¢AYyIQ &2dz dzy GdAf &2
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No action:A ¥ &2dz INB KAUG o6& F LKeaAolrt FddrOl 6KSyY
1Blood Traitand the Guardian Liortakes the effect of the physical attack instead of you. Such
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animals effectively have health levels equal to your dotdmmmalism if they would more damage
than this they instinctively escape to safety leaving you to suffer any damage in excess.

NoactionA ¥ @2dz RIFYF3aS I OKFNIOGSN 6KSy HBlam@WMaRSR | yA
and the animal claws, bites enthusiastically nudges that character for an additional level of lethal
damage.
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As a Beastction: make an opposed Beast Challengaifmal Ken, Sefontrol, Instingt against a
single normal or Gduled animal whose eyes you can sdéis power can only be used if you are
already possessing an animal usBupsume the Spirit

If you win, you transfer your consciousness from younrent host to a new animal.

When you are usingubsume the Spiriir Beast Walkto possess an animalhése powers remain
active until you choose to end them without requiring an action. You automatically remain conscious
duringthe day and your Beast is natggered by daylight whilst possessing an animal.

As a Beasaction: you may spend Blood Traitand make an opposed Beast Challengaitmal Ken,
SeltControl, Instingtagainst a single normal or Ghouled animal in the Domain you are in. You can
either use this power on a spéicianimal, or the nearest animal to an area you designate.

If you win, forthe rest of the scene you may psychically perceive anything that the animal is
experiencing without compromising your own senses. You do not have any control over the actions
of the animal in question unless you use other Disciplines or powers to do so.
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As a Downtimeaction: spendany number of Blood Traitso circumscribean area that currently has
no Cainites within it as your territoryyourterritory can have anaximum radiusof 100 yards for
eachBlood Traityou spend this wayLay of the Lanthsts until you activate it again.

Animals and nossupernatral mortals cannot enter your territory unless you grant them permission

to do so. Supernatural characters must spenilVillpower Traitand as their Beast actiormake a

Beast ChallengeAfimal Keh against you to enter your territory. If they win, theyncanter your
territory, if they lose, they cannot attempt to enter for the rest of the night, but can be physically
dragged or compelled within by other characters. You are always aware when this challenge is
attempted, along with the result.

You are awaref the exact location of all supernatural creatures in your territory at all timfes; i
characters posses®bfuscateyou are aware of their presence, but not their exact location.
Characters in Frenzy (be they Cainites or Lupines) cannot attack you yatiiterritory.
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As aBeastaction: you can spend Blood Traitto attempt to pierce one power oDbfuscatewithin
your territory. Make aBeastChallengeAnimalKen | 31 Ay ad (GKS 2 LIBkRaSy (1 Qa

If you succeed, then the power in questits ended if you have equal or greater dotsAimmalism
GKFyYy (GKS LR2gSNRnaogusdat@ Ay I 62N KIFa R20Ga Ay
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As a Beast actiorspendl Blood Traitwhen can see one or more eyes of one of your Ghouls, or a
Revenant of the samkineage as you. This automatically fails if you are already possessing another
body.

Your consciousness is transferred into the Ghoul or Revenant, leaving your body in a torpid state.
Whilst possessing an creature, you have the Physical Traits, healtls lewd innate physical
capabilities of the creature, including Blood Traits and Physical Disciplines. You use your ewn non
Physical Traits and Disciplines and your own Willpower Traits anePhgsical merits, flaws,
backgrounds and abilities.

Blood Magids harder to use fronteye of the Szlachtnd requires the expenditure of an additional
1 Blood Traitper power activation.

This possession lasts for the rest of the night or you may choose to end it early without requiring an
action. If youroriginal body takes damage, or if your possessed body is killed, the power also ends
without requiring an action.

WOWWW Www [/ hbv,; 9w ¢I1 9 .91 {¢

No action: At the start of the movement phase in combat or any time outside of combat you may
end any frenzy youra inor have tiggered If you are also usingBmbrace the Beagbu must spend
1 Willpower Traitfor this effect

No action:If you are the defender in a Mental or Social Challenge you may calMbitppwer re-
test without spending a Willpower Traitf {you do so, you immediately enter rage or fear frenzy
(your choice) targetingour opponent in the challenge

This frenzy is not delayed I8elfControl, Instincor Courageand cannot be resisted by spending a
Willpower Trait (!). You can still end thirenzy usingConquer the Beasis normal, however.

Any time you are in frenzy of any type you may substitute your Beast Traits for any other Trait
category.
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Whenever you feedif you feed from an animal (including usiBgckoningor Animal Succulenge
you may entirely consume the soul of one animal to restbr@/illpower Trait UsingEngling Fury
lends strength to your beast armbunts as devel 1 sinon any Rth (even if such an act fits with your
/ KI N} OG6SNDRa SGKAOQauv®
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As a Beast actionspend3 Blood Traitsand make an opposed Beast Challenggiifhal Ken, Self
Control, Instingt against a single character with a beast, such as a Cainite, Ghoul or Lupine, whose
eyes you can see.

If you win, that character is slashed by invisible claws that deal them levels of aggravated damage
equal to your dots iPAnimalism If damage sustainedhis way in one round is greater than that
ONEB I i dzZNBoaurageRhatickaradtey immediately enters fear fren2gou arethe targetof this

frenzy, which cannot be resisted witBeltControl, Instinct, Couraga Willpower.
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No action:if you physically damage a character with a beast or if they physically damage you, you
may spendl Blood Traitto force them into a rage frenzy targeting yourself or one other creature or
object you can see (they can spend Willpower asmab to avoid the frenzy, but cannot uself
Controlor Instinctto resist for free).

No action:if a character drinks one or more traits of your Blood, they immediately enter rage frenzy
targeting yourself or one other creature or object you can seey(iten spend Willpower as normal

to avoid the frenzy, but cannot usgelfControlor Instinctto resist for free). In addition, their beast

is strengthened and they lose 1 Beast Trait and gain 1 experience point for each blood trait
consumed, similar to comitting alevel 1 sin Consciencand Convictioncan be used to reverse this

loss as per usual, however there is no limit to the number of beast traits that a character can lose to
Taunt the Caged Beast a single night and this does not prevent furthegeéneration from actual

sins.
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As a Beast actioryou may spend. Willpower Traitto activateFree the Beast Withifor the rest of
the night, or until the end of a scene where you are involved in combat.ildfmediately enter a
controlled frenzylike state:

You automatically succeed when defending against Mental, Social or Beast Challenges unless the
character initiating them is using a Discipline in which they have dots equal or greater than your dots
in Animalism

Your acute senses allow you to ignore any powers of misdirection suGibfascate, Chimerstry
unless characters using those powers have dots in that Discipline equal or greater than your dots in
Animalism
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You are unaffected by other forms of fran but must spend Willpower Traitto not physically
attack someone or something if you can see creatures that are not your allies.

WOWWW Wwww 9, 9{ hC ¢1 9 Chwo{c¢

As a Ritual actionspend6 Blood Traitdo designate a natural area that currently has rexipanent
mortal or Cainite habitation within it as your territoyhich ends any previous use Bfjes of the
Forest If you havd.ay of the Langlou may activate this power as well on the same area without any
further cost.

Your body merges with the natdrarea and you cannot be directly attacked or harmed in any way.
You cannot interact with the Physical world or make Physical challenges, but you can constantly see
everything within your domain and can activate any fRimysical Disciplines that you wisk i you

were present in any part of your domain. As long as there are living creatures with blood in your
territory, your Blood Traitsare restored to full at the end of each scene as you feed on the mystical
energies of life.

If your territory is signifiantly damaged or polluted, such as by a dirty bomb, major chemical spill or
strip-mining operation,Eyes of the Forestinds and you reform like an avenging force of nature
anywhere within your former territory or adjacent to anyone responsible for theugison at the

start of the following turn.

No action:at the start of the round/ou may reform (or dissipate) your body within any part of your
territory. Your body becomes fully physical (or Aehysical as above) at the end of that round.
Whilst you ae physical, you move, act and are vulnerable to attacks as normal, but still benefit from
all other aspects dEyes of the Forest
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AUSPEX

Auspexs the coolest Discipline.
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No action:you may sharpen one or more of your senses so that it greatly exceeds mortal acuity.

Whilst HeightenedSenses are active

I You can see or otherwise sense your surroundings perfectly in total darkpessan even
partially mitigateObtenebrationrseeShroud of Night

T Y2dz Oy KSFENJ I O2y@SNEIGA2Y | ONRaa I NB2Y o0&
dza Sideways thumbsip hand signal to indicate that you are not actually present) or detect
thS LINBaSyOoS 2NJfI01 2F I OKIFNIXOGSNNRaE KSIFNIoSlH

9 If any character use®@bfuscate Chimerstrnor similar powers of misdirection within your line
of sight, you have a faint premonition that something is out of place.

If any of your senses are suddenly ovenstlated (by a gunshot, smell of a skunk or sudden flash)
then you are briefly stunned and must spend your next action recovering.

As a Mental actionyou can spend. Blood Traitto detect anything hidden in a mundane manner
that would be within yar line of sight if not hidden.

You can also attempt to end one power @bfuscate, Chimerstifyou have equal or greater dots in
Auspexil KI'y (G KS L3266 SNDa 2eNdledahtyDiscipindJor Rowker. dfezalivientah y (0 K
Challenge Rerceptioh against the opJ2 Y Sy (. Q& a Stgaith) for Oltfuddate Sodial Braits
(Subterfugé for Chimerstryor other traits as appropriate for other Powers. If you succeed, then the
power in question is ended.
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As a Mental actionmake an opposed Mental Challendee¢ception SelfControl, Instingtagainst a
single character you can see.

Ifyouwin@ 2dz 3S0G | 3JIEAYLAS 2F @2dzNJ GFNBSGQA | dzNI | € 3
 Thechar OG SND& OdzZNNBy G SyY2GAazylft adal as
1 What manner of creature the target is (ghouls, kinfolk, enchanted mortaksmilar simply

appear mortal)
9 If the target can use ois under the effects of Magic
9 Ifthe targethas one or more derangements
9 Ifthe target is mder any form of mental control
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As a Mental actionspend aWillpower Traitand make an opposed Mental Challengeiception
against the Social Ttai(Subterfuge, SelControl, Instingtof a single character you can see.

If you win, you know if the last thing that character said was a lie (as far as that character is
concerned).

If you fail the challenge to activakura Perceptioiin either case, gu may not use the power again
on the same character for the rest of the scene.

www ¢1'9 {tLwL¢ecQ{ <¢h,; /I

As a Mental actiontouch an object or part of a place to read any psychic impressions which have
been left there by momentous events or strong emotioidake a Static Mental Challenge
(Perception with either a Storyteller or the owner of the object/place.

If youwin, you gain a brief vision relating to these psychic impressions which can tell you about an
202S00GQa Yz2ald NBOSydG dzaSsz OKIFINIYOGSNER GAGK Iy §
emotions previously experienced in the vicinity of the object or anmimer of other thingslif you

lose, you still gain a vision, but the experience stirs your Beast and you aatFsesif or Rage Frenzy

had been triggered, whichever you feel is more appropriate (which you can spend 1 Willpower Trait

to resist as normal fou wish).

Characters with powers oObfuscateactive do not leave psychic impressions and cannot be
identified by the impressions of others.

Wwww ¢9[ 9t ! ¢I
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As a Mental actionpsychically contact willingcharacter you have met in person and who has been
introduced to you. A character can only be part of one such psychic link at any given time (make the
G G St S thimb & fittle finger ouhand signal) and can terminate contact at any timighout
requiring an action

While such a link is active, both characters may telepathically communicate amtismited by
language)and mental images. You may psychically identify yourself to a character before initiating
Telepathy

As a Mental action:spendl1 Willpower Traitto use Telepathyon an unwilling charactevhose eyes
you can seeMakea Mental ChallengePerception SelfControl, Instingt

If youwin@ 2dz OFy NBIFIR G(GKS OKINIOGSNNaE adaNFI OS GK2dAal
psychically as alwve for the rest of the scene.

As a Mental action: you may attemp to penetrate theconsciousnessf a character you are in
Telepathiaccontact with.Make aMental ChallengeRerception SelfControl, Instingt
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If youwin on this you force the subjecbtanswer any one question truthfully (to the best of the
OKI NI OG S NI &As Ipng 25 o Ruetéed on this challenge ynay repeat this psychic
interrogation (which the subjeds aware of)

If you fail on any of these Challengé@glepathyends andyou may not attempt to renitiate it with
the same character for the rest of the scene.
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As a Mental action: spend 1 Willpower Traitto project your consciousness onto the Astral Plane,
leaving your body behind in a torpid state

The Astral Plane is a realm of pure thought that overlaps conventional reality; you can see and hear
what transpires in the real world, but you cannot be seen or heard in return with the exception of
other astral travellers or other characters witAsytic Projectionwhich need not be actively
projecting to perceive youYou appear as an idealised version of yourself with-faoctional
clothing and equipment and a silver cord that trails back to your corporeal bémly may choost

make your Astral body visible to one or more characters in the real world for a se#heut
requiringan action

On the Astral Plane, you have no physical possessions and cannot use powers othfarshaxbut

you can rapidly travel anywhere between the earth and the moon at the speed of thodgit.
cannot be harmed or affected by anywwers, abilities or Disciplines other thakuspexor certain
powers of other supernatural creatures such as Mages, Demons or Mumvidascannot even be
harmed by sunlight whilst on the Astral Plane, however your Beast can still be triggered by seeing
sunlght.

Physical combat is impossible on the Astral Plane, however two astral travellers may engage in
psychic warfare; each combat round you may attack another astral traveller

As a Mental Actionwhen you are under the effects &fsychic Projectiomakea Mental Challenge
(PerceptionSelfcontrol or Instinctagainst another charactarsingPsychic Projection

If you win that character loses a Willpower Trait.

Any astral traveller with O Willpower Traits has their silver cord severed and becomes Itis¢ on
Astral Plane.

You are aware of any harm affecting your corporeal body wR#sthic Projectiois active and can
elect to end the power and instantaneously follow your silver cord back at any point without
requiring an action. Otherwis®sychic Pregtion lasts until sunriseYou may symbolis®sychic
Projectionwith the use of a Green ribbon or making the another planenand gesture (hold your

fist across your chest).
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No action: whenever anything sudden happens or combat starts you can take a single Mental
Action, move three paces or shout/think three words before combat rounds start or the surprising
occurrence actually occurs.

No action:whenever you are subjected to any Chatiefrom any character who does not also have
Predictionor Soul Maskyou may spendl Willpower Trait to automatically defend against that
challengeby knowing exactly what is about to occur and taking appropriate steps to avoid it.

WWwWwww DREAMING

When sleeping or in torpor you are fully aware of your surroundings and can use any powers of
Auspexyou wish. You are not affected by rotschreck when using powers su€ta#rsoyanceor
Astral Projectiorio view locations in daylight.

W W wwNIWs LOCI

As a ritual action:spend 1 Willpower Traitto attune yourself to the spirit of a place. For the rest of

the night, or until you use this power again you gain a number of dots in an Ability equal to your
Auspex The ability must be relevant ta @ymbolised by the place where you activated this power
(confirm with an ST if you think there is ambiguity), you also gain a relevant speciality in this ability.
The Ability dots you gain fro@eniusLo®R2 y 23 | RR 62NJ wadl Gl Q0 6A0GK

WOWwww w [/ [!Lwxth, 6 !'b/ 9

As a Mental actionspendl Willpower Traitand make a Mental Challengedrception SelfControl,
Instinch against one character you have met. If you have a crystal ball or other scrying device you
may call for aVillpower re-test on this challenge without needing to spend a Willpower Trait.

LT @2dz 6 AY 3 -epeidw diithak ofiaracter ant tdRiislisized area surrounding them
through which you can use any other powersfafspexyou possess. That character is not aware of
being observed unless they also hawkirvoyanceand the vision will follow them if they movdf
that character is hidden from perception usi@pfuscate you see the general area they are in, but
not specifically where they are unless you usespexto pierce theirObfuscate(see Heightened
Sensep

As a Metal action: spend1 Willpower Traitti 2 3 | A yeyelviewbok axgrbiklingized location
you have previously visited (see above).

You may maintain either use Gflairvoyancéor the rest of the night, or until youse any power or
Discipline that is ot Auspex
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As a Mental actionspendl Willpower Traitand make a Mental Challengedrception SelfControl,
Instinc) against one character whose eyes you can see.

If you win, you are instantly aware of the number of Beastt3 that character has and their Path of

Oyt AIKGSYYSYyl AT /IFTAYAGS® [ 2dz Ffaz2 FAYR 2dzi GKI
of their general motivation. The character is unaware of any information you ldanitil that
characterhas a mar change in motivation or goal, or changes their Path of Enlightenment if
Cainite, you may substitute your Mental Traits for Social Traits against that character and your dots

in Awarenesgor dots inEtiquette, Empathy,Intimidation, LeadershipSubtertige

If you fail, you may notuse N2 O 2 R A f &h@hat chiaracfeHagztn for the rest of the scene.

Wowww w {h; [ {/!'Db

As a Mental actionspendl Blood Traitto instantly determine where in reality an object you have
ever used{ LJA NJA ( dnas lo¢agedzOHis will give you sufficient information to find the object or
useClairvoyancéo view its vicinity, but will not tell you any specific details about gy object is
there or how to get to it.

As a Mental action:spendl1 Blood Traitand make a Mental Challengdrception SelfControl,
Instinc) against one character who you have met.

LT @2dz gAy>S &2dz £t SINYy SEI Obdoasmn&KiSNE Ay NBFfAGe

As a Mental actionspendl Willpower Traitii 2 3 I A yeyelviewbok avgrd@riaisized location

which you can point out on a map. This useSolul Scamasts while you concentrate only on this

power; you can change your viewpoint to avlyere on the map, you can even view areas as they

GSNBE Ay GKS LIad FyR Oty @ASg Fye GAYS aArAyO0S GKSES

If you also haveClairvoyance/ou may use the areda ONB Ay 3 L2 6SNJ 2F (GKAa G2
you are viewing wittSoul Scamvithout needing to spend an additional Willpower Trait to activate
Clairvoyance

If you useSoul Scamn an object or character under the effects ©bfuscée you may attempt to
pierce this as if you could see that object or character $eightened Sensgs
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As a Mental actionyou psychically contactng number of willing characters. You must have met

each of these characters in persand had them introduced to you. A character can only be part of

2yS a4dzOK 3INRdzZL) LIABOKAO ySUg2N] 4G ye IFABSY GAY!
hand signal) and can terminate contact with the network at any time without requiring aonacti
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While such a link is active, all characters may telepathically communicate words (unlimited by
language) and mental images. You may psychically identify yourself to a character before initiating
Telepathy

As a Mental actionwhenever a character initiates or receives a psychic link ffehepathy,Spirit

Link or similar powers of mental communication you are instantly aware and may spend
1 Willpower Trait to make a Mental ChallengePérception SelfControl, Instingt againstthe
character initiating that contact.

If you win, you become part of that telepathic conversation without any of the participants being
aware. You can send as well as receive telepathic communication in this way; obviously the latter is
likely to revealyour eavesdropping.
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As a Ritual actionspend1 Willpower Traitwhen sitting in a circle with a number of characters
equal to your dots imAuspex You and each of the characters project your consciousness onto the
astral plane a#f you had activatedPsychic Projection

Anima Gatheringis identical toPsychic Projectiomvith the added benefit that all characters
instinctively know where you are aras their Mental Actionthey can travel to where you are from
anywhere within the lnar sphere, even if their silver cord has been cut and they are lost on the
Astral PlanelLost characters can follow you, but cannot perform any other actions except returning
to their bodies when you return to yours.

No action:if your silver cord is cutnstead of becoming lost on the Astral Plane, you may sever the
silver cord of any other character projecting as part of ydoima Gatheringandregainl Willpower
Trait.

WOWWWw ww t[1 /Y ¢1 9 {9/ w9oc¢

As a Mental action:spend1 Willpower Trait, say a singd word and make a Mental Challenge
(Perception SelfControl, Instindgt against one character you can see. Instead of speaking out loud,
you can have that target hear the woitkelepathicallywithout the need for further challenges or
expenditures.

If you win, that character must tell you everything they know about the word you mention. You may
have the character speak out loud or communicate the informafietepathicallyto you without
them needing any ability to do so.

If the character is in combat they must spend a number of phases equal to Amspex
communicating this information to you, they can still defend themselves during this time, however.
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No action:whenever you are subjected to any Challenge from any character who does not also have
Mirror Reflex Predictionor Soul Maskyou may spen@® Willpower Traitsto automatically defend
against that challenge by knowing exactly what is about to occur and taking appropriate steps to
avoid it. The next Challenge you make against that Character automatically succeeds as if you had
won the challenge outright.
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As aMental action: spend1 Willpower Trait and make an opposed Mentalhallenge Rerception
SeltControl, Instingt against a single charactevhose eyes you can sear who is Psychically
Projecting

If you win you subject that charder to sudden and intense psychic pain that kills them in agony if
mortal or causes them to lose one Willpower Trait for each dot you havkuspexif Cainite.
Cainites reduced to 0 Willpower Traits this way enter torpor or have their silver cord seifered
Psychically Projecting

Characters that lose more Willpower Traits this way in one round than their do@Gourage
immediatelyreturn to their body instantly entefear frenzythe next time they perceive you and
instinctively end anyPsychic ProjectionThis frenzycannot be resisted witlSeltControl, Instinct,

Courageor Willpower., 2dz 6 S02YS Ayadlydte gFNB 2F GKS t20
their Psychic Projeicin ended in this fashion.

WWWWW Wwww habL{/L9b/ 9

You understand all forms of communication and understand any code or language and are instantly
aware if anyone knowingly lies to you. Your senses are sharp enough that you can listen in on any
conversation includingTelepathy which takes place in a roesized area around you. At the start of

each night, pick a number of words equal to your dotPémception You are instantly aware of the
distance and location of any conversation that features one orenarthese words in a domain

sized area around you. You may choose to limit this awareness so that it only affects supernatural
creatures or so that only certain combinations of these words are detected.

As a Ritual actionyou can take the time to attungourself to the roomsized area around you,
ending allObfuscateand Chimerstnpowers and learning the following about all creatures within the
area:

1 What manner of creature they are.
1 Their current mood.
1 What they truly think of you if they know you oryidentity you have ever assumed.

Along with one of the following:

1 [If acreature is an infernalist
9 If acreature is under mental control
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9 If a Cainite has committed diablerie
9 If a creature knows Blood Magic, or one specific named Discipline or other power.
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Whenever you sleep during the day you have a clear prophetic dream that roughly predicts the most
likely things that will happen to you in the coming night, based on your likely plans or actions. Your
Precognitioris such that yowan choose to substitutBerceptiorfor any other ability unless you are
interacting with a character witoul Mask

No action:whenever anything sudden happens or combat starts you can take any number of Mental
Actions that interact with objects or craates you can see or that you have been introduced to. You
may only affect each individual creature or object once this way.

