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Introduction 

²ŜƭŎƻƳŜ ǘƻ ǘƘŜ ǊǳƭŜǎ ŦƻǊ bƻǊǿƛŎƘ {ŀōōŀǘΣ ŀ ƭƛǾŜ ǊƻƭŜǇƭŀȅƛƴƎ ƎŀƳŜ ōŀǎŜŘ ƛƴ ǘƘŜ Ψ²ƻǊŘ ƻŦ 5ŀǊƪƴŜǎǎΩ 

setting (aka. One World of Darkness, Old World of Darkness) created by White