No action:at any point you may spend@ Willpower Traitsin order to have successfully predicted
FYR | @2ARSR [|tywaniitdhappeh tod/du drimy2hyt und
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Note: Characters can only ever le®ardowithin a sacred place made Byllar of Osiris

w w9{ ¢hw9 |} albL¢! {

As a Ritual actionspendl Blood Traitwhilst you enjoy a moment gbeaceful meditationFor the
rest of the night you ignore one frenzy trigger of your choice. If you actiRa&store Humanitas
again during this time, the previous use ends.

As a Beast actiorWWhenever you lose a Beast Trait and gain an experience point due to sinning on
Humarity youmay make a Beast Challenge against a static difficulty equal to the trait maximum for
your generation, minus the level of the sin. If you h&Weditation greater than the level of the sin,

you can call for ae-test on this challenge.

On a succesgou do not take the loss/gain after all. On a failure you may still use the normal rules
for Consciencée. the same action, but as a Ritual Actéord usingConsciencan place ofOccul) to
attempt atonement.

w BANISHINGIGN OF THOTH

No action:whenever you are the defender in a Mental or Social Challenge against any supernatural
power, such as a Cainite Discipline, you may obviously make a mystic gesture with one hand and
substitute Meditation for any other ability to reest or otherwise resist thachallenge. You cannot
useBanishing Sign of Thothboth of your hands are prevented from making this gesture.

www DLC¢ hC 't L{

You gain as much sustenarened pleasurdrom drinkinganimal blood as you would from mortal or
Cainite bloodThis power islways active.

Whenever you feed the bad#dlood Ratingof the local area can never be lower than your dots in the
Meditation ability as your peaceful presence puts local animals at ease. Any modifiers from feeding
related flaws such a8onspicuous Consumptiare still applied after this.
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As a Ritual actionif you are not distracted (such as by combat or Cainites performi@graon of

Caing you can spend Willpower Traitand perform a brief ritual to designate a roesized area as
your sacred placeThis sacred place remains until you next &#ar of OsirisCharacters can only
ever learnBardowithin a sacred place made Byllar of Osiris

Within the sacred place abther creatures must spentl Blood Traitin addition to any other costs to
activate Cainite Disciplines other thd&arda Supernatural creatureswithout Blood Traitsmust
spend a different expendable trait of their choice, such as Rage, Gnosis, QuictesSekhem,
Faith, Glamour or Pathos.

When you first activatdillar of Osirise2 2 dz LISNX | ySy Gt & 3JLAYy |y FRRAGA?Z
FLAEdZNE 2N aSiGol O] SELISNASYOSR 2dzidaARS 2F &2dzNJ 3
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As a Social Actiorspendl Willpower Trait and say something thasounds profound and nexagey
to one character you can see and who can hear you. Make a Social Challdediat{on,
Conscience/Convictipagainst that character.

If you win, that character is overwhelmed by a sense of umty @smic transcendence affor the

rest of the scenean only useheir actions totalk about what they see or feer commentabout the
size of their hands. Anyone attacking or performing an offensive action on the targedratiox
instantly ends this power.

For the rest of the night that character must also spdnWillpower Traitin order to perform an
offensive action agast youas they remember the sense of peace that they felt under the effects of
Paradox

No action:if you damage a character withBrawlingattack you may spend Willpower Trait and
make a slightly snappier proclamation to automatically affect that abtmr with Paradoxas
detailed above.
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As a Physical actiorspendl Blood Traitand touch the forehead of a single mortal; this may require
a Physical Challengkléditation, Dodg# if they are unwilling or think you are some ing® touching
them up.

If you win, until the start of the next game any attempt to embrace them will seem like it has
succeeded until dawn the following morning, at which point the weddmortal becomes a Ghoul
instead of a Cainitevith no blood bondsda their wouldbe sire

WWWWw w a;aalLCL/ ! ¢Lhb wL©¢C; ! ][

As a Ritual Actionspend 2 Willpower Traitsand make a Beast Challeng®@ctult, Sel€ontrol,
Instinc) against one willing or restrained Cainite or Ghoul that you can see.

If you win, thatcharacter enters torpofike temporal stasis where they cannot move or act for a
century, but do not consume bloodigeor starveduring this time. After this time has passed, the
character may repeat the activation challenge every subsequent decade asRiteal Action,
emerging from torpor if they succeetou may also elect to end thdummification Ritualyourself

at any time with a simple invocation which does not require an action, but requires you to be able to
see the character and not be under afloym of mind control or compulsion.

If you lose, you cannot attempt tidummification Rituahgain on that character for one decade.

WOWWWW Ww . wLbD Chwtl ¢l 9 51 2p

As aBeastAction: spend2 Willpower Traitsto give all Cainites around you a feeling ofrsmlence.

All Cainites in a roorsized areasurroundingyou, other than those you choose not to affectan

only bid the maximum of their Beast Traits in any Trait category for a number of rounds equal to
their dots inCourage After this they fall into tgoor as if they were sleeping during the day; rounds
spent in frenzy do not count against this limit.

Cainites may also spentl Willpower Traitto act normally (and without limited traits) for one
O2Yold NRdzyR ¢ KA OK R2ChdFrageimit. Ady athérlipowerd whicyf @eimit i K S A NJ
activity during daylight hours can be counted agaBwhg Forth the Dawn

WOwww ww w!Q{ . [9{{LbD

No Action: spend2 Willpower Traits For the rest of the scene you are immune to sunligsed
damage or frenzy triggerscluding powers such &yring Forth the Dawmvhich mimic something
vaguely sunlightelated.
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CELERITY

Celerity makes you go faswoo

w '[!/ wL¢,
Your base movement rate increases by a number of paces equal to your @Gmkeiity

No action:you may spend. Blood Traitto activate Alacrity for the turn. WhilstAlacrity is active,
your Physical actions occur at the same speed as Mental actions and your movement rate increases
by an additional number of paces equal to your dotEelerity

w BWIFTNESS

No action:when you make a Physical attack you may sp&riBllood Traitto attack two targets
provided they are within reach/range.

www w!tL5LC,

No action:If you win rockpaperscissors outright on a Physical attack, compare Physical tralis wit
your opponent. If you have more Physical traits, you may sperglood Traitto damage that
opponent twice rather than once.

WOwww [ 9D9wL ¢,

No action:when a Physical ranged attack is declared against yamuw,nyay spendlL Blood Traitto
automatically defend against if your dots inCelerityr NB KA IKSNJ (Kl y Céléiy Fddl O
or Auspex

WOwwww C[ 99¢cb9o{{

No action:If you succeed (win or whing tie) on a Physical attack, you may sp@riglood Traitg¢o
damage that pponent twice rather than once (There is no benefit to using bRHpidity and
Fleetnes®n the same attack).
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No action: when you make a Physical attack ymay spendl Blood Traitto attack three targets
provided they are within reach/range.

WOWWw w twhwWwo/ ¢L[ 9

Your ranged Physitattacks strike for +1 Damage.
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No action:when a Physical attack is declared against you from someonangonot attacking this
round, you may spendl Blood Traitto automatically defend against thattack if your dots in
Celeritt NB KA IKSNJ ( KI y Célditgor Auspéxr O1 SNRa R20Ga Ay
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You have a superhuman level of fine motor control that lets you attempt many tasks impossible to a
mere mortal. Typical abilities which benefit fromrecisionare Craft, Performance, Repair,
Computers, Sciencg Medicine

No action:you may call for @&lood or Willpower re-test (as appropriate) on any such challenge
without spending the trait in question.

Using these abilitieeake a fraction of the usual tim@&recisiorrequires intense concentratioand is
impossible during combat.

WOWWw w REAWI[ 9{{ ¢

Your base movement rate increases by a number of paces equal to your dotsenityin addition
to the benefits ofAlacrity. You can travel crosunty faster than most motor vehicles.

As a Ritual actionspendl1 Blood Traitto run at ludicrous sped to any locationtypically this is
limited to the landmass youare on unless you have a sgibwered method of flight or are
supernaturally capable at swimmin®nlookers may see dry leaves rustled or net curtains being
billowed, but you move too quickly to be seen withadQuickened Sighdr similar powers. You may
additionallyspendany numberof Blood Traitsequal to a maximum of your dots {Delerityto grab
and carry that many other characters with you on your joutney
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No action:when you make a Physical attack you may spang number of Blood Traitsip to a
maximum of your dots irCelerityto attack the same number of targets provided they are within
reach/range.

WOWWWww ww C[L/Y9w {¢wlLY9

No action:instead of movingzou may spend Blood Traitto move anywhere you can see and could
logically walk to.

No action:when an attack is declaredjainst you from someone you are not attacking this round,
you may spen@ Blood Traitdo automatically defend against that attack if your dotaelerityare
KAIKSNI GKIy (KRledtydrikbsgggy SNDa R20Ga Ay
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No action: at the end of any turn during which you have spent Blood Traits to actiCatierity
powers, regain one spent Blood Trait.

WOWWW Www *=9[ h/ LC¢C,

No action:if you win rockpaperscissors outright on a Physical attack, compare Physical traits with
your opponent. If you have more Physical traits, you may spgmlood Traitsto damage that
opponent three times rather than once.

WOWWww ww {!'bD; Lb!w, 2Lb5

No action:spend2 Blood Traitdo activateSanguinary Windor a scene. Whilst this power is aativ
you react so quickly that an opponent cannot call Biwdge, Meleeor Brawl re-tests against you
unless they have equal or greater dots in that ability than yoelerity

WWWWW Www o9t 1 | w
No action:spendl Blood Traitto activateZephyifor a round ganing the following benefits:
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1 Your base movement rate increases by a number of paces equal to your doéseirityin
addition to the benefits oAlacrity(andTireless Tregd

1 You now move so fast that you can move over practically any surface, irghvdifs, water
and clouds and you do not exert pressure on anything you move over unless you choose to
do so.

1 You can move through dangerous hazards such as fire or liquid nitrogen and are unharmed
by these unless you consciously choose to stop on somgtigngerous.

1 Aslong as you are moving, you are invisible to characters withasperor Celerityequal or
greater to your own. Other characters cannot bid abilities against you greater than their
Blindfighting

WOWWWW WWwWww . 9¢299b ¢1 9 ¢L/ Y{

No action:spendl Blood Traitand Willpower Traitto activateBetween the Tick®r a round; you
may spendL Blood Traiton each subsequent round to keep the power active.

You now move so fast that you automatically succeed on the first test of any Physical Challenge (re
tests are still possible) unless you are opposing a characterRladtnessin additionwhenever you
strike such characters with Physical Attacks, you strike them one additional time.

WOWWW Wwwww t!w!l Dhb hC ahc¢LhbD

As a Physical actiorspendl Blood Traitto automatically perform any nenombat Physical action
that couldtheoretically be achieved given time, luck or skill.

As a Physical actiorspend3 Blood Traitsto automatically succeed on a physical attack against a
single opponent as if you had won regiperscissors outright (no reests are possible). That
characte takes levels of lethal damage equal to your dot€alerityin addition to any damage you
deal from striking them one or more times.
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CHIMERSTRY

Enemies crumble in fear and confusion.

w LDbL{ C!l ¢ | {

As a Social actionyou create aninsubstantia illusion that affects one single sense every
characterthat can perceive it in a roonsized area. The illusion is stationary and unchanging;
however you can move or manipulate a visual illusion as long as it is in contact withlysions

only crede sensations and do not remove them and last until the end of the scene or you choose to
end them.

Characters suspicious of the illusion will know that it is false if U@y their Mental actionto
interact with it and their dots ihnvestigationare equal to or higher than yoBubterfuge characters
with Auspexmay alsodispelthe illusion (seeHeightened SensgsThe illusion also ends if sunlight
illuminates the area itis in.

As a Social actionspendl1 Blood Traitto create an illusory sentian affecting one sensg¢hat is
brief and intense, such as a bright flash, loud noise or intense smell. Make a Social Challenge
(SubterfugeConscience, Convictjmgainst a single character you can see.

If you win, that character is overwhelmed by the¢nsation and loses their next action. If the
character is normally impaired in or unable to perceive the sense you are affeggjirthdy have the

Bad Sighor Blindflaws and you are using a visual illusion) then they are overwhelmed for their next
two actions.

ww C! ¢! ahwD! b!

As a Social actionspendl1 Blood Traitto create an insubstantial illusion that affects all senses of
every character that can perceive it in a ro@aed area. The illusion is stationary and unchanging
and lasts until the end dhe scene or until you choose to end it. lllusions only create sensations and
do not remove them.

Characters suspicious of the illusion will know that it is false if they their Mental actionto
interact with it and their dots ihnvestigationare equal to or higher than youBubterfuge characters
with Auspexmay alsodispelthe illusion (seeHeightened SensgsThe illusion also ends if sunlight
illuminates the area it is in.

129



www !'tt!'wL¢LhD

No action:spendl Blood Traitto make one illusion that you have created witnis Fatuusr Fata
Morganamove or change in any way you desire. This movement lasts as long as you can perceive
the illusion, after which the illusion will repeat the last movements you made it perfoom cannot

cause arApparitionto move so that it actively interacts with or hinders a character.

No action if you used~ata Morganathis turn, otherwise as a Social actiospendl Blood Traitto
move an illusion created witfrata Morganaso that it movesand interacts directly with one
character you can seed.a fire that engulfs a character or an irritating buzzing bee that gets in their
way). Make a Social Challen§bterfugeConscience, Convictijpagainst that character.

If you win, that characteis distracted by your illusion sufficiently that they are prevented from using
one appropriate ability of your choice for as long as you perceive the illusion, or until you use
Apparitionon that illusion again to move it to another character.

WWWww ANBNCY

No action:spendl Blood Traitto make one illusion that you have created witinis Fatuusr Fata
Morganalast indefinitely or until it is dispelled bBAuspexseeHeightened Sensgs

WOwwww | hwwL5 w9l [ LC,

As a Social actionspend1 Willpower Trat and make a Social Challendgsubterfuge Conscience,
Convictiol against one character you can see.

If you win, that character experiences an illus@fryour choice which affects all five senses, moves
as you desire, is fully tactibnd can do up to two of the following if appropriate:

1 prevent movement
1 preventactions
9 cawse up to devek of chimerical damage per turn

Horrid Realityfasts for a number of phases (movement then action) equal to your da@hiimerstry
but can be displled if that character haBuspexseeHeightened Sensgs

Chimerical damage cannot be healed and renders mortals unconscious and Cainites into torpor if all
of their health levels are filled and they have at least one level of Chimerical damage. ektctlof
the scene all levels of Chimerical damage fade and unconsciousness or torpor is ended.
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No action: spendany number of Blood Traitsip to a maximum of your dots i@himerstry you
conjure an illusory melee weapdwith no properties) that you can wield for the rest of the scene or
until the illusion is pierced bfxuspexseeHeightened Sensgs

As a Social actiomttack a character within melee range with yddorrid Blade of the Demors a
Social Challeng&glierfuge, SelfControl, Instingt

If you win, that character takes levels of chimerical damage equal to the number of Blood Traits you
spent on creating theHorrid Blade(see Horrid Reality. Supernatural creatures instead take
aggravated damage.

No action spend1 Blood Traitto summon aHorrid Bladeback to your hand which has been
disarmed, destroyed or dispelled Byispex

WOWwww w ¢tw;, ¢l Qf 9{{9b/ 9

You are aware of, but can ignore the effects of any an€hiimerstryor Obfuscatepowers unless
they are of a level equal to or greater than your dotsChimerstry Ignoring powers this wathis
does not pierce or dispel them. This power is always ectiv

WOWwww w Crle) [ { at{c¢cow,

No action:at the end of any turn during which you have spent Blood Traits to acti®@htmerstry
powers, regain one spent Blood Trait.

WOWWww ww aLwwhwQ{ =zL{! D9

No action:spend2 Blood Trais to create a perfect illusory dupkte of yourself whichs tactile and
can interact with its environmen#uspexcan be used to pierce the illusion (sdeightened Sensgs
otherwisea A NN2 NIXis¥permaneént udtiSyou choose to end it, or you asé NNEP NXagain+ A al 3 S

As a Sociafction: if you can see a duplicaiou havecreated, you can cause it to teleport next to
@2dz YR 0S3IAY W{KIR2gAY3AQ @&2dz dzyiUAf @&2dz OK22aS
W{KIFIR2gAY3AQ &2dz GKS RdzZLJX AOF(GS y2 f2y3ISNI GF1Sa Ay

No action:if you are affected by any power or take damage from an attack when a duplicate is
W{KIFIR2gAYy3IQ &2dz 2NJ AT AZiBloaddTraitsaddi theydaplicaty Rked %y RSy ( f
effect of the power or damage instead of yolf the duplicateis acting independently, you then
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instantaneously switch places with the duplicate which is only obvious if anyone viewing you has
dots inAuspe>greater than youChimerstry

NoactiontA ¥ @2dz RFYF3IS | OKIF NI OGSNJ ¢ KS3Blobd TRitleii A O G S
your duplicate automatically strikes that character once for chimerical damage equal to the damage
you would normally do.

A duplicatehas 10 health levels, no Willpower Traits and as many Blood Traits as you did at its time

of creation(although these cannot be transferred to any other character). It has the same Traits and
abilities that you have, but has no Disciplines exceptHotenceor Fortitude It can take its own
FOGA2ya 6KSy y2i W{KIR2gAY3IQany atblabdukySuidictateldt | G G O
can communicate as you desire and you are aware of anything it percaivestween games, your
duplicatecountsas a free Level Betainer

WOWwww ww {;{t9b{Lhb hC 5L{. 9] L9C

Characters attempting to pierce any of youregsof Chimerstrywith Auspexor similar disciplines

must spendl Willpower Traitin order to make the attempt. In addition, even the most-fatched
illusions seem perfectly plausible and characters will never determine that your illusions as false
usingthe Investigationability.
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You consciously or subconsciously modify your possessions and property to reflect your own
personal vision of perfect luxury. You count as having dots irRiesourcedackground equal to

your dots inChimerstryand may substitute your dots iBubterfugefor Crafts, Etiquette, Expression
Intimidation, Leadershipr Performance.

No action:spend3 Blood Traitsvhen entering any roonsized area to modify its appearanaceany

way you wish including creating tangible objects, furnishings or people within. Pick dots in the
background#rsenal, Influence, Library, Military FoareRetainersequal to your dots irChimerstry

You have access to these backgrounds while yowten that room-sized area. The illusory room
and all of its contents are permanent and cannot be determined as false withospex(see
Heightened SenspsYou can even remove items from the original resimed area. The next time
you activateAid of he Gandharvaall effects and objects created by previous uses fade away.

WOWWw Wwww {9b{hw, hzx9w[ h!5

As a Social actionspendl Willpower Traitand make a Social Challenggubterfuge, Conscience,
Conviction against one character you can see.
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If you win that character is suddenly bombarded by an oppressive tide of sensations that completely
shuts down their consciousness. Mortals fall comatose and Cainites immediately enter torpor. You
may at any point, without requiring an action choose to édensoryOverloadand return that
character to consciousness with as much or as little memory of this traumatic process as you wish.

W W wWw@WCLLWRION

Asa Social actionspendl Willpower Traitand make a Social Challengaubterfuge, Conscience,
Conviction against a number of characters you can see equal to your d@isimerstry

hy SIFOK OKIffSyaS @e2dz gAYy &2dz O2YLX SGSf& Y2RAT
essentially act in any way you desire for the rest of the scene. tradisig situations such as
combat,Occlusionnstead lasts for three rounds.

Characters withAuspexmay attempt to pierce this use dChimerstryas usual (sedleightened
Sensekif Occlusions used upon them, or they have some way of sharing the peimeptof the
Occludeccharacter such aselepathyor Forgetful Mind

W W 0w wwMAYARARITSAYA

As a Social actiorspend10 Blood Traitsto transform all terrain, furnishings and objects in a recom
sized area around you regardless of whether they are ctgrevisible or in the possession of
another character.

Objects can be removed from reality, modified as you see fit or transformed into something
dangerous such as fire or antimatter. Characters in contact with something dangerous take levels of
aggravatel damage equal to your dots iSubterfuge, minus their own dots inSubterfuge,
Consciencer Convictiorto a minimum of zero.

As a Social actionspend 10 Blood Traits and make a Social Challenggubterfuge, Conscience,
Conviction against oneharacter you can see.
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goals in any way you wish. Alternatively, you can transform them into an illusion so they cannot
physically interact with the world atmd them ever again (but they can still speak, think and use
non-physical powers). In this cas&uspexof any level can subsequently be used to disbelieve their
existence (sedHeightened Sensgsremoving them utterly from reality so that no creature othe

than you and anyone currently looking at them will remember they ever existed. Characters with

Nine Liveinstead lose that merit and gain 6 experience points.

If you lose, you may not uddayaparitsayaon that character again for the rest of the scene.
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DAIMONION

Was misspelled in every White Wolf sourcebook and | never noticed...

wWSENSE THE SIN

As a Mental action:make an opposed Mental Challeng®ccul} againstthe Beast Traits
(Conscience, Convictipaf a single character you can séu may elet to make this challenge with
- ai02NRGSTEESNI G2 F@2AR FESNIAYy3I GKFEG OKFNFOGSNDS
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choicewithout that character realising
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blatantly obvious such d@desh of the Corpsgou learn their next most costly flaw instead.

f 58SGFAf 27F (K Sin &yihsNBudani§ dtkeir Path2oifi an equivalent moral
transgression for a neRainite.

1 How many Willpower Traitand dots in Courage, Conscience, Conviction,-&mitrol or
Instinctthat character has.

If you fail the challenge, you may not uSense the Sion that character for the rest of the scene.

w ®EAR OF THE VOID BELOW

As aMental action: spendl1 Blood Traitand mutter incoherently atany number ofcharactes you
can see who you have previousigedSense the Sion successfully

Each character hears your mutter@s details of their deepest secrets and is overcome by
primordial fear. Fothe rest of the scene alldif K2 a8 S O KabiliNds & kel © a maximum
of their Courage

If this is the first time you have usdekar of the Void Below this scene, characters who do not
have dots inCourageequal to or greater than youbccultadditionally spend the rest of this round
cowering in terror.

W WGONFLAGRATION

No action:spendl Blood Traitonce per turn to build unholy energies about you, referred to as a
Power Trait You can store a number of Power Traits up to your levBlainonionand the amount

of these areobvious as some unnatural energy, such as baléfingour hands swarms of fliesn
your orificesor crimson lightningplaying about you
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As a Physical actiorspendany number of Power Traitéo channelunholy energiesat a single
character. Make aMental Challenge@ccult | 3+ Ay ad GKIF G OKbrddieacd S N &
Conviction

If you win, you deal that character one level of aggravatethage per Charge Trait spent after
destroying any armour they are wearing whidoes not have the Indestructible trait.

If you take damage in a turn whilst you have stoRaalver Traits you accidentally lose one of these
traits and take one level of aggravated damage yourself at the end of the turn.

W W @BYCHOMACHIA

As aMental action: spend 1 Willpower Trait and make aMental Challenge@ccul} against the
Beast TraitsGonscience, Convictipof a character you can see who you have previously $atke
the Sinon successfullgnd who you know has a flaw

If you win that charaer suddenly believes themselves to be confronted by an allegorical creature
formed from their own sins and failinggor a number of rounds equ#b the value of their most
costly flaw that character gmds their actions fighting, arguing or otherwise challenging their
imaginary foe.

If your dots inOccultare greater than their dots i€onsciencer Convictiorthat character also takes
one level of lethal damage at the end of each turn they are aftebygPsychomachia

W W WCOHIDEMNATION

As a Mental action:speak aloud a curse, speddWillpower Traitand make a Mental Challenge
(Occul) against the Beast Trait€gnscience, Convictjoof a character you can see.

If you win that character is strudky a horrific curse until the start of the next gamdich can be
accompanied by obvious visual effects such as bleeding stigmata, flies filling orifices or unlikely bouts
of terrible luck. Pick one of the following mechanical effects for this curse:

The character gains five points of flaws determined by you.

The character loses access to two abilities or one Discipline named by you.

The character cannot spend Blood Traits.

The character has one trait category reduced to 1 which cannot be healed loitd bke
other trait loss.

= =4 4 =

If you inflictCondemnatioron a creature already suffering its effects, the old curse is replaced by the
new curse.
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You are immune to damage from fire and lose any frenzy trigogseted to fire. This power is
always active.
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As a Mental actionspendany number of Blood Traitto a maximum of your dots iDaimonionand
make a Mental Challeng®¢cul) against the Beast Trait€g@nscience, Convictipof a chaacter you
can see who you have previously usaehse the Sion successfully.
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point for each blood trait that you spent as long as they are not on the &fdvil Revelations or the

Path of the Hive. The character may spend Willpower Traits fpoirioint to reduce this loss,

however unlike sinning normallfonsciencand Convictioncannot be used to reverse this unholy
degeneration. Characters reduced@deast Traits must choose either to enter Wassail or transition

to the Path of Evil Revelations or the Path of the Hive, at which point they regain all lost Traits (but

keep the experience points gained).

Regardless of if you win or lose, that charaésemmune to further uses ddiabolic Lure

WOWWwww w D[Lat{9 ¢19 D;[C .9, hbb5
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As a Mental action:spend1 Willpower Traitto open a portal to hell for a split second, this is
perceived by a number of characters (which can include yourself) equal to yauind@dimonion

Each character hears smells and envisions the bleak torments that await them at the end of their
damned existence. Neimfernalist characters lose one Willpower Trait unless they have dots in
Courageequal to or greater than youOccult Eah infernalist character instead gains one Blood
Trait for each Willpower Trait lost this way, gaining unholy sustenance from the torment of others.
Characters reduced to 0 Willpower Traits this way do nothing but cower in terror for the rest of the
sceneif mortal or enter fear frenzy of you (which cannot be resisteddoyragg if they are Cainite

or Lupine.

WWWwww -BORN NYHSTITURE

Your Cainite form is permanently transformed in one of the following ways:

1 Demonic Forn You have dreadful claws on your hands and feet that cause byauvling
attacks to strike for +2 levels of damage. You also have mightypbatsectlike wings that
allow you to fly with surprising grace at your normal movement rate.

1 Blood Hivecg Yourorifices are jarpacked with parasitic insects that you can elect to have
swarming about your body. Anyone attacking you or attacked by you in melee rangd. loses
Blood Trait at the end of each combat round, which you gain symbiotically. Blood
transferredthis way is corrupted by dark influences and does not cause blood bonds. These
insects are both practically infinite and largely indestructible, so cannot be attacked
separately from you.
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1 Tentacled Grasg; your body is covered with strategicaliyaced sekercovered tentacles
that allow you to makédrawling attacks against anyone you can see and which strike for +1
level of damage on such attacks. You may also Brsavl to re-test grappling or biting
attacks at this enhanced range and can drink an aduiiidlood Trait each round if you
choose to feed with a bite.

No action:if you succeed (win or winning tie) on a Physical attack you may sp@&idod
Traitsto damage that opponent twice rather than once, or to driéikBlood Traitsrather
than 2 when feding with a bite.
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DEMENTATION

See page XX.
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As a Social actionspend 1 Blood Traitand make a Social ChallengEnigmas,Conscience,
Convictiol againsione characteryou can seelf you win you can choose to intensify or deaden that
OK I NI OG S NI &ne&ana(dr andil yrie of he ddhditions noted below is met)

If you choose to intensify emotions:

1 Whenever something surprising or shocking happens to the character, they must react
emotionally: theyspend their nextound runningaway, attackng physicallymaking a verbal
outburst orsimply actingpverwhelmed Passiorthen ends.

9 If the character is the target of a Social Challenge from a Discimtiwer of equal or lesser
level than your dots irDementationthey automatically lose the first challenge (but can still
re-test), Passiorthen ends.

If you choose to deaden emotions:

91 If somethingsurprising or shocking happens or combat statite characterspends their
next round doing nothing butacting surprised although they maydefend in Challenges
normally, Passiorthen ends.

91 If the character is the target of a Social Challenge frdbisaipline power of equal or lesser
level than your dots inDementationthey automatically wirthe first challenge (but their
opponent can still rdest), Passiorthen ends.
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As a Social actionspend 1 Blood Traitand make a Social ChallengEnigmas,Conscience,
Convictiol againsbne characteryou can see

If you win that target begins to hallucinate and loses mental traits equal to your dots in
Dementation As a ruleCainitescan heal two lost traits bfor eachBlood Traithey spend

Characters reduced to 0 traitg any point in a turrby The Hauntingpbecome uttely confused and

skip their next action. As part of the same action, you can give that character a simple instruction
that does not require interpretation or initiative, in which case that character will instead spend
their next action obeying that instrtion even if it is selflestructive. Characters stuck on 0 traits will
either continue to skip their actions or follow your instructions indefinitely.
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As aSocialaction: you examinean area where something has occurred involving randidrance,
such as the positioning of shards of broken glass by a car accident or splatters of blood by a murder
victim. Make a StatiocialChallengeEnigma3 with a Storyteller.

If youwin, you gain a brief vision relating to the area, generally something you want to know or
GKAOK ¢g2dzAZ R FTdzZNIKSNJ 82dzNJ OKF N} OdSNRa 321 fad +Aa)l
likely to be influenced by any Derangements your character lig®u lose,you still gain avision,

but the experience iharrowing,and you act as if one of your Derangements had been triggered

(which you can spend 1 Willpower Trait to resist as normal if you wish).

As a Social actionspend1 Willpower Traitand make a Social Challengenigmas,Conscience,
Convictiol against a chacter you can see¥ou may elect to make this challenge with a storyteller
G2 FTP2AR FfSNIAYy3I GKIFIG OKFNIOGSNRA LI I &SN

If you win,you learn oneDerangementTriggeror FrenzyTrigger that the character possesses
without them realising. The character or astteller decides which Trigger you learn and successive
uses ofEyes of Chadsarn a new Trigger if possible. If you lose, you may not try again on the same
character for the rest of the scene.
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As a Social actiorspendl1 Blood Trét andspeak aloud (anything you likeI creatures capable of
Frenzy such as Cainites and Lupithed can hear yoyincluding you')are immediatelydriven into
fear frenzyunless theitCouragés greater than youEnigmas

Couragecannot be used tavoid this frenzy although characters can spemdWillpower Traitas
normalto resist

Mortalswith current Willpower Traitsless than youEnigmaganic and flee wildly for the rest of the
sceneand do not remember anything that happened during a scevieere you activated/oice of
Madness

WOwwww ¢he¢!' [ Lb{!bLC¢C,

As a Social actionspend 1 Willpower Trait and make a Social Challendénigmas,Conscience,
Conviction against a charactgrou can see

If you win, describe aDerangementto that OK I NI OG SN & LJX F&@SNJ & | oNAS
WYuixotism, Power Object Fixation, Obsessio® y (i 2 Y 2 LIRKhatcchata€er has their Mental

Traits reduced to 0 and for the rest of the scazanot initiate Mental Challenges amdust relent

on all Mental ChallengesAs a rule, Cainites can heal two lost traits by spending one Blood Trait,
however this does not ameliorate the other effectsTadtal Insanity
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Additionally, taracters not in combat pick an appropriate Derangement Trigfyer the
Derangenent you describedas if they had that Flaw for the scen€haracters in combat stead
spend their nextound acting in a wayhey think is appropriate for th®erangementlescribed

W W W BEATOERED MIRROR

As a Social actionspend1 Willpower Traitand make a Social Challengén{gmas,Conscience,
Conviction against a charactefou can see

If you win,you copy your personality into that character. Thggin all Derangements you possess,

their Path of Enlightenment changes to be the same as yours (if they are a Cainite) and they gain
motivations and goals the same as yours that replace all previous desires and compulsions. In
addition, Mental or Social peers of level 5 or lower that influence behaviour instantly end on the
character. The character will not necessarily aid you, dependingtmther& 2 dz g2 dzf R KSf LJ
Shattered Mirrodasts until the end of the night.
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As a Sociahction: spend1 Willpower Traitand make a Social Challengenigmas, Conscience,
Convictiol against a character you can see.

If you win, describe ®erangementi 2 G KIF G OKI N} OGSNRa LXF&@SNI & |
Pesensitisation, Hystera MS 3 | £ 2 YThaf éhardeter permanently gains tlisrangemenas a
Flaw and must pick an appropriate Derangement Trigger whenever they are next outside of combat.
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thereafter use any powers ddementationon them without requiring line of sight. If you can see

that character you do not need to spend Blood or Willpower Traits to activate any powers of
Dementatiorwhich would affect them, includmVoice of Madness
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As a Social actionspend 2 Blood Traitsand make a Social Challengénigmas, Conscience,
Conviction against a character you can see.

If you win, without knowing why,the character is suddenly aware of how pointless all social
conventions are and sees no point in any form of deception or false dignity. For the rest of the
scene, the character cannot lie, constantly narrates their thoughts out loud and counts as if they
have 0 dots irEtiquette, Instinct, Leadership, Politics, ®htroland Subterfuge
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No action: spend1 Blood Traitwhenever you use any form of communication such as speech,
writing, art or messages in electronic media. The mesgagemnvey becomes entirely nonsensical
FYyR OFyy2i 0SS dzyRSNER(G22R 2NJ RSOmabBofeR o0& | y&2yS &K

You may also decide to make this message understandable to anyone who fits conditions that you
decide at the moment you usBabble,d dzOKI flfa /W AyAdiSaQ>s WLttt alfll @
GK2aS yIrYS A& LINRAYS 6KSy O2y@SNISR Ayid2 ydzyo SNAC
notice the messagéhe moment they could conceivably do.g&dditionally, you are instantly aware

of the identity and location of anyone who does notice y@abble

Messages encoded witRabbleare both permanent andstrangely persistent and cannot be erased
08 lyez2yS $K2 RSt&bhgooalto dt grea®r tHarkyognignas

No action:wheneve you use a voicébased Discipline such @ominateyou may make it so that
only the creature(s) that you are using that power on understand your instructions. Additionally,
only characters withPerceptionor Subterfugesqual to or greater than yougnigmasare aware that

a power has been used.

Alternatively, you may elect to exclude any number of characters from Joised powers such as
Voice of Madness
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As a Social actionspendl1 Willpower Traitand make a Social Challengenigmas, Conscience,
Convictiol against a character yoaie see.

If you win, the character has their Mental Traits reduced #m@ becomes simple and naive for the

rest of the scene. The character will believe anything you say as truth and will obey any instructions
that you give them(although not necessarilwithout complaint) if you give an explanation (which
need not be true or logical). Unlike other types of trait loss, Cainites cannot heal Mental Traits
reduced byChildminduntil the end of the scene.
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As a Social actionspend1 Willpower Trait and make a Social Challendgénigmas,Conscience,
Conviction against a charactgrou can see

If you win,the character becomes unknowingly affectedMind of a Killefor the rest of the scene.
The next time that charactefeels they lave beenwronged or insulted, no matter how trivial the
situation is, they will attempt to kill anyone responsible before the end of the night. The character
will only attempt direct attack if they feel they have the upper hand, otherwise they may attempt
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more subtle methods, such as turning others against their newfound nemesis, arranging an
W OOARSY(IQ 2NJ aAYAft Il NW
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As a Social actionspendl1 Willpower Traitto activate Melange You become open to the true
nature of reality and for theest of the scene you can see any characdtething hidden in any way,
you are also immune to all powers Obfuscate, Chimerstiyr similar. You can see into all adjacent
levels of reality, such as the Astral Plane, the Umbra, the Shadowlands or thaibgea

WhilstMelangeis active you become highly detached from reality and cannot use any abilities other
than Enigmasor Awareness When the power ends you may ask a storyteller one question which
they will answer truthfully to the best of their ability.

WOWwWww ww {[ 99t hC w9! {hb

As a Social Actiorspendl Blood Traitas you transform the insecurities of one Character you can
see into a twisted creature of makeelieve. Make a Social Challengmigmas against the Physical
Traits Dodgg of that characte
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damage for each point in Flaws that they have (to a minimum of one). If this damage puts them into

torpor or Final Death, th&’ | 2 0 3 &l®$ ok ¥vlisted semblance ofeality under your command

(see below), which ends if the character rises from Torpor.

As a Social Actionif you can see &1 2 0 3 gob havefr@ated, you can cause it teuddenly
appear nextoyoul YR 0 S3A Yy ybBiuriillydzhpdse ta €nd this effect without requiring
Fy FOlA2y® 2 KSeaturktHe W R 2 & RogoHgRnfaRes independent actions.

No action:if ayou are affected by any power or talsslamage from an attack whenl 2 0 380 f A y Q
W{ K| R FauisyeAdDBlood Traitand theW! 2 0 3 &ke$ theyefiect of the power or damage
instead of you.

No action:if youdefeata characteiin any Challengehen aW1 260 32 af WY QI R2gAy3Q &2
2 Blood Traitsand yourShadow Twirautomaticallyappears biefly next to that characterstriking

them once doing damage to them as stated above, based on the Flaws of the original creature used

to birth it or the Flaws of the new target, whichever is greater

AWl 2 0 3 Bas 10hgalih leveland as manyillpower Traits as the character it is formed from

had at its time of creation. It cannot speakcept to hurl semintelligible abuse It has the same

Traits and abilities that its originatdrad buthas no Disciplinesxcept for sharing any levels of

Obfusate which you alsohae LG OFy GF{1S Ada 26y | OlAz2ya 6KS
attacking or performing any othgranksyou dictate.
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W1 2 0 3 Zedutnioyth@ Character that made them at the end of the scene; however you may pick
oneW| 2 0 3 todkéep yidefinitely which thereafter must remain within a Domsired area of
you, having it count as a freRetainer(you can change your permanett! 2 6 3 & gobi fing’
better one). If you hav@®ossessigryou can use this power on yoW| 2 0 3 @ithdutinge@ing line

of sight to it.
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DOMINATE

Dominate solves plot related to mortals and is the best combat discipline.

Generatiorcan be used like an ability (offensively and defensivelylp@oninatetests even though it
is a background. 13=0,12'=1,11"=2,16'=3, 9" =4, § =5, 7" = 6etc.

w [/ haa! b5

As a Mental action:spend 1 Blood Traitand speak (or useTelgathy to convey) a onevord
command of your choosinggainst a character whose eyes you can seakévia Mental Challenge
(Intimidation, Generatior).

If you win that character must obey your conand for the rest of the scene. In distracting
situations sub as combatCommandnstead lasts for oneound, two roundsif you knowForgetful
Mind or threeroundsif you knowPossessian

If there is ambiguity in you€ommand the victim will interpret it to the best of their ability, but if
they truly do not understand the power will fail. &adition, a directly suicidal command will always
fail.

ww a9{a9wL{ a

As a Mental actionmake a Mental Challengénfimidation, Geneation) against a character whose
eyes you can see and who is not currently distracted by something else (such as combat).

If youlose you may not attempt to usMesmerisnon them again for the rest of the scene.

If you win that character stops what they are doiagd waitsfor you to give them an instruction.
You then speak aloud a orsentence instruction which can also include details on a trigger for when
the instruction is to be completed. The character either immesliatattempts to fulfil your
instruction or carries it subconsciously until the trigger condition is (@gtyou dictate)

When triggeredMesmerismcompels the target for one scene or until the instruction is completed.
The character will remember yourstruction being givenunless powers such &orgetful Mindare
subsequentlyused, butwill not necessarily recognise they are a supernatural compulsion unless they
haveCainite Lorer a familiarity with theDominatediscipline.

A character can only subgsciously carry on®lesmerisntrigger at a time, if a secoridesmerisnis
given this only overrides the original if the neominate user has equal or greater dots in
Dominate
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As a Mental actionmake a Mental Challengén(imidation, Generatior) against a character whose
eyes you can see and who is not currently distracted by something else (such as combat).

If youlose you may not attempt to usorgetful Mindon them again for the rest of the scene.
If you win that character ®ps what they are doing and waifor you to give them an instruction.

You can have the character relate to you truthfully one 15 minute section of any memory they have
had to date (regardless if they consciously remember this) that you speifyoQ need to be able

to identify unambiguously what you want them to remembeBuring thistime, you may notice if

the character is under any form of mental control, such as other us&oofinate if you defeat the
characterthat implanted the original command with a Mental Challeniygihidation).

You can then describe to the character what yasiwthem to remember instead in place of that 15
minute section of their memory and what you wish them to remember instead of you using
Forgetful Mindon them.

As a Mental actiononce you have given your instruction you may then repeat the Mental Clyalen
(Intimidation, Generation to access or alter another 15 minute section of their memory. As long as
you keep passing these challenges you can keep &sirgetful Ming if you fail the character snaps
out of their trance ljkely with no memory of you ugg this power) and you cannot usergetful
Mind on them again for the rest of the scene.
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As adowntime action: If you have access to a willing, duped or restrained (but conscious) character
for most of a night you may make a Mental @Géiage (typically in a downtime periodnimidation,
Generation against that charactgsrovided you can see their eyes

If you lose,you cannot attemptConditioningagain on that character until the following downtime
period.

If you win,you can:

1 Implant a mental compulsion based on a trigger evesimilar to Mesmerismwith the
exception thatConditioningdoes not fade and can be triggered again and again.

f UGGSNI & ONHzK |  OKI NI Oi-&ghrant shve ywiHe wirunthinkingy G KSY
obey your instructions without question, even those that are-geitructive.

In either case,Conditioningis permanent, but can be removed by another characteth
Conditioningover a similar intensive (typically downtime) period.

145



As a downtime actionmake a Mental Challengén{imidation, Generatioh against theDominate
user who has use@onditioningon a characte(if they have met final death in the meamtie, use
their last living traits).

If you winthe Conditioningis removed. If you losé¢] KS OKI NI} OG4SNRa YAYR Aa d
they become a mindless vegetable.

As a Mental action:The compulsion ofConditioningcan override even thregait blood bonds,
make a MentalChallenge(Intimidation) against their domitor to have th€onditionedcharacter
follow a command that directly contradicts one given by their domitor.

wowowww th{{9{{Lhb

As a Mental action:spend 1 Willpower Trait and make a Mental Challengéngjmidation,
Generation against a mortal character whose eyes you can see.
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power without requiring an action.odr actual bog enters a torpoflike state whilstPossessiois

active. If your original body takes damage, or if your possessed body is killed, the power ends
without requiring an action.

WhilePossessing OKI NI OGSNJ @2dz O2y i NRf { KwniandBdvdadddsO i S ND a
to their blood pool, Physicaldits and any physical powers or Disciplines. You use your own abilities,

Beast, Social and Mental Traits and can activate any of yowPhgsical Disciplinesxcept for
Possession, Subsume the Spirisimibr powers

Blood Magic is slightly harder tese fromPossessioand requires the expenditure of an additional
1 Blood Traitper power activation.

W W WA TONOMIC MASTERY

As a Mental action:spend 1 Willpower Trait and make a Mental Challengéntimidation,
Generation against a character whosges you can see.
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scene. In distracting situations such as comBattonomic Masterynstead lasts for three rounds.

Blind characters have their abilitiggstricted to their dots inBlindfightingp { G 2 LILIA Y 3 | Y 2
circulation kills theninstantly; Cainites instead cannot spend Blood Traits.

WOWWW o [/ haa! b5 h. 95L9b/ 9
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No action:spendl Willpower Traitwhenever you use a power 8fominateto eliminate the need to
aSS I OKIN}YOGSNDRaE SeSaT AyadSIR &2dz O2y@Se @& 2dzNJ

No action:you may use any power @&fominateas a Physical Challendat{imidate, Dodgginstead

of the usual Mental Cdllenge [ntimidation, Generatiop provided you within touch range of a

OKI N} OGSNX®» LT @2dz R2 423 &2dz StAYAYyIFdS G4KS ySSR
instructions.
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As a Mental action:spend 1 Willpower Trait and make a Mental Challengdn{imidation,
Generation against a character whose eyes you can see.

If you win, that character loses all memory of this night and a number of previous nightsaip to
maximum ofyour dotsin Dominate You may elect to have thisemory loss occur instantly or when
the character next sleeps (or enters torpor if Cainite). Unkloegetful Mindthere is no way to
recover this memory loss using Cainite Disciplines.

If you fail, you may not use 6 S NB y Orithatlziitadter agairof the rest of the scene.
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As a Mental action:spend 1 Willpower Trait and make a Mental Challengéntimidation,
Generation against a character whose eyes you can see.

If you win, that subconsciouslsommunicates to you the most pressing thing they are currently
thinking. If that character has a deep secret they are protecting, they will communicate this instead.
If you wish you may instead have the character blurt their thought or secret out louldas@l can

hear.

If you lose, you cannot udRepression of the Obvioos that character again for the rest of the
scene.

WOWWWw w [h, 1T] ¢,

Characteravho detect any of your uses @ominateon a creature you hav®ominated such as
using Forgetful Mind, Aura Perceptioor similar powers must instantly sperid Willpower Trait
otherwise their memory of this event is instantly overwritten with contradictory information.

Additionally, characters whoverrideor cancelany of your uses dbomnate, either with Dominate
commands of their owror other powers or Disciplines must spehdVillpower Traitto make the
attempt to do so
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Finally,you become instantly aware of the location and identity of @haracterwho causes either
of the above coditions to occur This power is always active.

WOWwww w /I'Lb ¢I9 t{,/129

No action:if you lose rockpaperscissors outright on BominateChallenge, compare Mental traits

with your opponent. If you have more Mental traits, that character suffers three levels of lethal
damage as you inflict intense psychic pain on them for their disobedience. You still take any of the
consequences of failinpe challenge as normal.

No action:if a character you havBominatedhas one or more of youbominatepowers cancelled
or overwritten, you are instantly aware of whi€@ominatedcharacter this applies to and where they
are. Additionally, you may speridWillpower Trait to psychically kill them if mortal or drop them
into torpor if Cainite.
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As a Mental action:spend1 Willpower Traitand speak a ongvord command of your choosing.
Make a Mental Challengéntimidation, Generatiopagainst a number of characters whose eyes you
can see equal to your dots Bominate

On each challenge you win, that character must obey your command for the rest of the scene. In
distracting situations such as combi&tass Manipulatiorinstead lasts fothree rounds

If there is ambiguity in your command, the victim(s) will interpret it to the best of their ability, but if
they truly do not understand the power will fail. In addition a directly suicidal command will always
fail.
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As a Mental actionspend3 Blood Traitsand make a Mental Challengmtmidation, Generation
against a character whose eyes you can see.

If you win, you utterly crush that character with your unspoken contempt and superiority, causing
them to lose a number of Physical, Mental and Social Traits each equal to your Dotsiimate

Characters reduced to 0 traits in any category at any point in a tuth ®NJ Y { li2éomeuittdrys
cowed and spend their next turn grovelling. Characters reduced to 0 traits in all three categories at
once instead die on the spot if mortal or fall int@rpor if Cainite.As a rule, Cainites can heal two
lost traits for eactBlood Traitthat they spend.
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FLIGHT
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No action:whenever you fall, you can instead choose to glide safely to the ground, adjudtigrg w
you land by up to your movement rate. In addition you can make yourself almost weightless. These
powers are always active unless you choose to suppress.them

ww CJ[ .

No action:instead of moving you maysend 1 Blood Traitto fly a number of paces el to twice
your dots inFlight If you havdntensityyou can add your leap distance to how far you fly. At the end
of this movement yoGlidegently to the ground if you are still airborne.

www {2 hht

No action:instead of moving you mayow fly at yourground movement rate including supernatural
bonuses such aselerity

No action:if you make a Physical Attack against a character while flying and fail, you may spend
1Blood Traitto Swoopquickly out of reach obrawl or meleeattacks taking no damage unless the
character has a long weapon (such as a sp&ans of the Abyss, Tongue of the AsphasCelerity

equal or greater to your dots iRlight

wowww {h!w

Outside of combat you can fly at the speed of a normal car. In abydu may choose to fall bodily
on your opponent.

No action:if you win outright on a Physical Attack from above apapent, compare Physical Traits.
If you have moreyou may aeal +2 levels of lethal damagynce per turn to one opponentf you
do sq you also take 2 levels of lethal damage.
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Outside of combat you can fly at the speed of a light aircraft.

No action: if you successfully grapple an opponent you can carry them as long as you are flying and
force them to movewith you until they are no longer grappled. Characters that are no longer
grapded will fall if you are flying. Falling charactéagke one level of lethal damage when they hit

the ground for each turn you have spent gaining altitude.
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As long as you are flying, you automatically defend on Physical Challenges against ranged attacks
unless the attacker has equal or greater dots in the ability their attaeiests on (ie. Athletics,
Firearms, Occutir Thanatology than yourFlight.
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Addpaces equal tyour dots inFlightto your base movement rateThis power is always active.

No action: spend?2 Blood Trais at any time including mi€Challenge to suddenly and rapidly fly
incredibly high in the air evadingny further attack or other interactionand breaking the sound
barrier. Characters cannot resolve or initiate any Challenges withajtau this pointunless they
have dots irCeleritygreater or equal to youFlight

You cannot usdercurial Winggo escape iffour movement has been reduced to O asignificant
portion of the area you are in is covered by a material with the indestructible qualitgrwise you

can fly through almost any inanimate obstacld you posses§&ist of Cainggou may activate this
power at the same time despite its usual limitations in order ganch through even an
indestructible ceiling.

At the start of the following turn, yogan either elect to call Fair Escape (if there are no other foes
capable of matching your speed) or you can elect to move to anywhere within the combat area as
your movement phase.

As a Ritual actionyou fly at ludicrous speed to any outside location the planet or plane of
existence you are on. Onlookers will hear something breaking the sound barrier, but you move too
quickly to be seen withouQuickened Sighdr similar powers. You may speady numberof Blood
Traitsequal to a maximum of your dota Flightto grab and carry that many other characters with
you on your journey.
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FORTITUDE

Gets you killed by making it so you only take agg.

@ 9b5! w! b/ 9

Gainthree extra health leved, four if you haveResiliencefive if you haveAegis This power is
constantly active.

ww a9cec| 9

No action:Spendl Blood Trait or IWillpower Traitto heal two levels of lethal damage.
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No action:whenever you take more than one level of damage from an atfacker strike if you are
hit multiple times, sich as withCelerity, reduce the amount of lethal damage you suffer by dfie.
you haveAegisyou instead reduce the amount of lethal damage from attacks by slthough you
will always suffer at least one level of damage from an attdibks power is awstantly active.

WWWww WIZEL{ ¢!

No action: whenever you takeaggravated damage you can spend one or méfilpower Traits
each trait spent converts one level of aggravated damage to one level of lethal dad@ageannot
useResiliencer Imperviousnest® reduce this damage further.

Wwwww ! 9DL{

No action:If you take damage that would cause you to fall into tormgend 1 Willpower Trait At
the start of the following turn you heal one health level of lethal damage and camoattally.

No action: if you take damage that would cause you to meet final deaftend 1 Permanent
Willpower Dot. At the start of the following turn you heal one health level of aggravated damage,
can act normally and are immune to any further damagdtiat turn.
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No action:spend 1 Blood Traitif you take damage from a melee weapon. That weapon instantly
shatters and is ruinedinless it has thdndestructibleproperty (the attack still deals damage as
normal). If you take damagfrom a brawling attack, the attacker suffers lethal damage equal to the
damage you suffer.
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Gain 10 extra health levels. This power is always active.

WOWwww w {9b{hw, {1 L9[ 5

No action: during the movement phase, psnd 1 Willpower Trait and announce that
phosphorescent light is streaming forth from your mouth, eyes and other orifie@sthe rest of the

turn, you are immune to any power or effect that does not do damage and any additional effects of
powers that do damage.

W W W GBDAND AGAINST ALL FOES

No action:spend 1 Blood Traitto activateStand Against All Fodsr the scene. Whilst this power is
active you cannot be moved, knocked down, grappled or otherwise restrained against your will so
long as you are in contact with solid ground.

WOWww ww Lat9wxLh] { b9 {{

You cannot suffer more than one level of lethal dgman any turn This power is always active.

WOWWww ww wI{L[LI9b¢ aLbb5({

No action:you may call for aNillpower re-test to defend against any Mental Challenge without
spending a Willpower Trait. bddition,you lose all derangements that are not part oliy&lan flaw

and cannot ever gain moré#f.anyone use&orgetful Mindor a similar power to erase or modify your
memory, the original memories return at the end of the scene and you remember the process of
having your memory modified and/or your skeletoeiihg replaced with adamantium.
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As a Physical actiorspend 1 Willpower Traitto grant any character you touch five dotskdrtitude
until the end of the scene. If they already haFertitude they can use their own dots or five
whichever is higher.

WOWWW Wwww !'51al be¢eLlLb?o

No action: spend2 Blood Traitsif you would take damage from a Physical attack. You take no
damage from that attack and instead the attacker suffers lethal damage equal to the damage you
would have suffered if they are in melee range. Any weapon withoutltldestructibletrait that

would have damaged you is shattered on yéutamantinebody and everindestructibleweapons

are damaged, losing that equipment property.
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You can spend Blood Traits at any time to heal aggravated damageonefar-one basis. This
power is always active.
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You do not need to sleep and never suffer penalties for being awake during the day and you cannot
frenzy due to seeing sunlight. You still have frenzy triggered if you take atggiad@amage from
sunlight, but not if you usResistancer similar powers to downgrade all such damage to lethal. This
power is always active.
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No action:spend3 Blood Traitsand designate one of your arms, legs or other mensb&or the rest

of that scene that limb is utterly indestructible in any way at all and no force can separate it from the
rest of your body. If you already hayem of Prometheuactive you may pick a new member to be
indestructible to replacing the previs use of the power. Each combat round pick one of the
following specific benefits:

1 Speak to the Hand; all Physical attacks directed at you by one creature you can see are
ignored for this round.

9 Brace for Impact; you are immune grappling attacks, tentas or other forms of physical
restraint and no physical force can move you this round.

1 Lay the Smack Downq your brawling attacks strike for +2 levels of lethal damage and you
ignore any damage that would be caused from striking an opponent suéteakof Fiery
Touchor Personal Armour
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No force can restrain your movement and you automatically destroy any barrier, object or effect in
your path, leaving a yoesized hole in any such entity which is bigger than you. Charactersaihste
take one level of lethal damage from trampling plus &otencebased damage increases you have
and are bowled aside unless they also hduggernaughtCharacters bowled aside this way cannot
be trampled further, but may be knocked into dangerous terrsituations €.g off a cliff, through a
portal to hell) if they are within one pace of them.

Additionally, you completely ignore any strike or occurrence that would deal you a single level of
damage. ApplyResiliencas normal to damage of two or morevigls. Both powers afuggernaught
are always active.
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MELPOMINEE
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No action: whenever you speak or sing you may have your speech physically emanate from
anywhere you can see rather frowherever it would usually emanate from.

No action:spendl Blood Trait The next time you speak or sing only one character cansee or
who youhave met before can hear your words. If ysanseethat character, you can udRisciplines
based on speech, such &ominate or other levels ofMelpomineeto quietly affect just that
character.

wdhwo9! 5hwQ{ . ! b9

As a Social actiorspendl Blood Traitand begin speaking or singing. As long asgamiinue todo

so, charactershat you choose to affeatvho can hear you cannot do anything that would stop them
from continuing to hear your voice, such as attacking you, putting on headphones or leaving the
room-sized area around you unless their dotsGonsciencer Convictionare equalto or greater

than yourPerformance¢ 2 NB | R 2 hN®aimaxirhuyh Suration of one continuous song or speech.

Toreador characters also cannot move or perform actions whilst they can hear your wnless
they spendl Willpower Traitto ignore this effect.

w WMNADRIGAL

As a Social actiorspendl1 Willpower Trait and begin speaking or singiagperformance based on
one emotion of your choice

As long as you continue taocalise, all characters who can hear yexperience the emotion
intenselyunless theirConsciencer Convictiorare equal to or greater than yolPerformanceor you
choose to exclude them from the effect. Pick one of the following that matglmes chosen
emotion the closest:

9 Prideg Charactersnustre-test any @allengethey do not win outrighif they can.

1 Sorrowc¢ Whenever characters lose a Challenge, they also lose one trait of that category.
Cainites can heal lost traits by spending Blood Traits on draits for one Blood basis.

1 Anxiety ¢ Characters are mselfconscioudo call for an ability reéest on anyability that is
not equal to or greater than yourerformance
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1 Joycg Characters regain one spewWillpower Traitif this is the first time they have heard a
Madrigalthis night

Madrigal has a maximunaluration of one continuous song or speech.
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As a Social actiorspendl Blood Traitand begin speaking or singing at one character you can see
and who can hear you. Make a Social Challergef¢rmanceConscienceConvictiol against that
character.

If you win, that character is emotionally shaken by your haunpi@dormanceand loseswo Mental
Traitsat the end of each turn youse a power oMelpomineethat they can heafincluding repeat
uses of A NB y Q agwhich &4 cargulative orthat youspeak or singn a mundane way Cainites
can heal lost traits by spending Blood Traits on a two tfait©one Blood basis.

Characters reduced to Blental traits at any point,becomeobsessedvith your songand take no
actions other than to move towards you so they can hear the song more clearly. If other characters
are making significant noise or in any way preventing obsessed characters from clearly hearing the
song, the obsessed characters will attempt to stop thokaracters in any way that they can. This
obsession lasts until affected charactdrsal all lost traitsor you choose to stop singing A NSy Q&
Beckoninghas a maximum duration of one continuous song or speech.

W W wkEATH OF THE DRUM

As a Sociahction: spend?2 Blood Traits and emit a higHrequency song or shriek. A humber of
characters who can hear you to a maximum of your dotd@fpomineetake one level of aggravated
damage from sonic disruption unless their dotsdansciencer Convictionare equal to or greater
than yourPerformance You may also shatter any unattended items without the indestructible trait
within a roomsized area around you.

WOOWWww w !'weQ{ ¢w! ]l al¢L/ 9{{9b/ 9

As a Social actiorspend3 Blood Traitsand begin speaking or singing. As long as you continue to
vocalise, all characters who can hear you are emotionally shaken by your tragic art unless their dots
in Consciencer Convictionare equal to or greater than yolRerformanceor you choose to exatle

them from this effect.

Characters affected by NIi Q& ¢ NJ dzdde ihdeéMerlal Taaisyatiis: end of each turn you
use a power oMelpomineethat they can hear (including repeat usesloNJi Q& ¢ NJ dzfl G A O 9 ¢
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{ ANBY Q wiHkch &re olrhlgtize) or that you speak or sing in a mundane way. Cainites can
heal lost traits by spending Blood Traits on a two tréotsone Blood basis.

Characters reduced to 0 traits are overcome by woe and will attempt to kill themselves by the most
expedient mé¢hod possible as long as you are still singing or speakifgli Qa ¢ NJ davasal A O 9 & 3
maximum duration of one continuous song or speech.

WOwww w {lI!TececO9wLbD / w9{/ 9b5h

No action: spendl Blood Traitwhenever a character you see takes damage fiaeath of the Drum
You finetune the vibrations of the song to do one of the following:

1 Rupture Capillariex; the character takes an additional level of aggravated damage and for
the rest of the scene the chiarOi SNRa @A aizy Aa 206a0dz2NBR FyR K
limited to their dots inBlindfighting
1 Shatter Boneg for the rest of the scene the character takes a level of lethal damage any
time they move more than one paedth their movementor take a physical action as shards
of bone move around inside their body.

WOWWww ww to9w{L{¢9bc¢ 9/ 1 h

As a Ritual actionspendl Willpower Trait.As long as you are not in a distracting situation (such as
combat or seeing someone with really great hair) yoaynactivate a number afong or speech
based powers such &delpomineeor Dominateequal to your dots irMelpominee paying any costs
for these as normal. These do not take effect immediately, instead being suspendediaisextio

in the roomsized arearound you.

The next time any character capable of hearing enters this reimed area, you are instantly aware

and can choose for one of these suspended powers to occur as if you were standing where you first
activated Persistent Ech@and capable of seeing anything you could see from there. On each
subsequent turn you may activate further stored powers until none of the powers remain. At any
point you may return to the place where you activatedrsistent Echtw end the power and reaim

any traits spent activating powers that have not been triggered.

As a Ritual actionspendl Willpower Traitwhilst touching a device capable of recording sound,
such as a vinyl record or a mini disc. You may actiRatsistent Echi a similar way & detailed
above, except that suspended powers are triggered by anyone playing the recording device whilst
being in the same roorsized area as it.
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As a Social actioruse 1 Blood Traitto trace an anticlockwise spiral on the groumchnounce that
thrashing roots, thorns and branchase writhingup in a roomsized area around yountil the end
of the scene.

Creaturesother than youmoving on the ground ithis area take one level of leal damage from the
thrashing vegetation at the end of each round if they have moved more than one pace that round
(or two paces if they have used their action to move). This damage increases to two lethal in an
environment that is already heavily woode@reatures with dots isurvivalkequal to or greater than

your Hearth Wisdomare immune to this effect. You may also permit any creature you can see to
move freely through the area.
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As a Social actiorusel Blood Traitto trace runes ananarkings on your skin. Gain two additional
health levels that are lost first and cannot be healed. Whilst you fayehealth levelsfrom an
Ogham power remaining anyAthletics, Archery, Brawbr Melee attacks you make deal one
additional level of lethal damage.

The benefits ofCrimson Woadre lost if you wear physical armour, although mystical protections
such asother Oghampowers or! NJY 2 dzNJ 2 F carl bk ys8driconfudeNdd. If you activate
Crimson Woadnore than once in a scene, additional health levels granted by it replace, rather than
add to, any peviously existing health levels. Any undamaged additional health levels are lost at the
end of the night.

www Lb{/wL.9 ¢19 /] w{9

As a Sociahction: use3 Blood Traitdo trace the name of one character you know on your skin in a
clearly visible place of your choice (see below). Gain three additional health levels that are lost first
and cannot be healed. Whilst you have any health levels faan©ghampower remaining the
named character suffers from the following penalty depending on the location of the inscription:

1 Arms, Legs, Torsqg The named mortal automatically loses the first rggaperscissors test
on a Physical Challenge they make witiu in a round, Cainites cannot spend blood when
they are in the same roormized area.
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1 Foreheadg The named character automatically loses the first rpakerscissors test on a
Mental Challenge they make with you in a round.

1 Throat¢ The named characterannot speak while you are in the same rosined area

1 Heartg The named mortal sees you as a primal terror and cannot move towards you if they
can see you, Cainites gain you as an additional Fear Frenzy trigger.

The benefits ofnscribe the Cursare log if you wear physical armour, although mystical protections
such as otheDghampowers or! NJ 2 dzNJ 2 F carl be ys8dlriconfudeNad. If you activate
Inscribe the Cursmore than once in a scene, the benefits of the previous application are replace
by the new oneAny undamaged additional health levels are lost at the end of the night.
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As a Ritual actionuse 3 Blood Traitsto trace a lunar or solar symbol on yourself or another
character that is willing or restrained.

That charater gains three additional health levels that are lost first and cannot be healed. Whilst
they have any health levels from a@gham power remaining they gain the following benefits
depending on whether they bear the symbol of the sun or the moon:

Sung That character can only take a maximum of one health level of damage from fire or sunlight in
any round and is immune to fear frenzy due to fire or sunlight.

Moon ¢ That character counts as having 0 dotSaifControlor Instinctfor the purposes of resisting
or directing rage frenzy, but strikes for an additional level of lethal damageMétke or Brawling
attacks when in uncontrolled rage frenzy.

The benefits ofMoon and Surare lost if a character wears physical armour, althh mystical
protections such as otheDghampowers or! NJ 2 dzNJ 2 ¥ dart be yisBdid corqudeiidh. If
you activateMoon and Sumore than once in a scene, the benefits of the previous application are
replaced by the new one unless the second symbmbon or sun, is different to the first one in
which case the benefits of both applications are added together. Otherwise the power lasts until the
end of the night. Any undamaged additional health levels are lost at the end of the night.

w 0w WBRINK DRY THE EARTH

As a Social actionyou can examine the magical resonances surrounding one character, object or
place you can see. Make a Social Challergearth Wisdom, Seflfontrol, Instingt against a
character or a Static Social ChallengedrthWisdon) with a storyteller for an object or place.

If you win, you find out all of the following:

9 If a character (or place!?) knows any Blood Magic disciplines (not including Sibdmht
Sorcery or True Magic.
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9 If the target is currently under the effec of any Blood Magic paths or rituals or other
enchantments.
9 Details of any lejines, nodes or other mystical features in an area.

If you fail any of these challenges, you cannot use this aspdgtiok Dry the Eartlon that target
for the rest of the sene.

As a Ritual actionyou can meditate at a mystical confluence of-lieyes, often termed aNode
dragonnest or cromlech using the magical energies to completely resiogWillpower Traitand

all ofyour Blood Traitsto a maximum of your current bbd pool. If you us®rink Dry the Eartbn a
location more times than you have dots litearth Wisdonbefore the start of the next game, that
mystical location becomes barren and damaged and will stop functioning until you ritually sacrifice a
supernaturabeing at that location.
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As a Social actiorallow 3 Blood Traitdo bleed into the ground, summoning a mythical being or one
of the longdead Elders of théhiannanif you also spend Permanent Willpower Trait Mythical
beings obey your unspoken commands without question; Bll&annanmay see you as a useful ally
but are not controlled or compelled by you in any way.

As a Social actioRA NS OG | Y@ GKAOIf o6SAy3a (2 W{KIR26Q 2yS
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actions.

No action:if a character isihby a physical attack wheneé § KA OF f 6 SAy3a Aa W{KI R;
may spendl Blood Traitand the being takes the effect of the physical attack instead of them. Any
RIFYF3S Ay SEOS&a 2F (KS ONBI(GdzNBQa KSIHtGK f S@OSt 3

No action:if a character deals damagwith a physical attack when¥ @ 4§ KA OF f 6SAy3 Aa \
them, they may spend Blood Traitand the being will deaivo levek of lethal damage to whatever
they are attacking.

Mythical beings can move three paces, have Physical, Mental and Social Guaittceyour Social
Traits, dots irBrawland Dodgeequal to yourHearth Wisdomy7 health levels, no Blood or Willpower
Traits and additional features based on creature type. You may only have one mythical being active
at any given moment in time. Additiaheffects by creature type are as follows:

9 Fomorg This creaturéhas 10 Health Levels andly takes damage from fire or sunlight, and
damage from sunlight instantly turns it to stone

1 Drakec All damage dealt by this creature is finased and aggravated

1 Selkieg Thiscreaturecan swm or walk on water at anovement rateof 10 pacesand can
OF NNE | y& ONXBI (azhtSbackniilstdding 6{ Thisréagunzias yhEaue to
fire damageNo action:the selkiequenches any fire or fireased powelt can see which is
marnsized or smaller.

1 CockatricecAttacks dealt by thisreature instantly turrmortalswithout Fortitudeto stone
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MYTHERCERIA

FAETALITY!
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As aSocialaction: make an opposed&ocialChallenge Enigmas Conscience, Convictjpagainst a
single character you can see.

If you win, yousee that character as they perceive themselves for the rest of the scene. If you falil,
you cannot usé-ae Sightn that character again for the rest of the scene.

Fae Sighaacesses the realm of dreams and often a character will have surreal or symbolic features
that convey aspects of their personalitifae Sightwill generally show you the true form of a
character such as a faerie in human form, a Cainite UBasgessioto control a host or a Lupine in
war-form. Fae Sightdoes not function on characters disguising their appearance Midsk of a
Thousand Facasless you have more dots Mytherceriathan theirObfuscate Even if yowcan now
aSS iKI (s trGekappsdradeitiiatise oDbfuscatds not ended.

As aSocialaction: make a StatiSocialChallenge Enigma$ against a storyteller when viewing an
area.

If you win, yousee the area as perceived from the realm of dreams for the rest of the scene. This
may make gu aware of norobvious things going on in the area in the form of surreal or symbolic
features. You are also instantly aware if any fae have been in the area for a number of nights equal
to your Mytherceriain the form of strange glyphs or glowing footpts.

Illusions created by himerstryor the fae Art ofChicaneryalways seem entirely real when viewed
with Fae Sight

ww Dh.[LbL{ a

No action:Whenever you are underground, you are innately aware of your location, can never get
lost and can always retrace your steps to somewhere underground that you have previously visited.
You can also instantly identify any type of natural rock, stone or rainar any refined metal or
gemstone.

As aRitual action: spend 1 Blood Traitand make a Static Social Challengemigma$ against a
storyteller when viewing an areaith stone or rock.

If you win, you reshape up to a roesized area of that environment tany form you choose using
materials which are present. If you fail, up to a rosimed area of that environment is instead
reshaped into a form chosen by the storyteller.
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Reshaping is performed by a team of fae Goblins, who suddenly appear, but wilb maogany
dangerous situations or passVélard versus Fa€lhe Goblins disappear if attacked, but will freely
talk about building or procrastinateiifiteracted with

Wwww ! w! . {hwt ¢LhbD

As a Social actiontouch an object or part of a place to read apgychic impressions which have
been left there by momentous events or strong emotions. Make a Static Social Chatengag3
with either a Storyteller or the owner of the object/place.

If you win you gain a brief vision relating to these psychic ingioes which can tell you about an
202S5S00Qa Y2ali NBOSyid dzaSs OKINIOGSNAR 6AGK Yy
emotions previously experienced in the vicinity of the object or any number of other things.

When this vision fades, or if ydail to activateAura Absorptioron a given place/object, the psychic
impressions left behind are consumed and cannot be read again dgNJ l 0a2NLIIA2Yy >
Touchor similar powers, you do however gainBlood Traitfrom consuming these dreams and
memories Characters with powers @bfuscateactive do not leave psychic impressions and cannot

be identified by the impressions of others.
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As a Social actiortouch an objectand spendl Blood Traitto ward it with runes visible onlgy Fae
Sightor powers specifically capable of detecting magical effects, subtyassc Sight

As a Ritual actionspendl BloodTrait andwalk around the perimeter of a roosized area to ward
it with runes only visible byae Sighor powers specifically capable of detecting magical effects,
such agMlystic Sight

Any character touching a warded object, or who is within a warded area (thheryou)becomes
disorientatedas long as they are touching or within the waFer each pace of movement they take,
that character loses mentaltrait.

Characters reduced to O traitare hopelessly lost, cannot move amaust relent on allMental
Challsmges. Cainites can heal lost traits by expending Blood Traits on a twoftratgee Blood
basis.

Chanijelin Wardare permanent until you end them, you can have a number active at any time equal
to your dots inEnigmas
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As a Soial action:spendl Willpower Trait, pose a riddle out loud andhake an opposed Social
ChallengeEnigma$ against the Mental Trait€qigmasConscience, Convictioof asingle character
you can see.

If you win,that character is compelled to solve yoriddle and cannot move or take actiotisat
I NB y Q tio soividoaryidalléthey can still defend challenges normally).

A character whahinks they knowthe answer to an actual owdf character riddle you pose can give
the answeras their Mental Action.If they are correct,Riddle Phantastiquends granting you

1 Willpower Trait If this answer is incorrect, that character takes one level of Aggravated damage
from sheer frustration.

Any characterwho has heard the riddlean as their Mental Actionspendl1 Willpower Traitto
make a Mental Challeng&igma$ against you to puzzle out the answéf they succeedRiddle
Phantastiqueends. If they fall, they take one level of Aggravatachdge from sheer frustration.
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No action:spendl Blood Trait until the end of the turn you can freely move through earth or stone
forming a tunnel behind you that other characters agso move through.

As a Social actiorspendl Bbod Traitand make an opposed Social Challeriggidma3 against the
Physical Traitdlodgg of a single character within a tunnel you have made Bittne Travel

If you win, that character is crushed by suddenly falling rocks for 3 levels of lethal eathag
movement becomes 0 until thegpend their Physical actiofreeing themselves. Characters can also
free themselves if they have the ability to teleport or move through rock.
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As a Social actionspend2 Willpower Traits and make an opposed Social Challen@migma$
against the Mental TraitEEhigmasConscience, Convictipof a single chacter whose eyes yocan
see.

LF @&2dz adzOOSSRX @&2dz GNIyaFSNI | ff 2F GKFG OKLF NI
leavingtheir body an empty husk. Cainites fall into torpor, mortals become comatése.gain a
number ofMemory TraitsS Ij dz £ (2 GKIF G OKF N} OG4SNRa NBYFAYyAy3 2

No action:spend aMemory Traitto truthfully answer any questioany characteryou haveused
Steal the Mindon would know the answer to or to call for Willpower re-test on any Mental
Challenge, without needing to spend a Willpower Trait.
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When you have ndlemory Traitsleft, Steal the Mindendsfor all characters you have used it on;
these daracters all returnto consciousnessSteal the Mindalso endsfor all charactersif any
character you have used it on dies/meets final death; you take one level of lethal damage for each
unspentMemory Traitremaining (these traits are then lost).

WOWWw ww 9!'wel {2 hwb

As a Social actiorspend3 Blood Traitsand make an opposed Social Challerigeigma$ against
the Physical Trait$pdgg of a single character you can see who is stood within 5 paces of a surface
made from wood or stone.

If you win, a massive wood or stone (as appropriate) spike shoots from that surface, impaling that
character for 6 levels of lethal damadéthe material chosen is wood, tHearth Swordalso thrusts
Ayi2 GKIFIG OKFNIOGSNNRE KSFENIX adliAy3a GKSY®

W W W wABS®RB THE MIND

As a Social actionspend2 Willpower Traitsand make an opposed Social Challengmigmaj
against the Mental TraitEEhigmasConscience, Convictipof a single character whose eyes you can
see.

If you succeed, you transfer all of th@tK I NI OG SNRa &ai1Affa FyR OFLIOATf AL
their body an empty husk. Cainites fall into torpor, mortals become comatose. You gain a number of
Memory TraitsS lj dz £ G2 GKFG OKI NI OGSNRD&a NBYIFAYAy3I 2 Aff L

No action:spend aMemory Traitto use an ability possessed by any character you have Absdrb
the Mindon, at their level of ability, for one challenge.

When you have ndlemory Traitsleft, Absorbthe Mindends for all characters you have used it on;
these characters all returto consciousnessAbsorbthe Mind also ends for all characters if any
character you have used it on dies/meets final death; you take one level of lethal damage for each
unspentMemory Traitremaining (these traits are then lost).
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OBEAH
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As a Physical actiontouch a single charactethis may require a Physical Challenddegicine
Dodgg if they are unwilling.

On a success

1 You learn ifthe character iMortal, Cainite oa Ghoul.

1 If you have one or wre dots inan appropriate Lore ability you will also recognise
Changelings, Lupines, other Fera or Mages.

9 If you have one or more dots iMedicineyou are aware of how mankgealth levels the
character has remaining and how many Blood Traits they hareyif

If you also know th&alerenpower Sensédeathyou can activate this as part tife same action.
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When you learn this power, a third eye appears in the middle of your forehead.

As a Physical actiorspend 1 Blood Traitand touch a single charactethis may require a Physical
ChallengeNledicine, Dodggif they are unwilling or thrashing deliriously.

On a succesgour third eye glows warmlgndthe character feels no pain for the sce@myone may
call for Blood or Willpower re-tests without needing to spend traitsvhen makingMedicine or
Psychologghallengegertaining to that character

Mortals under the effect ofAnaesthetic Touclwill fall into a deep, peaceful slumber without
Derangements or Nightmares for eight hours. Attempting to harm the sleeping character will wake
them quickly enough that they can defend on challenges and take actions on the turn they are
attacked.
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As a Physical actiorspend 1 Blood Traitand touch a single character; thisay require a Physical
ChallengeNledicine, Dodggif they are unwilling.

On a succesgour third eye glows warmly and the character is healetivaf levels of lethal damage
or one level of aggravated damage.
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As a Physical actiorgpend 2 Willpower Traitsto ward as much of a roorsized area around you as
you wish.The barrieris illuminated by a bright glow from your third eye ambves with you and
lasts for one scene or until you choose to end it (no action)

Characters may only enter the area if you allow themif they as their Mental action spend
1 Willpower Trait and defeat you in a Mental Challeng®édicine, Sel€Control, Instingtto force
entry.{ K S LIK S NRdOss not fdreliedtkanged attacks or powers in either direction.
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As a ritual action:spend 2 Blood Traitsas youquietly conversewith a chaacter. Make a Mental
ChallengeNledicine, SelControl, Instingtagainst that character (they cannot relent).

On a succesgour third eye flares brightly and yoWJSNXY I ySy it & OdzaNE 2yS 27
Derangements;on a failure you cannot attempt the lallenge again. Clan flawsannot be
permanently cured this way, but can be suppressed for a scene.
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As a ritual action:spendl1 Willpower Traitwhilst sharing a moment of quiet contemplation with
FY20KSNJ gAftAy3d OKFNIYOGSNY ¢KIG OKIF NIoPdn&NIE & 2 dz
glowingthird eye and their body enters a torpdike state.

2 KAfal e2dz KIFI @GS | dDKihirdley® §iof N mstadtlg defare af tha PahSof &
Enlightenment they follow, how many Beast Traits they have and the number of dots they have in
Conscience, Conviction, Courage,-Selitroland Instinct If that character is on Humanity or a Path

of Edightenment that use€onsciengeyou may soothe their soul and help them regain control over
their Beast. They may immediately spend experience points to buy Beast Traits or dots in
Conscience, Selfontrol or Courage even beyond the normal orAger-downtime limit. That
character can even spend more experience points than they have, either in exchange for removing
other abilities, traits or Disciplines or by entering into an experience debt to a maximum of your dots
in Medicine Characters with an experiea debt must pay this off as soon as they can.

You may allow a character in your third eye to return to their body at any time without requiring an
FOGA2YS | fGK2dzZa3K &2dz Y& |faz2 StSOG yz2d4d dGdz2o ! O
and destroying the body immediately causes final death in that character. Such a horribly betrayed
character always gets at least one attempt to break free:
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As their Mental action:a character in your third eye caspend 1 Willpower Traitand make a
Mental Ch#lenge Conscience/Convictipragainst you. If they succeed, their soul returns safely to
their body.
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As a ritual action:spend1 Willpower Traitwhilst sharing a moment of quiet contemplation with
yourself or another character awdrom distractions (such as combat or thumping techno beats).

As long as your contemplation is not distracted you or the character you are Rsimgwed Vigour
on is healed of all lost traits and lethal or aggravated damager third eye glows comfortghy
during this process.
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As a Physical actionspend1 Willpower Traitand touch a single character; this may require a
Physical Challeng&édicine, Dodggif they are unwilling or dancing crazy.

On a succesyour third eye glows brightlandthe character feelpleasure instead of pain for the
rest of the sceneTheymay substitute the current levels of damage inflicted ugbem for dots in
Athletics, Awareness, Brawt Meleeto a maximum of your dots iMedicine Additionally, the first
time they suffer aggravated damage in that scene, that character regaiiipower Trait.
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OBFUSCATE

Avoids encounters.

Animals are unaffected b@bfuscate
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As a Mental actiontouch anunattendedobject that is currently hidden from siglaind which you
O2dzZ R FTAG dzyRSNIJ I Whna € SIFGKSNI GNBYOKO2 G o

That object is supernaturally hidden as long as it is on your person and can only be detected by use
of AuspexseeHeightened Sensger if someone knows exdyg the object you are hiding and where.

If you do anything with the object more complex than moving it arowegl ttacking with it),Touch
of Shadowfades.

ww [ b{99b two9{9Db/ 9

As a Mental actionif you are currently unobserved you may activataseen Presenaghich bsts
until you choose to end itpr you do something to make yourself obvious such as talking youdl
interacting with an objectattackingor using a Discipline that is not purely sensory against another
character

Whilst Unseen Presends active cross your arms over your chest and display a number of fingers
equal to your dotsin Obfuscate characters cannot perceive you with their semsand will
subconsciously avoid you without realising that they are doingpaading excluding you from area
based powersAuspex(seeHeightened Sensgsan be used to attempt to end your use Whseen
Presence
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As a Mentalaction: you may make your clothes and features bland and unremarkabiey
character observing you will be unable to detect or recall anything specific about your appearance.

As a Mental action:you may spend. Blood Traitto take on a specific appearea including clothes
and accoutrements which can either be based on your anagination or a specific person. In this
caseobservers may call for a Mental Challen@@sfuise, Stealth, Investigatipas their Mental
action once per scene to notice the degtion.

Either use oMask of a Thousand Fackests until you choose to end it, you fall unconscious or the
disguise is pierced ByuspexseeHeightened Sensgs
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No action:during the movement phasepend 1 Blood Traitand announce that you arfading from
the perceptions of those around you. For the rest of the turn you maySitealthto re-test any
Physical Challenge

If at the end of the combat round you have not been defeated in any challenge for any reason, you
become hidden from perception as pddnseen Presencdf this happens normal mortals will
completely forget you were ever there for the scene.

No action:whenever you attack a target froianish the powerends but you can still usStealth
to re-test any Physical Challenf@r the rest of the challengeYou may reactivate Vanishon the
same turn if you wish.

Auspex(seeHeightened Sensgsan be used to attempt to piercéanish however anypne failing
this challenge mustpendtheir next action staringaround dumbfoundedly.
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No action:whenever you activate any lower level power@bfuscate you may duplicate its effect
on a number of willing allies up to a maximum of your dotStigalth

You choose the specifics ehch activation individuallyid. the details of eactMask of a Thousand
Face¥ and must pay the activation costs for any powers that require thelmak the Gatheringnds

for any characters who leave a roesized area around you, however if this powerde for any

character other than yourself, only that one character is revealed.

If Auspex(seeHeightened Sensgss used to pierce any of your owbbfuscatepowers, you may
instead choose to reveal any one character benefitting from your ustaztk theGathering

Characters may only benefit from one application of e@tffuscatepower (e. a character under
your Unseen Presen@annot activate their own).
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No action: spend 1 Willpower Traitto activate Soul Maskfor the scene. You are immune to any
discipline or power that targets your Mental Traits.

No action:If a character usedura Perceptioron you, you are aware of this and can allow that
character to see an aura of your own devising. If a character Tdepathyto scan your thoughts,
you are aware of this and can allow that character to hear thoughts of your own devising.

AuspexseeHeightened Sensgsan be used to pierce this deception like other power@lbfuscate
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No action:touch a weapon that you can carry and spéhlood TraitsFor the rest of the scene,
the weapon cannot be perceived, althougluspex(seeHeightened Sensggan be used to pierce
this deception like other powers @bfuscate

When fighting wih this weapon you may us8tealthto re-test any Physical Challenged your
2LIR2ySyidiQa O2Yol G | 6Af ARlikdfightability. A YAGSR o6& GKSANI R2

Characters with certain Disciplines may substitute other abilities Btindfight those with
Heightened Sensemay substituteAwarenessthose withEyes of the Beasian useSurvival those
with Tongue of the Aspan useSubterfuge
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As a Mental actionyou supernaturallyhide from perceptionone object that you can see no larger
than a buildng as long as it is currently uninhabited and unattended.

The objecttannot be percieveds long you have line of sight to it and can only be detected by use of
AuspexseeHeightened Sensgser if someme knows exactly the object you are hiding and where. If
you do anything with the object more complex than moving it arowsgl dttacking with it assuming
you have thePotenceo wield it as such!XConceafades.

You can us€onceato hide a vehicle, ausing other drivers to subconsciously avoid it and allowing
you to useStealthinstead ofDrive, Pilobr Seamanship

No action:you may spendL Willpower Traitto maintain Concealithout needing to be present.
This use o€oncealasts until the starbf the next game.
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As a Mental action:spend1 Willpower Traitto activateBlithe Acceptancer the sceneWhilst this
power is activenothing about your appearance, equipment or other personal accoutrements can be
thought of as suspicious or threatening unlddlthe Acceptancés pierced by use oAuspex(see
Heightened Sensgs

Nobody viewing you will be able to remember that you wegmesent at all unless that character
knows a name you have given them truthfully.

Blithe Acceptancends if you attack another character, act in a deliberately threatening manner or
use an offensive poweWhenever you attack a target froBlithe Acceptace the power fades, but
you can still us&tealthto re-test any Physical Challengdigring that turn

SymboliseBlithe Acceptancavith the use of a Black ribbon or making tB&the Acceptancéand
gesture (pinch your nose with one hand, wave the other in the air whilst bending your knees).
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No action:spend 1 Blood Traitto make yourself appear in two places at once for the scene. Unless
DS YA Yy A Qis pieacAdbINEBS bEAuspex(seeHeightened Senspgou may usétealthand your
Mental traits to substitute for any other ability or Trait category when defendingany nonrstatic
challenge that targets only one character

No action: at the end of the movement phase you may spehdlood Traitto retrace your
movement and actually go a different waf¥oudo not count as travelling the original route for the
purposes of being targeted).
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As a Mental actionspend1 Blood Traitand make a Mental Challenggtéalth, SelControl, Instingt
against a single character you have viewed before (including through video cameras, but not still
pictures).You automatically succeed on this Challenge if you are iaslx of Anuson a mortal.

On a success you assuiek | G O KappehrahdeSihcding clothes and accoutrements, and
they assume your appearance without knowing why or being alerted to the deception (they will
notice when they next look at themselves). Unldask of a Thousand Faces, Mask of Jalas

foils electronic recording devices such as photographs or closedit television.

Observers may call for a Mental ChallenBés@uise, Stealth, Investigatipas their Mental action
once per scene to noticthe deception.Auspex(seeHeightened Sensgsan be used to pierce this
deception and if successful will edhsk of Januen both characters it affects.
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As a Mental actionSpendl Willpower Trait(as an actionannounceduring the novement phase)
and inform any number of visible characters that they cannot leave. Make a Mental Challenge
(Stealth, Seltontrol, Instinct against each character.

Each character you defeatinnot perceive any method of escaping the area around them which can
be as small as a buildirgized area or as large as a Gitged area as you choose (per target) when
you activate the power

Mental Mazelasts forthe rest of thenight. Auspex(seeHeightened Sensgan be used to pierce
this deception and if successful will erddental Maze for the Auspexusing character only.
Characters unaffected by thielental Mazecan force affected characters to leave, at which point
Mental Mazealso ends.

0 W WuWLOAKOF ABSIMILARD

Characters attempting to pierce any of your usesQiffuscatewith Auspexor similar disciplines
must spendl Willpower Traitin order to make the attempt. You become instantly aware of the
location and identity of anyone trying ferce yourObfuscate This power is always active.
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As a Mental action:Spendl Willpower Traitand make a Mental Challeng8téalth, Seltontrol,
Instinc) against one character you can see.

If youwin, unbeknownst to that character, atharactersother than youcannot perceiveéhem and

will subconsciously avoit ignore themwithout realising that they are doing simcluding excluding

them from areabased powersThe character idikewise incapable of affecting or harming any
character other than you, but is unaware of this and perceives their interactions or attacks as being
simply ignored or innacurate.

AuspexseeHeightened Sensgsan be used to attempt to end your use\&il of Blissful Ignorance
which otherwise lasts for the rest of the night or Urstunrise for mortal characters
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No action:whenever you activate any lower level power@bfuscatevhich targets a Characteyou
may spendl Willpower Traitto duplicate its effect on any number of willing alligsu can see

You choose the specifics of each activation individuadiytie details of eactMask of a Thousand
Face¥ and must pay the activation costs for any powers that require théeil. the Legionends for
any characters who leave a domaized area around you, however if this power ends for any
character other than yourself, only that one character is revealed.

If Auspex(seeHeightened Sensgés used to pierce any of your owbbfuscatepowers, you may
instead choose to reveal any one character benefitting from your useibthe Legions

Characters may only benefit from one application of e@tifuscatepower (e. a character under
your Unseen Presen@annot activate their wn).
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OBTENEBRATION
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No action:Spendl Blood Traitto activateShadow Playor a scene. Whilst this power is active you
can

No action:control the shape and appearance of any alre&aysting shadowgou can see with but a
thought.

As a Social Actiongather shadows around you to hide yourself; as long as there is enough pre
existing shadow to cover you and you are currently unseen, youhigiyyourself from sight similar

to Unseen Presenaes long as you do not move, draw attention to yourself, &tacuse any non
Sensory powers.

Qoss your arms in a manner similar@bfuscate Auspexcan be used to penetrate this concealment
similarly to Obfuscatehowever you defend against this using Social Traits @ondscienceor
Conviction

As a Social Actim cause shadows in a rooegized area to move in a threatening manner causing
mortals toflee unless they have equal or greamrrrent Willpower Traits than you€onsciencer
Conviction
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As a Social Actiorspend1 Blood Traitto extrude supernatural darknesgs an area you can see. The
darknessfills a roomsized area, however you can exclude parts of the area if you wish and can
decide this on a turby-turn basis.

The darknessblocks out artificial light but instantly vanishes if it comes into contact with fire or
natural sunlight. Anyone buytou attempting to draw line of sight through the area cannot see and is
limited by their dots in theBlindfightability as to the levels of abilities they can bid.

Characters with certain Disciplines may substitute other abilities Btindfight those with
Heightened Senseasay substituteAwarenessthose withEyes of the Beasan useSurvival those
with Tongue of the Aspan useSubterfuge

Sound is also somewhat muffled so that no sound travels more than one adjacenssipetharea.

The inky darknss also causes mortals to choke psychosomatically and take 1 level of lethal damage
at the end of every turn unless they have equal or greatamrent Willpower Traits than your
Consciencer Conviction
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As an action:Spend1 or 2 Blood Traitsto conjure rubbery black members from any patch of
darkness in the room (including powers@btenebration. You conjure one such tentacle per blood
spentwhich lasts for the scene or until destroyed

No action when conjured, Social action otheise: each tentacle can be directed to perform a
simple physical task at range that does not require fine manipulation.

No action when conjured, Physical action otherwisgou can directany number of conjured
tentaclesso they each make one attack; eaattack can be omny charactewithin your line of sight
that the tentacle has clear path to. Make a Social ChallenGer(science, Convictjpagainst each
attackedOK I N} OG SN & Dadgee a A OFf ¢ NI Ada o

If you win,the tentacle(s) wrap around your oppondsjc any opponent wrapped by tentacles has
their movement reduced to @nless theirPotenceis higher than youilObtenebrationand takes
1level ofLethal Damage per tentacle at the end of each combat round.

You ray repeat this attack on the same character(s), tentacles are cumulative. Tentacles instantly
disappear if they are contacted by fire or natural sunlight.

Any character canas their Physical actiondestroyone tentacle if they havene or more dot in
Brawl or Dodge and/or they may use &lood retest or equivalent trait expenditures for nen
Cainitego destroy one tentacle

Powers that allowinstantaneous travel or teleportation such &hadowstean be used to escape
all tentacles instead.

Wwww BROUS FORM

As a Social actionspend 2 Blood Traitsto transform into a twedimensional shadow version of
yourself. The transformation lasts until sunrise or until you chose to turn dtblout requiring an
action.

Whilst inTenebrous Forngou cannot phgically interact with your surroundings or speak, but you
are immune to damage other than fire or sunlight which strike for double the normal danvage.
can travel across any surface at the same speed you could walk.

Characters inTenebrous Forncan physially interact with each other and even make brawling
attacks by having a comedy tvebmensional punchup.

You may use Mental or Social Disciplines with the exception of Blood Magic or Disciplines which
require properties of a humanoid form such lelpomineeor Feral ClawsYou have shadowy eyes

that permit the use oDominate but only if you have some method of conveying instructions such
asTelepathy
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As a Social actionspend 1 Blood Traitand 1 Willpower Traitto transform into hideous shadow

monstrosity drawn from your own inner darkness. The transformation lasts until sunrise or until you

chose to turn backvithout requiring an action.

Whilst in the form ofBlack Metamorphosigour limbs become tentacles allowing ydo make
brawlingattacks against anyone you can see.

No action:if you succeed (win or winning tie) on a Physical attack or a Social attackmvithof the
Abyss in addition to the normal effects of the attackpu may spendl. Blood Traitto apply one
tentacle to that charactefas perArms of the Aby3swithout requiring further challenges.

No action: if you win rockpaperscissors outright compare Social traiisA (1 K & 2 dzNJ
Physical Traits; if you have more you may instead sReBlbod Traitdo apply two tentacleso that
character

If you apply tentacle®n an attack usindBlack Metamorphosigou may not also use th€elerity
powersRapidity, Fleetness Velocityonthe sameattack.

No action:you can call for &Villpower re-test on any challenges resting onintimidation (even if
you do not have the ability) without needing to spend a Willpower Trait.
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No actbn: spend2 Blood Traitsat the end of the turrto instantaneously teleport from one area in
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shadow to any other area in shadow within the same buildiizgd area. You briefly perceive all

available exit points within range and their immediate environemdver you useShadow Step,
taking your pick of which one you wish to emerge from. If you are restrained in anySkagow
Stepescapes these restraints.

No action:when youShadowstep/ou can take one character within touch range with you who is

willing or unable to move at the expense biWillpower Trait
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No action:spend 1 Willpower Traitto conjure a suit of armour from abyssal darkness. The armour
grants you additional health levels equal to your dot©lstenebrationbut is instantly destroyed by
one level of damage from fire or sunlight (and you take the rest, if aksgis of Shadowsan be
activated once per scene, fading at the end if not already destroyed.

No action:you can call for &Villpower re-test on any challenges resting onintimidation (even if
you do not have the ability) without needing to spend a Willpower Trait.

Mortals flee your presence unless they have margrent Willpower Traits than your dots in
Convictioror Conscience.

W W W TWE DARKNESS WITHIN

As a Social Actiorspendl1 Willpower Traitas you conjure a hungry cloud of abyssal shadow from
one of your orifices. Make a Social ChallengQensciencer Convictiof against the Physical Traits
(Dodgg of a single character you cage.

If you win, the character is smothered by the shadow and cannot perceive anything around them.
Their abilities are limited to their dots in thglindfightability (Awarenessf they haveHeightened
Senses, Subterfugkthey haveTongue of the Agpard they are disorientated and prevented from
moving even if they havotenceor a method of instantaneous teleportation.

A character under the effects dlie Darkness Withican usetheir Physical actiorto spendl to 3
Blood Traitsor equivalent trait ependitures for norCainiteswhich are swallowed by the hungry
cloud. Once the cloud has swallowed a number of Traits equal to your ddatenebrationit
returns to you, instantly transferring thesas Blood Traits into your blood pool and ending the
effects of The Darkness WithirBlood transferred this way is filtered by the Abyss and does not
cause blood bonds.
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No action:spend 1 Blood Traitwhenever any character you can sedkes damage from tentacles

conjured byArms of the Abyssr Black MetamorphosisThe tentacles suddenly surge into that
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tentacle at the expense of banishingetkentacles back to the abyss (for cleaning).
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No action:spend1 Willpower Traitto infuse your shadow with lowevel sentience, causing it to
occasionallytwist and writhe of its own accordlrhe Shadow Slaveas health levels equal to your
dots inObtenebration but you cannot heal these in any w&hadow Slavean be activated once
per scene, fading at the end if not already destroyed.

No action:if you are affected by any power or take damage from an &ttabile Shadow Slaves
active, spend. Blood Traitand theShadow Slaveakes the effect of the power or damage instead of
you. Nondamaging Disciplines and powers deal lethal damage equal to the level gbdiner or
Discipline used in addition to their normal effects; tBhadow Slavés tied to you as any other
shadow andcannot directly interact with anything, so most Mental, Social and Beast powers will
only make it flap around a bit more.
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YourObtenebratioreffects cannot be dispelled or damaged by sunlight and can be used totbéock
path of sunlight, potentially shielding Cainites withiBlaroud of Nighor similar.
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As a Social Actiorspend2 Blood Traitsas you infuse the abyss into the shadow of one character
you can see (who has a shadow!). Make a Sdaallenge Consciencer Conviction against the
Physical Traitddodg§ of that character.

If you win, the character is assaulted by their own shadow and takes damage as if they had struck
themselvesoncewith aMeleeor Brawlattack this turn. If this dmage puts them into torpor or Final
Death, their shadow takes on a twisted semblance of life under goormand (see below), which

ends if the character rises from Torpor.

As a Social Actiorspend2 Blood Traitsas you infuse the abyss into your own shad The shadow
takes on a twisted semblance of life under your command (see below).

Asa Social Actionif you can see &hadow Twityou have created, you can cause it to teleport next
G2 @2dz YR 0S3IAY W{KIR2¢gAYy3IQ &2dz dzyiAf @&2dz OK2?2
2 KSy W{ KLI R2 &hagod Dwimb 2odgeriakeS independent actions.

No action:if you are affectecby any power or take damage from an attack whe8hadow Twiris
W{ KI R2 g AspeAd? Blda# dzais and the Shadow Twirtakes the effect of the power or
damage instead of you.

No action:if you damage a character wherShadow Twik & W{ K| R 8pand3/Blood Téasdz>
and yourShadow Twimutomatically strikes that character once.
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A Shadow Win has 10 health leve]so Willpower Traits and as many Blood Traits as the character it
is formed from had at its time of creatiofalthough these cannot berdansferred to any other
character) It can see through any form of darkness, includBigenebration but it cannot speak
andtakes one extra health level of damage from fire or sunlight. It has the same Traits and abilities
that its originator had, but h&vno Disciplines except fétotenceor Fortitude It can take its own
FOGA2ya ¢KSyY ygupwhethdatakkiR@ ob pesfoBring any other labour you dictate.

Shadow Twinseturn to the character that made them at the end of the scene; however yay m
pick oneShadow Twirno keep indefinitelywhich thereafter must remain within a Domasized area
of you, having it count as a fredeetainer(you can change your permane8hadow Twiiif you find a
better one). If you hav®ossessignyou can use this power on yo8hadow Twiwithout needing
line of sight to it.
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POTENCE

Potence lets you fuck shit up
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If you compare Physical Traits with another character and are tied, gt @s having more traits
unless that character also h&owessjn which case compare specialisations as normal. In addition
you cannot be grappled or physically restrained by an opponent unless they have equal or greater
dots inPotence In addition yarr dots inPotenceallow you to perform feats of strength beyond the
range of mere mortals (see table XX).
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No action:At the end of any turn yoapend aBlood Traitfor aBlood retest or for a Potencepower,
regain one Blood Trait.

W WVMDGOUR

Your Physical attacks strike for +1 damage unless you are using a weapon entirely relying on
mechanically generated force such as a gun or a crossbow. This will destroy after dealing damage
any weapon you use whidk 2 S a y Q (i Ruge@®periyK S
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No action:You may spend Blood Traitto activatelntensityfor a turn. Whilstintensityis active you
may.

1 Make a mighty leap instead of moving. Your maximum leap distance is a humber of paces
equal to twice your dots iPotenceand youmay leap over a manized target.

1 Throw or knock back anyone you damage with a Physical attack unless they have equal or
greater dots inPotence Knockeeback opponents are hurled a number of paces equal to
your dots inPotencen a direction of your cheog, stopping if they collide with a solid object
or another character. Collisions do not cause damage, unless the collision is with an
inherently dangerous object such as a fire or a combine harvester.
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If you win rockpaperscissors outght on a Physical attack, compare Physical traits with your
opponent. If you have more Physical traits, you strike for +2 damage unless you are using a weapon
entirely relying on mechanically generated force such as a gun or a crosEbisvwyill destroyafter
RSFfAYy3 RIEYFAS ye 6SI L2 yRuddropdzy.S 6 KA OK R2SayQi

You can only damagieom Puissancence per opponent per turni.€. if you have a power such as
Celeritythat lets you strike an opponent more than once per turn).

WWwwuPRINT L a

No action:spend1 Blood Traito activatelmprintfor a turn. Whilsimprintis active

1 Your Physical attacks strike for +1 damage unless you are using a weapon entirely relying on
mechanically generated force such as a gun or a crossibhis. willdestroy after dealing
RFEYIF3S Fye ¢St LRY @2dz lddésBuctiblgpiogekky. R2 Say Qi KI @S

1 Mortals lacking supernatural defences such Fastitude or the regenerative abilities of
lupines are killed instantly if they take damage frgou.

1 You caneasily deform solid objects with your hands and feet, allowing you to climb most
surfaces as part of your normal movement orewcavate a masized cubeas a Physical
action.

WOWWWw w Chw/ 9

No action:if you lose rockpaperscissors outright on a Physiedtack, compare Physical traits with

your opponent. If you have more Physical traits, you strike your opponent for damage as if you had
succeeded on the challenge unless you are using a weapon entirely relying on mechanically
generated force such as a gana crosshowThis will destroy after dealing damage any weapon you
dza S ¢ KA OK R 2riiésyuctibleprisder® Y oulstill Sake any of the consequences of failing

the challenge as normal.
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No action:you can make a mighty leap instead of moving. Your maximum leap distance is a number
of paces equal to four times your dotsRotenceand you can easily reach the roof of a tatorey
building.

As a Physical actiorif you are in an open space (or if theof is not heavily reinforced!) you can
spendl Blood Trait(as an action) to make a special mighty leap straight up with such force that you
Oryy2i 06S GFNBSGSR i WLKeaAOlt aLISSRQ GKI G 0dzNy

Whilst you are in the air you cannot be attacked other thanrégged weapons or by airborne
opponents with a movement rate greater than your jump distance.

,2dz 02YS ON} &AKAY3a R2g4y G WLKeaAOrt aLISSRQ (GKS
against anyone within leap distance of where you took off.
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Downtime action:you can shape metalwork with nothing more than your bare hands, imbuing it
with your supernatural strength. Iltems you make predominately from metal can have one more
property than normal. Typically, this means fquoperties forCrafts6+, three forCrafts1-5 or two

if you have no dots in crafts.

Ritual action:you can hastily make an item from any available metal. This item does not benefit
from the additional property you would typically gain fravtaster ofthe Forge

Items that you craft from metal can have the special properties listed below, you have a number of
objects with these properties in existence equal to the highest number of dots you have in one
relevantCraftsability.

Masterwork (Melee Weapon2) ¢ This weapon strikes for an additional level of damage.

Indefatigable (Armour, 2 Whenever the wearer is struck for lethal damage, they take one less
level of damage to a minimum of one.

No action:spendl Blood Traitif you strike an opponent wearinmetal armour or carrying a metal
weapon or other object; instead of dealing damage with thaikstryou destroy that object unless it
has the Indestructable property.
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No action:whenever you deal damage to a character, provigedK I @Sy Qi | £ NE&stoRe& I Ol A

Caineor anydisciplines other tharPotenceor Flightin the same roundyou may spend Blood
Traitsto deal additional damage equal to your dotsRotence This extra damage is not applied if

you are using a weapon entirely relying on mechanically generated force such as a gun or a
crossbowFist of Cainavill destroy any weapogou use (after dealing damage).
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No action:spend 1 Blood Traitto activateFist of theTitansfor a turn. WhilstFist of the Titanss
active you may elect to throw or knock back anyone you damage with a Physical attack unless they
have equal or greater dots Potence

Knockedback opponents are hurled a number of paces equal to twice your doBoiencein a
direction of your choice, stopping if they collide with a solid object or another character. Each
collision causes a level of lethal damage to both the opponedtarything or anyone they collide
with.

WOWWw ww 9!'wel {1 h/Y

As a Physical actionspend 3 Blood Traits as you strike the ground with the full force of your
Potencesending a shockwave rippling from you. Anyone standing in contact with the ground3akes
levels of lethal damage aFlevels if you knowmprintand have activated it for the turn.

Anyone without equal or greater levels Bbtences knocked a humber of paces equal to your dots

in Potencedirectly away from you stopping if they collide with didabject or another character.
Collisions do not cause damage, unless the collision is with an inherently dangerous object such as a
dangerous watch or aphere of annihilation
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This Discipline is a true asset to the Sabbat.

w !'29

As a Social actiorspend 1 Blood Trait Anyone within a roonsized area must pay attention to what
you are doingyou always count as being able to see the eyes of anyone affected byAweur

Characters affected mags a Social actiospendl Willpower Trait and make a Social Challenge
(Leadershipagainst you. If thewin they are no longer affected ywe

Mortals affected byAwecannot leave your presence unless you give them permission to do so.

Ww 5w9l 5 DI %9

As a Social actionspend 1 Blood Traitand make a Social Challendgeeddership,Conscience,
Conviction as you show some aspect of your supernatural nature to a single character (such as
baring your fangs).

If you win that character spends their next action fleeing from you and for theatsite scene they
cannot knowingly move towards you.

WWw 9bc¢cw! b/ 9a9b¢

As a Social action:spend 1 Blood Traitand make a Social Challendesddership,Conscience,
Conviction against a character.

If you win that character will take no offensive actions against you and will treat you as a trusted
friend for the rest of the scenéentrancements broken if you perform an offensive action against
the character.
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As a Social action:spend 1 Blood Traitand make a Social Challendesddership,Conscience,
Conviction against any character within the Domain who you have been introduced to.

If you win that character will immediately attempt to present themselvesytm in person in the
quickest way possible unless the journey would be impossible or obviously suicidal (such as
travelling during the day if they are a Cainite). Characters are aware of your location and identity and
can employ transformational powers gu asPsychic Projectioor Mist Formif they wish, so long as

they make themselves visible to you.

Summoncan be attempted on a character once per scene and lasts for the rest of the night or until
the character presents themselves to you.

WOwww a! Wo9{ ¢,

As a Social actionspend1 Willpower Trait Anyone within or who enters a roosized area around
you for the rest of the scene must be polite to you, treat you with respect and may not take
offensive actions against you.

Characters affected mags thdr Social actionspendl Willpower Traitto make a Social Challenge
(LeadershipConscience, Convictipaigainst you. If they succeed they are no longer affected by your
Majestyfor the rest of the scene.

If you overtly insult someone or take an offeresigction against someone (most usesRsésence
and many uses ddominateor Animalismare not offensive) then youvajestyalso fails and cannot
be reactivated during the same scene.

Characters with activéMajestyl NB A YYdzyS (2 GKS S TVapshiybunafy 2 0KS!
symboliseMajesty with the use of a Purple ribbon or making tMajesty hand gesture (hold your
arms by your sides with your palms flat).

WOWWWw w [ hx9

As a Social actionspend 1 Willpower Trait and make a Social ChallendeeddershipConscience,
Conviction against a character.

If you win that character acts as if they are three traits blood boungda for the rest of the scene

That characterwill do absolutely anything for you, willght to the death to protect you and

g2dZ RYy Qi S@Sy 02y ai RS NJIniyspemil Willpower Taaitikthey wisfi o 6 | & &
avoid performing a suicidal action or committing a grossly immoraliecg I-trait sin for a Cainite.

If they do so, tis resistance lasts for the duration dbve but does not prevent them from
performing other, less objectionable acts for you.
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As a Social action:spend 1 Blood Traitand make a Social Challendesddership,Conscience,
Convictim) against a character.

If you win that character is paralysed in fear and cannot move or take actions (but can still defend in
challenges) whilst they can see you or hear you nearby. If the character is in direct mortal peril (such
as being attacked dnaving a safe dropped on thertt)ey can defend themselves normally aad

their next Social actiorthey maymake a Social Challendee@dership, Se€ontrol, Instingtagainst

you.

If you lose they can act normally. lfou winthey immediately enter a fear frenayhich cannot be
avoided withCourageor Willpower Traits.
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Whenever a character sees you in a recording or depiction created with an apprapreftsability
and they are not otherwise distraatl by combat or similar, they musise their Social actiorio
make a Social ChallendesdershipConscience, Convictipwhere they are defending against you.

If you win, that character will thereafter take no offensive actions against you and willytoeiads a
trusted friend unless they ever see you perform an offensive action against them. The character may
spend1l Willpower Traitto resist Star Magnetismfor a scene, unless they can see you or your
visage.

As a Mentalaction: if you haveDominate spend 1 Blood Traitwhilst viewing a recording or
depiction of you created with an appropriatraftsability and speaking a onerord Command Any
character viewing the depiction for the first time not otherwise distracted by combat or similar must
use their Mental action to make a Mental Challengén{imidation, Generatiop where they are
defending against you.

If you win, that character must obey your command for the rest of the scene.

If there is ambiguity in you€ommand the victim will interpret it tothe best of their ability, but if
they truly do not understand the power will fail. In addition a directly suicidal command will always
fail. This aspect oBtar Magnetismasts indefinitely, or until you restore the blood trait you used to
activate it.

No action:whenever you are speaking to one or more characters you may say anything you wish out
loud and have them understand something different to what you are actually saying. Characters with
dots inAuspexequal or greater than youPresencewill notice that all is not as it seems to be, but
cannot tell what you are actually saying (without using furthespexpowers or similar).
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Whenever you create a physical artwork with ti@rafts ability, you may picka one-sentence
messager an emotionthat your artwork conveys to viewers.

Any character viewing the artworlexperiences theemotion or message unless they have dots in
Consciencer Convictionequal to or greater than the€raftsused to create te artwork Affected
characters ee subject to one of the following effecessociated with the emotion they are feeling

1 Anger- The character cannot usgelfControlor Instinctto resist or guide frenzy whilst the
artwork s visible

1 Paing The character loses one Willpower Trii¢ first time they receive damage that night
whilst the artwork is visible

9 Fearc The character cannot usgourageo resist frenzywhilst the artwork is visible.

1 Aggressiong The character regains one Willpowerait the first time they deal damage to
another character that nightvhilst the artwork is visible

1 Subliminal Message; The character thinks your message is their own thought and must
spend 1 Willpower Trait for each scene they wish to act in a way thdismisses or
contradicts that messagwhilst the artwork is visible

Characters can only be affected by one us@lo$ent Swayer night;each message or emotion lasts
while the artwork isvisible and ends instantly if the artwork is destroyed. For tret of the night

after viewing the artwork characters are aware of the message or emotion, but can ignore this if
they choose.
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As a Social actionspendany number of Blood Traitgp to a maximum of your dots Presene and
make a Social Challengéeédership against the Beast TraitsC@nscience, Convictiprof any
character you can see.

If you win, that character is suddenly overwhelmed by forgotten feelings from their mortal existence
and losesWillpower Traits equd to the number ofBlood Traitsyou spent during activation.
Characters not on Humanity must spend their next action stunned in contemplation, but can defend
themselves normally. Any character reduced to 0 Willpower TraiRdnew the EarthlPleasuress
overwhelmed by emotions and cannot take actions until the end of the scene.
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As a Social actionspendl Willpower Traitto affect all characters in a roosized area around you
with one of the following, for the rest of the scene:

 Sparkof Ragg ! f £ OKI NI} OGSNA 3JIFAYy | wk3IS CNByl & (N
Characters cannot usgeltControlor Instinctto regst or guide frenzy whilst you are visible
to them.

1 Cooperation ¢ All characters automatically resist any Rage Frenzy that would target another
character under the effects of emperation. If this is caused by a power or discipline, that
power or disciplie fails unless the character using it has dots in that power greater than
your PresenceCharacters must also sperfd Willpower Trait to insult, plot against or
initiate any hostile action against another character affectecCloyperation

WWWWIRABHQ{ t!'{{LhbD

As a Social actionspendl Willpower Trait and make a Social ChallendeddershipConscience,
Conviction against anumber ofcharactes equal to your dots iheadership

If you win on one or more of thesehallengespick one of the following emotions to affeetach
character you defeated:

9 Fear- each character spends their next action fleeing from you and for the rest of the scene
they cannot knowingly move towards you.

9 Friendship- eachcharacter will take no offensive actions against you and will treat you as a
trusted friend for the rest of the scend@his use ot NB A f S Qsibrokeh i yuk p2r§orm
an offensive action againan affectedcharacter.

1 Anger¢ each chaacter enters rage frenzy directed towards you, or another character or
object you can se&elfControl, Instincor Willpower cannot be used to resist this frenzy.
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As a Social actionspendl Willpower Trait Anyone within owho enters a roorrsized area around
you for the rest of the scene must acknowledge your authority, cannot be rude to your face,
assumes anything you say is trared cannot take offensive actions against you.

Characters affected mags their Social actin, spendl Willpower Traitto make a Social Challenge
(LeadershipConscience, Convictipagainst you. If they succeed they are no longer affected by your
Father Knows Begor the rest of the scene. If they fail they are overwhelmed by guilt and cannot
move or take actions other than to look shameful or apologise the following turn. During this turn
you may retaliate against that character in any way you wish, including offensive actions and this will
not endFather Knows Best
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If you overtly take amffensive action(other than as mentioned abovepainst someone (most uses
of Presenceand many uses dbominateor Animalismare not offensive) or act in a maeanthat
makes you seem inferiothen Father Knows Bestlso fails and cannot be reactivatedrthg the
same scene.

As a Social action:spend1 Blood Traitand make a Social Challendesddership,Conscience,
Conviction against any number of characters you can see, verbally forbidding them from taking one
course of action.

If you win against attharacters, those characters cannot take the forbidden course of action for the
rest of the scene whilst yolrather Knows Beg active.

Characters with activEather Knows Be$t NS A YYdzyS (2 (GKS SMa&@ara 27F 2
Father Knows BesYou may symboliseéather Knows Bestith the use of a Purple ribbon ovith a
W2 2NI RQa . Sad 5FRQ YdA®
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As a Social actionspendl Blood Traitand make a Social Challengeddership against the Beast
Traits Conscience, Convictipof one character you can see.

If you win, that character must fall to their knees and begin loudly confessing theiasthany
secrets they have in their native languadgéthe character has sinned on Humanity or a Path of
Enliditenment they will give details of these sins, if the character is hiding information or has any
secrets, especiallpark Secreg they will confess these as wellhe character can decide the order of
their confession, but may not withhold any information

The character can make no movement and take no other actions during thisUintely Penance
lasts for one scene or until that character confesses to committing atraitesin, asecretthat is
likely to get themor an allykilled or something yowyourselffind deeply abhorrent or shocking.
Unholy Penancalso ends if that character is in direct mortal peril, whereupley immediately
enter a fear frenzy which cannot be avoided w@burageor Willpower Traits.

W W wwwREG OF CONVICTION

As a Ritual action:spendl1 Willpower Traitand make a rousing speech to any number of characters
in a roomsized area that suggests a course of action that achieves a specific goal.

Anyone listening to the whole speech is compellednmniediately pursue the course of action you
suggest unless their dots ©onsciencer Convictiorare equal to or greater than yolreadershipr
the goal yowsuggest is obviously suicidal or unachievable.

Anyone attempting to complete the course of actigwhether they are forced to or notfan
substitute your dots irLeadershigor their SelfControl, Instincbr Leadership Cainitesattempting

189



to complete the course of action enter a mental state very similar to frenzy until their goal is
achieved. In tfs state they cannot enter further frenzies andn call for aVillpower re-test on any
Social or Mental challenge without needing to spend a Willpower Trait, but cannot initiate Mental or
Social Challenges. Characters achieving your stated goal regaspengWillpower Trait Fires of
Convictiornasts for the rest of the night, or until your stated goal is achieved.

WWWWW wWww alLbb5 b, a.

As a Social actionspendl Willpower Traitand make a Social ChallendeeddershipConscience,
Convictiol against aingle character you can see.

For the rest of the night that character is unaffected by blood bondsiculag cannot use the
Empathyability and cannot experience any feelings of love, friendship or loyalty. The character is
immune to any Sdal Disciplines or powers which are not sevelatel or higher.
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wRADIATE

No action:spendl Blood Traitto emit ionising radiatiorin a roomsized area around ydior a scene
or until youchoose to end this poweMWhen youuse Radiate you can see and identify all forms of
radiation which are visible to you as glowing traces. Any charauttegr than youexposed to
Radiatefor an entire scene loses a Physical Trait; Cainites can heal lost traits ortraita’dor one
Blood basis.

w &LECTROMAGNETIC PULSE

As a Mental actionspendl Blood Traitto emit aburst of electromagnetic radiatiorAll electronic
deviceswithin a roomsized area around you stop working for the resthe scene unless they have

the indestructible trait or have been shielded against radiation (such as using the special material
trait for lead lining).

Unshielded &ctronic devicesarger than a smartphonere violently burned out and destroyed, any
character holding such a device takes two levels of lethal damage for each device unless they have
dots in theDodgeability equal to or greater than yoi8cience

w WIERATOGENESIS

As a Mental ation: spend2 Blood Traisand make a Mental ChallengBdiencgagainst the Physical
Traits Dodgg of one character you can see.

If you win, youd dzF FdzaS G KIF G OKIF N} OGSNDa o62Reé gAGK Ydzil 3¢

whenever they heal damager lost traits, horrific tumours form on their body causing them to lose
one Social Trait for every health level or two traits healed. Cainites can heal lost traits orraita/o
for one Blood basis, but this also triggers the effectSarfitogenesisCharacters reduced to 0 Social
Traits byTeratogenesibecome a hideous mass of flesh incapable of taking actions or moving.
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As a Mental actionspend2 Blood Traisand make a Mental Challeng8diencagainst thePhysical
Traits Podgg of one character you can see.

If you win, you bombard that character with an intense burst of ionising radiatnmhthey lose one
Physical Trait for each dot Rrimordiayou possess unless they are suitably protedted radiatin

(such as wearing protective gear with the special material)tr@iainites can heal lost traits on a
two-traits for one Blood basis. Any character reduced to O physical traits takes one level of
aggravated damage for each trait they are forced to losgdnd this.

W W WRADIANFORM

As a Physical actionspend 3 Blood Traitsto transform into aglowing semisolid being of pure
energy until the end of the scene or until you chose to end the transformation

Whilst inRadiant Fornyou can pass through arsplid matter which is not made from a dense metal
such as lead or galliunif.you have taken any levels of lethal damage, any character touching you or
making brawling attacks against you takes one level of lethal damage per turn of contact. Your
brawling attacks also strike for +1 level of damage. If you have taken any levels of aggravated
damage characters touching you instead take two levels of lethal damage antraouing attacks

strike for +2 levels of damage.
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Does agg, maybe sonother stuff. City Gangrelor those taughProteanby City Gangrethay
choose to substitutéstreetwisdor Survival
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No action:spend 1 Blood Traitto activateEyes of the Bea$br a scene. Whilst this power is active,
your eyes glw a soft, feral red and you are able to see clearly in all forms of darky@ssaneven
partially mitigatesupernatural darkness caused ©ytenebrationseeShroud of Night
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No action:spend1 Blood Traitto grow long, bestial claws from your fingers which last until sunrise
or until you chose to sheath thenY.ourbrawl attacks withFeral Clawsleal one level ofaggravated
damageinstead of one level of lethalamage and you can clindny nonrhorizontal surfaceat your
normal movement rate.

www 9!'wel a9 5

As a Physical actiorspend 1 Blood Traitwhile touching soil to begin slowly sinking into the bosom
of the earth along with your clothing and small persopaksessions. At the end of the turn you
enter a semitangible and semtconscious state inhabiting the patch of soil you melded with.

You are immune to sunlight and all damage whilst in this state and can sleep during the day or even
enter voluntary torpa. You are aware of the passage of time and can elect to return to your normal
form on the surface at any poimtithout requiring an action

If the soil you inhabit is significantly disturbed (by digging, explosions or similar) then you
immediately returnto wakefulness, shooting up to the surface afwering dirt in all directions
(you can act on the following combat round).
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As a Physical actiorspend 1 Blood Traitto transform into either a wolf or a batYourclothing and
small personal possessiorase absorbed into this form and you cannot benefit from this or any
other equipment while the transformation last¥he transformation lasts until sunrise or until you
chose to turn backwithout requiring an action
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In wolf formyour base movement rate increases to 5, your claws and teeth allow ybuatel so

that all damage you do iaggravated damage and you have acute senses that allow you to track a
target that has passed through the area a maximum number of days ago eqyaltodots in
Protean(optionally modified by weather conditions).

As a Mental actionspendl Blood Traitwhen in wolf form to track a target from their spoor.aie
aMental ChallengeQurvivab | 3+ Ay ad I OKLI Steaji SNRa aSydalrft ¢NI A

If youwin, you can track the target for one scene unless their dotSlifiuscateare higher than your
Protean If you fail you cannot find any tracks, but either way you can repeat this challenge once a
scene has passed. This form does not let you actuallyrseagh anyObfuscatgowers.

In bat form your base movement rate increases to 10 and you can fly, however your Physical Traits
are limited to 3. You also possess keen senses that allow you to attempt to Qibfascate

As a Mental actionyou may spend. Blood Traitto make a Mental Challeng&rviva) against a
characteQ & a Sy (iStdalthe NI A Ga 6

If you win,the power in question is ended unless thdots inObfuscateare higher than your dots in
Protean
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As a Physical actiorspend 2 Blood Traitgo transforminto a floating cloud of mistYour clothing

and small personal possessions are absorbed into this form and you cannot benefit from this or any
other equipment while the transformation last$he transformation lasts until suse or until ya

chose to turn back, without requiring an action

Whilst in Mist Formyou cannot physically interact with your surroundings or speak, but you are
immune to damage other than fire or sunlight. CharacterMist Formcan physically interaawith

each other and even make brawling attacks by billowing aggressively at each other. You can fly at
the same speed you could walk, but cannot use your action to move as well.

In Mist Form, yu may use Mental or Social Disciplines with the exceptionlobdBBMagic or
Disciplines which requirelements ofa humanoid form such d@ominateand Melpominee
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Gain extra health levels equal to your dots Pmotean Your body cannot be transformed or
transmuted against your will unless the character doing so has equal or gréatesitude(or a
similar power) than your dots iRrotean Thesepowers arealways active.

No action:if your heart would be staked you capendl Blood Traitto subtly deflect this. Only
characters withMedicineor Auspexgreater than your dots iProteanwill notice you have not been
staked.

194



WOWWWw w 9!'wel [ hb¢wh]

No action: When Earth Meletd you may move through soil, clay or humus at your normal {non
flying) movement rate. You can continue moving this way until you emerge intoraiou can end
this powerat any timewithout requiring an action.

Whilst usingearth Controlou supernatually sense your surroundings, to the range of your normal
senses (includingleightenedSensedf you posses&uspe). You can make Physical Attacks against
other Cainites usingarth Meld, Earth ContrdFlow within the Mountairor similar powers, but you
must emerge from the ground to attack other characters.

No action:you emerge quietly and unexpectedly from the grouRdr the rest of the turn you may
useSurvivako re-test any Physical Challenge.

If the stone you pass through $sgnificantly disturbed (by digging, explosions or similar) then you
angrily return to the surface (you can act on the following combat round)
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As a Physical actiorspend3 Blood Traitdo transform into a perfect facsimile of any ctaee you

have ever fed uponYour clothing and small personal possessions are absorbed into this form, unless
it is humanoid in which case you can use equipment normahg. transformation lasts until sunrise

or until you chose to turn back, without reqirig an action.

Whilst using] 2 { A éur TReksT Misciplines and Abilities do not chamgeh the exception that
you can use any unusual methods of locomotion, such as flying, possessed by your neamdorm
your natural Brawling attacks strike for agravated damageYou are indistinguishable fromhe
creature you are duplicatinghts deception cannoevenbe deted¢ed by supernatural means, for
exampleyou have the auraf the duplicated creature and cannot be detected as a Wgraature

by Lupines.
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No action:if you deal or receive damage fromBaawlingattack, you may spend Blood Traitto
smear your opponent with some of your blood. The bl@pdeared character immediately returns
to their natural form, ending all powers amisciplines that change their form without requiring an
action. For the rest of the scene they cannot activate any transformative powers or Disciplines.
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No action:if you fail a Physical Challenge against another chardotead of calling for 8lood Re

test you may spend Blood Traitsto suddenly sink into the ground in a manner similarBarth
Meld, avoiding the consequences of the failed Challenge. Youhsanmove a number of paces
underground up to your movement rate for the tyrat the end of which you pop to the surfadé

you arebeneaththe character you were making a Challenge with at the end of this movement, you
can suddenly pop up behind themutamatically striking them once with @rawl or Melee attack
(Celerityor similar powers cannot be used to multiply the number of strikes nor you do not count as
beating the target outright on the Challenge).

WWWWWw WNCULUS a

As aPhysicalAction: spend 2 Blood Traitgo produce a dnch high duplicate of yourself from within
your mouth (see below) the Homunculuselies on your blood to live, so will generally obey you
without hesitation.

Asa Social Actionif you can see youdomunculusyou can cause it toome scurrying ovemext to
@2dz YR 0S3aAYy W{KIFIR2gAYy3IQ &2dz dzyiAt @&2dz OK22a$s
2 KAf ald WwW{KI Ri2anuicyld@O lorye dets indefendently.

No action:if you are affected by any power take damage from an attack whenHbmunculuss
WY{ KI R2 ¢ A y JDBlodPTdaEsand thaSlghiRinculugakes the effect of the power or damage
instead of you.

No action:if you damage a character wherHomunculust &8 W{ KI R2 ¢ A ¥HBdad Taid dzX a LIS
and yourHomunculusutomatically strikes that character once.

A Homunculushas 10 health levels, no Willpower Traits and as many Blood Trajtsudsad at its

time of creation(which count as yours for the purpose of Blood Bonds and can be drunk by other
characters) Its personality is a warped version of your own which often expresses your buried
desires; it speaks in a small squeaky voitbas the same Traits and abilitias you do but has no

Disciplines except fdProtean(with the exception oHomunculuy), Potenceor Fortitude It can take

Ala 26y OlAz2ya ¢KSy y20 W{KIR2gAYy3IQ &2dzx sKSIK
dictate.

Homunculudasts until youuse Homunculusagain or the creature dies or falls into torpdf.you do
not feed the Homunculusat least oneBlood Trait per night it also gets very grumpy and will
eventually wither and die, otherwise the creature counts as a free Lew¢tainer If you have
Subsume the Spirdr Eyes of the Szlachtgyou can use this power on yowtomunculuswithout
needing line of sigtto it.
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As a Physical actiorspend3 Blood Traitdo transform into a swarm of small creatures, such as rats,
scorpions or koi carpyour clothing and small personal possessions are absorbed into this form and
you cannot benefit from this or any other equipment while the transformation lasi&he
transformation lasts until sunrise or until you choose to turn bablich requires no action.

In swarm form your base movement rate increases to 5 and you can fit through angngap
enough to fit one of your composite creatures. Depending on the nature of these creatures you may
be able to effortlessly swim or fly at your normal movement rate, or burrow if you also Baxta
Control Your claws, teeth, suckers or stings allgeu to brawl so that all damage you do is
aggravated damage

Whenever you take damage from an attack, you may only ever take damage to a maximum of one
health level (per strike, if you are being hit multiple times, such as Gélerity as combatting you
involves tediously killing multiple component creatures. Conversely,-aireffect attacks such as
Firestormor Breathe the Sandstorraan damage you fully, although your mastery of your myriad
form prevents all of your component creatures being easilgdkiht once.

You can elect to split your swarm body to be in multiple places, however only the largest part of the
swarm is under your direct control, with smaller swarms either performing simplecoorbat tasks

for you or just staying out of troubl®®iq 2y S 2NJ Y2NB 2F @&2dzNJ KSI f GK f
independently. Damage to one part of your swarm body, caafigict other detached parts. You do

not fall into torpor until all of yourdetachedparts are full of lethal damage and you do not
expetience final death until all of your detached parts are full of aggravated damage. If all health

levels of a component swarm present in an area are full of aggravated damage, that part of the
swarm only is destroyed, although you cannot be patrtially reduictedtorpor this way.

No action:if you are subjected to a Beast, Mental or Social effect you may immediately detach a
component creature taking one level of aggravated damage that cannot be downgraded.

The component creature is subject to that effect, whilst the rest of your swarm form can act
normally.
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As a Physical actiorspend3 Blood Traitdo transform into a massive hybrid of your own body and
the animalyou feel most kinship with, often you will look alarmingly like enosform of a
shapeshifter.Your clothing and small personal possessions are absorbed into this form and you
cannot benefit from this or any other equipment while the transformatiortdaghe transformation

lasts until sunrise or until you choose to turn badhkich requires no action.

You cannot speak intelligibly or use tools or armour in this form and your Social Traits become 3.
Yourbrawling attacks strike for +1 level of damagedaall damage you deal is aggravated. You may
choose to modify your Physical Traits to be equal to your Beast Traits and you gain 5 extra health
levels.

You also possess unnaturally acute senses that help you [idrftescate

As a Mental actionyou may mée a Mental ChallengeSgrvivab | 31 Ay ad | OKF NI OG SNJ
(Stealth.

If you win, the power in question is ended unless their do®lriuscateare higher than your dots in
Protean

WOWWww ww {t9/¢w![ . hb,

As a Physical actiorspend3 Blood Traitsto transform into an intangible version of yourself that
otherwise appearsdentical to your normal formYour clothing and small personal possessions are
absorbed into this form and you cannot benefit from this any other equipment while the
transformation lastsThe transformation lasts until sunrise or until you chose to turn back, without
requiring an action.

Whilst in Spectral Bodyou cannot physically interact with your surroundings, but you can speak
normally and are immune to damage other than fire or sunlight. CharactévisnFormor Spectral
Bodycan physically interact with each other and even make brawling attacks by using waves of
opposing phase to annihilate each other. You can fly at the samedsyou could walk and can
phase through any object narrower than you, unless you also po&sadis Contrglin which case

you can even phase through solid earth.

In Spectral Bodyyou may use Mental or Social Disciplines including Blood Magic or ibesiwhich
require the ability to speak, such B®minateandMelpominee
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As a Physical actiorspend2 Blood Traitdo transform your body into an idealised human form with
no bestial featuresThe transformation lasts until sunrise or until you chose to turn back, without
requiring an action.

Whilst in this form, you are not affected by the Gangrel Clan flaw or amias physical flaws such
asDisfigured, One Ey@ Permanent Woundyou appear mortal, your skin is flushed and healthy and
your heart beats normally. Even your aura appears mortal to powers suttiradPerception

You may substitute your Social Trditsany Challenges involving Beast Traits, and you may call for a
Willpower re-test on Beast or Social Challenges without spending a Willpower Trait to do so.
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QUIETUS
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As a Mental actionSpendl Blood Traitio create an aura of silence around yourself for a scene. The
aura fills a roorrsized area, however you can exclude parts of the area if you wish and can decide
this on a turpby-turn basis.

Anything in the aura cannot emit sound, however sound from outsideatiea can still be heard
within; if you leave one roorsized area to another, the aura of silence follows.you

No action:spendl Blood Traitto make yourSilence of Deathemain in a roorrsized aredor the
rest of the night, or until yogancel it without requiring an action.

ww {/hwtLhbQ{ ¢h!' /|

No action: spend 1 Blood Traitto quickly coat a weapon, piece of ammunition or a fist with
poisonoushlood which remains potent for the rest of the scene.

Anyone struck with the poisoned weapon loses physical traits equal to your d@si@tus wiping
off or otherwise discharging the poison in the process.

Multiple poisoned strikesi.€. from re-application) are cumulativeMortals reduced to 0 physical
traits die, Cainites fall into torpor. Cainites can heal lost traits by expending Blood Traits on a two
traits-for-one Blood basis.

You may only have one weapon poisoned {byO 2 NLJA 2h/aQaény divendtime, but do not
necessarily have to use it yourself.

www 5!'DhbQ{ [V ]]

As a Physical actiorspend 1 Blood Traitand touch an opponent, which may require Rhysical
Challengelfrawl, dodge if the target is unwilling

On a success, the ppnent takes no damage, but becomes indelibly markgd smear of bload
Triggering the mark causes it to fade; an opponent can only have one such mark at a time, even if
two characters use this power on the same opponent.
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As a Mental actionAt any poin until sunrise, you may trigger the mark regardless of distance or

line of sight to the opponent. Spend any numbeNdgillpower Traitsto a maximum of your dots in

Quietusand make a Mentall@llenge ¢cculd I A Ay ad @& 2 dzNJ 2 Loy, Seffi Qa t K2
Control, Instingt

If you win, the marked charactéakes 3 levels ofLethal Damage for each Willpower Trait you spent
as you telekinetically cause the blood in their body to thrash around.

wowoww .Y QO /P w9o{{

No action: spend 1 Blood Traitto quickly coat a weapon, the ammunition for a single ranged
weapon or a fist witlcorrosiveblood which remains potent for the rest of the scene.

Anyone struck with theorrosiveweapon takes aggravated damage equal to the damage the attack
would normaly do.

You may only have one weapon poisoned by I f Q aat dny gi@niide, but do not necessarily
have to use it yourself.

Wowwww ¢! {¢9 hC 59! ¢

As a Physical actionspend 1 Blood Trait to spit blood at an opponent as a Mentah&lenge
(Occul) or Physical Ballenge Athletic®dy | I Ay ad (KS #iSDpdHy i Qa t Keaaiol

On a success the acidic blood deals 2 levels of aggravated damage or you may choose to destroy one
object visibly carried by your opponennless it has théndestructibleproperty.

You can combineTaste of Deattwith powers such asCeleritywhich allowyou to target multiple
opponents or damage opponents multiple timegthout additional expenditures. If you have
Projectileyour acidic blood deals 3 levels of aggravated dge

As a Physical actiorspendl Blood Traitto spit blood on an unattended object you can see, this
entirely destroys the object if it is no larger than something you could heft in two hands, or corrodes
a mansized hole in a larger object.
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As a Physical actiorspend1 Willpower Traitand make a Mental Challeng®d¢cul} against the
Physical Traitdlodgg of one character you can see.

If you win, that character begins dramatically haemorrhaging blood from their pores and loses one
physical trait and one Blood Trait for each dot you hav@imetus Mortals reduced to 0 physical
traits die, Cainites fall into torpor. Cainites can heat limaits by expending Blood Traits on a two
traits-for-one Blood basis.

Additionally, Cainites other than you who can see the character at this point enter rage frenzy
focused on that character unless they spe®elfControl, Instincor Willpower Traitdo suppress or
direct the frenzy as normal.

WOWWWw w 5995 ¢1 9 19!I'weQ{ 59{Lw9

As a Ritual action:spend 5 Blood Traitswhen you are not distracted by combat or similar
commotion. You meditate in perfect silence for a few moments and regaiillpower Trat. You
cannot benefit from thisuse & SS R G KS | BdreNdartbace pebsiendB

As a Mental actionspend?2 Blood Traitsand make a Mental Challenge against the Physical Traits
(Dodg9 of one character you can see.

If you win, that character isnveloped in maddening silence and cannot hear anything except their
heartbeat. Characters lose one Mental Trait for each dot you ha@iatus Characters reduced to

0 mental traits gain a permanent derangement. Cainites can heal lost traits by erpeBftiod
Traits on a two traitgor-one Blood basis.

WOWWWWw w t | wLCL/ ! ¢LhbDb

As a Physical actiorspendany number of Blood Traitéo a maximum of your dots iQuietusand
touch yourself or a single character; this may require a Physical ChallBrael,(bdge if that
character is unwilling.

You end one ongoing power or Discipline affecting the character you touch provided you have spent
Blood Traitsequal to or greater than the level of the power or Discipline affecting thHeuamification
does not affect blood bonds, vinculae or constant powers sudfoagude
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You can drink blood through any part of your body. When feeding you can always feed discreetly up
to full traits as long as the Blood Rating of the area is not 0

No action:Whenever you strike a character withBaawlingattack, or whenever a character strikes
you with aBrawlingattack, you may drain onBlood Traitfrom that character. Draining blood using
Leectstill causes the kiss in mortals and does notera blood bonds or other repercussions.

WOWWww ww .11 Qf . [ hh5, ¢! ] hb{

No action: spend2 Blood Trait to quickly coat a weapon or the ammunition for a single ranged
weapon with corrosive blood which remains potent for the rest of the scene.

Anyone struck with the corrosive weapon takes +1 level of danahgee whatthe weapon would
normally do and all daage dealt by the weapon is aggravated.

You may only have one weapon poisoned.by | f Q& . f & anR givere timk, oyt o not
necessarily have to use it yourself. Others using the dangerously corrosive weapon suffer one level

of aggravated damaget ¢he end of every turn they use iAny weapon poisoned by I | £ Qa . f 22 R
Talonds destroyed at the end of the scene unless it has the Indestructible trait.

wow@®»! a ¢1 9 | 9!'weQ{ wLxO9w

As a Physical actiorspendl Willpower Traitand make a Physic@hallengeBrawl, Dodgg against
one adjacent character.

If you win, for the rest of the scene that character cannot spend Blood Traits. You become instantly
aware of any Disciplines they possess which are powered by spending BloodMuoditds instead
fall unconscious for the scene or until they next take damage.

No action:a character under the effects & I Y 1 KS | $lsNdpedd anywkirgbsrdd Blood
Traits for any purpose you silently decree.
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SANGUINUS

Lend us a hand...

w. whel OwQ{ . [ hhb5

No action:spend any number dBlood TraitsEach turn you can spend a maximum number of Blood
Traits on. NP (i K S Ndydal to ol Bd® irSanguinus One other character you can see who
knows one or more dots iBanguinusnd with whomyou share a vinculum heals ofevel oflethal
damage or two lowered traits per blood you spend.

As a ritual actionspend5 BloodTraitsas long as you are not currently being distracted (by combat,
a catchy tune etc.). One other character you can she ®nows one or more dots iBanguinugand
with whom you share a vinculum heals one level of aggravated damage.

Www h/ ¢ht hb5

No action:spendl Blood Traitand pick one of your members or organe other character you
can see who knows one or more dotsSanguinusand with whom you share a vinculum has that
memberattachedto their bodyin a location of your choice. Simultaneously you lose the merber
organfrom your own body. At any one tim@, character can benefit frorar bestowa number of
bonus organs or members equal to their dotsSimnguinus

Bonus members provide the following benefits:

9 A character with an additional arm can use transformational powers suéteizd Clawr
Vicissitudemodifications but notPotenceF N2 Y G KIF G | N¥y® ¢KSe& Oy a&d
Brawlor Meleefor their own.

1 Whenever anything sudden happens or combattstaa character with an additional eye or
ear can move three paces or shout/think three words before combat rounds start or the
surprising occurrence actually occuf®hey canalsod dzo & (i A (i dzii SPerdefit®nfoR 2 y 2 N &
their own.

1 A character with an addiinal leg has their base movement increased by 1.

1 A character with an additional organ has their number of health levels increased by 1.

Conversely, lost members inflict the following penalties:

1 A character without an arm cannot perforattions using thaarm.

1 A character with one eye or ear cannot use Perceptiorability. If you lose both eyes your
abilities are limited to your dots iBlindsight

1 A character with one leg hadiseir base movementeduced to 1. A character with no legs has
their movementreduced to O

9 Each organ a character dates lowers their number of health levels by 1.
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As a ritual action spendl Blood Traitto activate Gestalt All characters within line of sight of each
other who simultaneously activat&estalt or who have one or more dots i8anguinusand who
spendl Blood Traitand1 Willpower Traitgain the following benefits for the rest of the scene:

1 They may substitut¢he Mental Traits of any other character who activa@dstaltinstead
of their own.

1 They may transfeWillpower Traitsto any other character that activate@estaltwithout
requiring an action.

No action: whenever any character in th&estaltis subjectto a Mental effect, they may spend
1 Blood Traitto have another character in th@estaltsuffer that effect instead of them.

wwww 2!'TY hC /!'LDbO9

As a ritual actionspendl Blood Traitwhilst you can see one or mowdlling Characteswho knows
one or mae dots inSanguinuand with whom you share a vinculuriror each other Characteoy
increaseyour effective dots in theGenerationbackground by 1 for the purposes Dbminateor
other Disciplinesonly (do not recalculate anything else based on ydBenerationand raise your
maximum Blood Pool by. 2

If you do sogachCharacter lowers their dots iGenerationby 1 for the purposes dbominateor
other Disciplines only and lowers their maximum BloodIPoy 2. Those Charactes may also
transfer any number of theiBlood Traitsto you and one of them may elect to exchange total
Physical Traits with you.

Walk of Caindasts for one scene. You can only benefit from one us¥alk of Cainat a time.

Wowwww [ h!' D} [!1¢95 9bc¢LC,

As a ritual action:spend3 Blood Traitsto merge physically wittone or more adjacent willing
Characters who spentl Blood Traitand who know one omore dots inSanguinusand who share a
vinculum with you. You transform into a hideous monster with your combined body mass, covered
in rippling muscles and jagged bones.

For the rest of the scene, each other Character in@oagulated Entitgannot move independently,
instead they are carried by you as they move. Furthermore they add their Health Levels, Blood Pool
and Blood Traits to your own and all of you share thisveen you. Each of you can still use their
own actions independently.
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SERPENTIS

The cult of the snake is on the rise.

w 9.9{ hC ¢19 {9wt9ob¢

As a Social actionspend 1 Blood Traitand make a Social Challenggubterfuge,Conscience,
Conviction against character whose eyes you can see

If you win,that character cannot move or perform actions as long as you maintain eye contact; your
eyes become large and golden with narrow irises. Gh&racter can defend themselvemrmally
and if they are attackedr take damage thekyes of the Serpernhds immediately.

ww ¢hbD!9 hC ¢19 ! {t

No action:spend1 Blood Trait and 1 Willpower Traib extend a long, hollow, forked tongue from
your mouth which lasts until the end of the scene otilyou chose to end tis power.

Yourbrawl attacks withTongue of the Asptrike forone level ofaggravated damagmstead of one
level of lethal damageinstead of dealing damage you can drink 1 Blood Trait from your opponent
who is affected byhe kissf mortal.

WhilstTorgue of the Asp @ | O A @S &ehsing OlrayfonsWiritite SiQarmbednot affected
by any form ohormaldarkness Youmay substitute your dots iSubterfugeor Blindfight

www {YLb hC ¢19 !'559w

As a Physical actiorspend 1 Blood Traitto transform into a squamougersionof your current form
(including already squamous forms such-asm of the Cobauntil dawn or until you choose to end
the transformationwithout requiring an action

Assuming your base form whsman;you still have limbs and can use weapons. Ntiistended jaw
allows you tadrink 2 Blood Traits with bite attacks Tongue of the Asp

No action:whenever you take aggravated damage from a source other than fire or sunlight you can
spend one or moralood Traits, each trait spent converts one level of aggravated damage to one
level of lethal damage. You cannot Ugesiliencer Imperviousnesto reduce this damage further.
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As a Physical actiorgpend 1 Blood Traitto transform into a humassized snake. Your clothing and
small personal possessions are absorbed into this form and you cannot benefit from this or any
other equipment while the transformation last§he transformation lasts until dawn or until you
choacse toend it without requiring an action

In snake form you can bite (usiBgawl) for aggravated damage or to drink 1 Blood Trait. You can fit
through any space wide enough to fit your head and cannot be grappled or physically restrained in
any way.

No action spendl Blood Traitif you bite a mortal. Poison from your bite inflicts seven levels of
aggravated damag@stead of the damage you would do normallihis biteleaves no obvious
wounds and resulting deaths aligely to be diagnosed as heart failure

WOuwww | 9T'we hC 5! wYb9{{

As a ritual actionyou remove your heart, or that of a willing, compelled or restrained character. The
removed heart must be placed within a mystical container (traditionally a canopic jar) which
preserves it indefinitely.

Chaacters without a leart are immune to staking and canick oneFrenzyTrigger whichthey no
longer havewhilsttheir heart is absent.

Anyone in possession of your heart counts as having a sympathetic line of effect to you for any
power, can stake you witla pencil and can put you to final death by dealing a sitgjel of
aggravated damage to the heart.

As a ritual actionwith the correct heart you can revers¢éeart of Darkness Y R NS G dzZNy | OKI |
heart to their body.

WOwww w !'{t9/ ¢ hC ¢I 9 Dhb5

As aPhysical actionspendl Blood Trait and 1 Willpower Tratb enhance yourself witlone ofthe

five divine aspects of Sefour body does not change significantly, however you gain distinguishing
features appropriate to the aspect you have chosen and red hair marking you as favouredldieSet.
transformation lasts until dawn or until you choose to end it without requirin@etion.

No action:spend1 Blood Traitto transform into a different divine aspect of set without ending
Aspect of the Gad

Pick one of the following aspects:
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1 Set the Kingg You become regal and imposing and can call fdfiépower re-test on any
challenges retesting onIntimidation or Leadership(even if you do not have the ability)
without needing to spend a Willpower Trait.

1 Set the Warrior¢ You become tall and muscular gainithgee additional health levels. You
cansubstitute your dots inSubterfug for the Brawl or Melee abilities anduse your Social
Traits in place of your Physical Traits.

1 Master of Storms; Your clothes and (red) hair whip to and fro as if buffeted by strong wind;
you can substitute your dots iBubterfugefor the Dodgeability. No action:spendl1 Blood
Trait, for the rest of the turn ranged attacks you make usiigletics, Archerpr Firearms
are guided by storm wind$iave unlimited rangand strike for +1 level of damage.

1 Lord of All Outside Egypt You perfectly blend in asrative of any nation or culture other
than Egypt (in this form you do not necessarily have red hair). You speak all languages native
to the region you are in and can substitute your dotsSubterfugefor the Streetwiseand
Bureaucracyabilities. Disciplhnes and powers such asura Perceptiortannot detect when
you are lying, unless the character using that power has equal or higher dots in it than your
Serpentis

1 Ruler of the Desert; Your skin flushes in a similar mannerBtush of Healthyour heart
resumes beating and your skin becomes tanned and wedikaten. Your aura appears
mortal when viewed by powers such Asra PerceptionAdditionally you are immune to all
poisons including those created by Disciplines sudQustusunless he character poisoning
you has equal or greater dots in that Discipline than y@eipentis

W W W BREADHTHE SANDSTORM

As a Physical actionspend 3 Blood Traitsto breathe a scorching sandstorm which erodes
everything in a 180° arc in front of you. Unattended objects without the Indestructable property are
destroyed and all surfaces become worn and pitted.

A number of characters within the area equal to yourgdwtSerpentisare hit by the full force of the
sandstorm and take three levels of aggravated damage unless they have dotsDodheability
equal to or greater than yousubterfuge

Wwowwww w h. {9{{Lhb

As a Social actionspend 1 Blood Traitand make aSocial ChallengeS(bterfuge,Conscience,
Conviction against one charactewhom you are talking to about apecific experience, object or
category or objects

If you win provided that it is 21:00 or earliewithout knowing why, the character will warnd
possess or experience tlseibject that you mentioned. If they do not manage to do so before 22:00
on a given night they will immediately enter rage frenzy directed against the closest chaxdatér
cannot be directed or avoided by spendiBglfContrd, Instinctor Willpower Traits. If the character

also does not manage to possess or experience the subject during the downtime period, they begin
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the following game on half their normal number of Willpower Traits rounded d@rsessiotasts
for a number of games or downtime periods equal to your dotSarpentis

WOWWw w htlI L5L!'b LbC9{ ¢! ¢cLhbD

As a Physical actiorspendl Willpower Traitand touchan opponent, which may require a Physical
Challengelfrawl, dodge if the target is unwilling.

On a success, the opponent takes no damage,idbumystically marked anstarts experiencingn
odd squirming feelingvithin their innards.

As aSocialaction: At any point until sunrise, you may trigger the mark regardless of distance or line

of sight to the opponent. Spend any numberBibod Traitsto a maximum of your dots iSerpentis

and make aSocialChallenge Subterfugé | I Ay ad @& 2 dzNJ tRits(FRubyfedygd Qa t K&
Conscience, Convictijpn

If you win, the marked charactdoses1 Blood Traitand takes2 levels ofAggravateddamage for
eachBloodTrait you spent as yotansmute their blood into poisonous snakéscharacter killed by
Ophidian Inéstationruptures into a swarm of bloody snakes under your unspoken control.

The swarm is treated as one creature with health levels equahéoBlood Traits lost by the
character killed byOphidian InfestationThe swarm has a base movement of three gmand is
immune to Social, Mental and Beast Challenges. It has no Blood or Willpower Traits and has Physical
Traits equal to its health level8s itsPhysical actiorthe swarm can sacrifice up to two health levels

to automatically deal two levels of agiyated damage to one character withinawlingdistance.

WOWWWwWw w tI h. L!

As a Social actionspend 1 Blood Traitand make a Social Challengsubterfuge,Conscience,
Convictiol against one character whom you are talking to about a speexfierience, object or
category or objects.

If you win, without knowing why, that character gains an additional fear frenzy trigger relating to the
subject you were discussing. If the character is already under the effeBtisaifia,the most recent

use ofthe power replaces all previous usages. The additional frenzy trigger lasts until the character
resisted or guided a frenzy caused by it a number of times equal to your de&sientis

WOWWw w ¢ tl hbL/ .95 {¢

As a Physical actiorspend3 Blood Traitgo transform into a huge hybrid creature that looks either

like a jackal or an anteater depending on which Egyptologist you ask. Your clothing and small
personal possessions are absorbed into this form and you cannot benefit from this or any other
equipmentwhile the transformation lasts. The transformation lasts until dawn or until you choose to
end it without requiring an action.
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In Typhonicform you may choose to modify your Physical Traits to be equal to your Social Traits,
your brawlingattacks strikgor +1 level of damage and you gain 3 extra health levels.

No action:whenever you take aggravated damage from a source other than fire or sunlight you can
spend one or mord3lood Traits each trait spent converts one level of aggravated damage to one
levd of lethal damage. You cannot uResiliencer Imperviousnest reduce this damage further.
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SPIRITUS

Every rock and tree and mountain has a life, has a spirit, has a.name

wWSPEAK WITH SPIRIT

No action spendl Blood Traitto activateSpeak with Spirit-or the rest of the scengou can smell

the presence of spirits in theearUmbra judging their approximate power and distance. You can

identify animal spirits with accuracy and can communicate with them thrdalgpathic visions and

empathic sensations. This communication is4#wd & YR YySSR y2i KI@S GKS
however spirits are not compelled to obey you or even necessarily like you.

w BUMMON SPIRIT BEASTS

As a Beasaction: spendl Blood Traitto silently and instantly call an animal spirit to you. You may
specify the type of spirit you would like to call, however spirits will generally only be present if they
are typically native to the Domaisized area around you in the real worlflyou summa a Spirit
Beast any previous spirits obeying one of your requests depart, freed from their obligation to you.

You may give one request to the summoned spirit uSpgak with Spiritwhich it will obey unless
the request goes against the nature of thatirt. Spiritsexist in thenearUmbra can see the real
world, but generally cannot be seen back without special powers. Sgaritgenerally do one of the
following:

1 Observe an area within a domasized area and report back when a condition is met.

1 Renain with you for a scene using their supernatural insight to aid your own perceptions;
you may substitute your dots inCosmologyfor Animal Ken, Awareness, Empathy
Investigation Spirit Loreor Subterfuge.

9 Possess an objecbestowing it with a single oreait property for one scene beyond any
properties it previously had.

w WASPECT OF THE BEAST

No action spendl Blood Traitto become possessed by an animal spirit of your choice granting you
one of the following benefits for the rest of the night, antil you activateAspect of the Beastgain:

1 CI f O2 yau cah 8ubstitute your dots Dosmologyor Investigationandyou can see
anything you have a clear line to within a Gtyed area around you with great clarity.

1 Sounds of the Cricket You can choose to emit an annoying grating sound whenever you
wish. Cainites subjected to this noise farnumber of turns equal to their dots Instinctor
SeltControlenter rage frenzy with you as the target.
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Swiftness of theStagg you can substitute your dots i@osmologyor Dodgeand your base
movement rate increases by a number of paces equal to your d@pinitus

Strength of the Bear, you can substitute your dots i@osmologyor Brawlandyou can end
Aspect of theBeast tocall for a Blood retest on a Physical Challenge without needing to
spend a Blood Trait

Ferocity of the Cougag you can substitute your dots idosmologyor Courageand can end
Aspect of the Beasb resist any fear frenzy, instead of spending a WillpoTrait.

. S| @S N&you cart uséSosmologyto re-test bite attacks. You can ermfspect of the
Beastwhenever you bite a character to deal an additional level of damage with your bite.
{ S NLJI¥ghantz §ou can us€Cosmologyo re-test bite attacksYou can endspect of the
Beastwhenever you bite a character to inject that character with venom thatisieaven
levels of aggravated damage to mortals.

I KI'YSt S2y Q¥ou da dulstitaieEyour dots Posmologyor Stealth Your skin and
clothing take on the colours of your surroundings, if you do not move in a turn you are
hidden in a similar mannerotUnseen Presenceahis can be pierced byAuspex(see
Heightened Senskgas if you ha®bfuscateequal to your dots itspiritus

Leapfrogg You can substitute your dots osmologyor Athletics,you can endAspect of
the Beastto make a mighty leap insad of moving. Your maximum leap distance is a
number of paces equal to twice your dots Spiritusand you may leap over a maized
target.

Ears of the Hare You can substitute your dots ®osmologyor Awarenessyou have acute
hearing and whenever eombat starts you can enfispect of the Beasb move three paces
or shout three words before combat starts.

Nose of the Hound; You can substitute your dots fdosmologyfor Survivaland you have
acute senses that allow you to track a target that hasspdghrough the area a maximum
number of days ago equal to your dots Bpiritus (optionally modified by weather
conditions).As a Mental actionspendl Blood Traitto track a target from their spoor. Make
a Mental ChallengeSurviva) against a charactera a Sy { Stdalthdf Mdu wid, §ou éan
track the target for one scene unless their dotsOhfuscateare higher than youBpiritus If
you fail you cannot find any tracks, but either wagpect of the Beasinds once you have
found your quarry or lost their trail.

Squirrel Balance; you can substitute your dots i@osmologyor Athletics you can balance
effortlessly on any object that can support your weiginid can endAspect of the Beadb
take no damagefrom falling.

w 0w &MGLING FURY

As a Ritual actionyou may entirely consume the soul of one animal spirithe nearUmbra such
as those summoned witbummon Spirit Beasts restore 1 Willpower Trait UsingEngling Fury
lends strength to your beasnd counts as &vel 1 sinon any Path (even if such an act fits with your
I KI Ny O SNRa SGKAOauv®
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W W wkbld WILDEBEEST

As aBeastaction: spend3 Blood Traitsto transform yourself into a feral, semi chite version of
yourself. Your clothing and small pgonal possessions are absorbed into this form and you cannot
benefit from this or any other equipment while the transformation lasthe transformation lasts
until sunrise or until you choose to turn baskich requires no action.

Your Social Traits beee 3. You may choose to modify your Physical Traits to be equal to your Beast
Traits, youtbrawlingattacks strike for +1 level of damage and you gain 3 extra health levels. You also
possess keen senses that allow you to attempt to pi€béuscate

As aMental action: you may spend. Blood Traitto make a Beast Challengégsmology against a

OKIF NI OGSNDaStea®y Gt ¢NFAda 6

If you win, the power in question is ended unless their do®lriuscateare higher than your dots in
Spiritus

WWwwww TEORM L wlL

No action:spend2 Blood Trais and announce that you have transformed into a ghostly, glowing
animal. For the rest of the scene you e fully andarget spirits or other characters in the near
Umbra with any powers, abilities or attacks. They ¢arget you in the same waidditionally you
can fly at your normal movement speed.

As aBeastaction: Spend and. Willpower Traitwhilst youare inSpirit Form At the end of the turn
you are transported into the neddmbra along with any clothing or equipment you are carrying.

As a Beast action: whilst you are in the neadmbra to transport yourselfinstantly into a
coterminous area of the real world along Witany clothing or equipment you are carrying that
originated in the real world.
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TEMPORIS

Allows time travel plots to occur.

w ¢La9 {9b{9

You always know what time it is and can sense any disruption to the time stream such as powers of
Temporis use of ime Magic or the activation o€eleritywithin a buildingsized area around you.
You are aware of the distance and direction of such powers and know instinctively how they work.

ww w!a.[9 hb

As a Mental actionspend1 Blood Trait(as an action) and make a Mental Challen@eoult, Self
Control, Instingtagainst a single character.

LT @2dz ¢ A Y Zneit EcBon @Est bihesarBeNdR the last one they took before or during
the activation ofRamble OnTheir next movement mst also be the same as their last movement. If
either of these things are impossiblbat charactermust simply skip their next action or movement.

www Yha. L9Q{ [ w{?9

As a Mental action:spend 1 Willpower Traitand make a Mental Challeng®dcult, SelControl,
Instinc) against a single character.

If you win, thatcharacter is slowed in time for the rest of the sceBéowed characters have a base
movement of one pacecannot activateCelerityand cannot call for ability Feests on challenges.

If a Jowed character has dots iGelerityequal to or greater than youfemporisthey can,as their
Physical actionspendl Blood Traito instantly ends2 Yo A SQ& [/ dzNAE S
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WOWww Cwh»9b h. W9/ ¢

No action: Spendl Blood Traitto freeze in time one object (or gup of small objects, such as a
burst of bullets or a swarm of robot bees) that you can see and that is not currently in contact with
any character.

As a Mental actionspendl Blood Traitto useFrozen Objeabn any attended object that you can
4SS 20KSNJ dKFy I OKI N¥ Od S NacultDSelEankoh yisirdtagaihst S | a ¢
all characters in contact with the object.

If you win on all challenges, the object is frozen in time.

Objects frzen in time keep any energy anomentum butappear still and hover in place (fires
appear not on fire and do not trigger Frenjzyrrozen objects cannot be moved in any way for the
rest of the scene, or until you choose to-freeze thent ¢ KA OK Re &agfidd You Byl dz
also permit objects to renter normal time wheneveanothercharactemexttouches them.

wwoww hel hQ{ DLC¢

No action:spendl Blood Traitto accelerate timeso that you caractivate a single target attack or
Discipline againstwo characters You may instead choose to activate two different single target
Disciplines simultaneously against two separat@ractersusing the same actiomwho are valid
targets for their respective powern this case this action occurs at the slowefkthe two Challenge
speeds if these are differemind you must pay the activation cost for the second Discipline.

No action:if you winrock-paper scissors on a Challenge outrighti may spend. Blood Traitto
apply the effects of the power twicadouble the duration of the effecor apply the effects of
another singletarget Discipline that you know if you also pay the activation cost for that Discipline
and the character you are affecting is a valid target for that powe&u mayusethis use ofCloti2 Q a
Gift if you have more Traits in the relevant attacking category than the defender has in the
defending category for each Discipline power you wish to apply.

For each other Discipline power you activate in the same round ds 2 (i K 2taReioneDldval of
lethal damage as you are clawed at by uns#d@ngsthat lurk in the corners of your visiotf. you
attempt to use any of the powers @elerity Dual Thought, Blgk Metamorphosi®r similar powers

that allow attacksagainst multiple characters anultiple strikes on one targedt the same time as

[ f 2 ( K3duare Rrhcved from reality by these unseen forces at the end of any round in which
you do so.

W wWwwOWALKER

No action:when a power or attack is declared against you, speMlillpower Traitto step outside
of time and automatically defend against that power or attack unless your opponentélasityor
Auspexequalto or greater than your dots ifiempais.
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Outside of time you may move normally, but you cannot interact with or in any way affect or be
affected by creatures or objects from the main timeline.

No action:at the end of each subsequent turn youay elect to remain in the alternate dimension
which case unseen beings lurking at the corner of your vision strike you for one level of lethal
damage Otherwise youeturn to the normal timelineln the round you reappear, extra preparation
time allows you to automatically succeed one Mental or Physical Challenge you make (although
this may be reested normally).

WOWWw ww T hC 1159{Q [/ h, wt¢

As a Rituahction: you may spend Willpower Traitto compresgi A YS 42 GKF G Fy2G§KSNJI
of time can now pass without the first scemanding. This affect applies to anyone in a resized

area around you that you choose to affect, anyone physically present but not part of the time
compression cannot be harmed or interacted with in any way.

As a Mentalaction: spendl1 Willpower Traitto transport everyone in a roofsized area around you
to the start of the following evening. Characters other than goany character witifime Sensare
refreshed by this process and regaliWillpower Trait if this is the first timethat they have
benefitted from!l | £ £ 2 F ItHisRi§hd @hich iRisibyXefinitiorCharacters witiTime Sense
instead feel a sense of repetition and deja from this process and count any night they start due to
I FE£f 27F lasdr Exéewsion ofteNpidevious night
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THANATOSIS

Names are for tombstones, baby...

w 11 DQ{ 2wLbY[ 9{

No action:spendl Blood Traitto make your skin incredibly stretchy for the rest of the scene. You
can make your appearance horrific, but unrecognisable, descend safely to the ground on a fleshy
parachute if falling or act as the sail when standing on a small boat.

As aPhysical actionspendl Blood Traitto hide anyarmour you are wearing or angbject you
could fit into a large pocket in a pouch of your fleShe item is hiddenntil you choose to retrieve
the item without requiring an action. Once per scene a characan use their Physicalaction to
make a Mental Challengivestigation) against your Physical Traifh@natology.

If they win, they determine that you have a hidden item, but cannot tell what it is unless you elect to
reveal it, or they cut it fronyour flesh by dealing you at least one level of damage.

w ®UTREFACTION

As a Physical actiorspendl Blood Traitand make a Physical Challengédnatology, Dodgeto
touch a character within melee range.

If you win, that character starts to physicallgaghywhenever they exert themselvder the rest of
the scene. Whenever that character participatesdck-paperscissors, theyose onePhysicallrait
and one Social Trajincluding one for each reest) after the Challenge is resolvedegardless of th
outcome.

Characters reduced to 0 traits must relent on all Challengekat category Cainites can heal lost
traits by expending Blood Traits on a two trefits-one Blood basis.

W WASHES TO ASHES

As a Physical actiorspend2 Blood Traitdo transfam into pile of ashes. The transformation lasts
until sunrise or until you chose to turn back without requiring an action.

Whilst Ashes to Ashes active, you cannot physically interact with your surroundings, speak or
move, but you are immune to damagecluding fire or sunlight and can perceive the area around
you. If you are deliberately spread over a wide area, you may choose wherefdomreanywhere

you were spread to, however you take a single level of lethal damage and may be missing the odd
fingeNJ 2NJ y2a4S AT &Whik indh® XaBn/yOuicanhdt ativateRDisdiplines other than
Fortitude
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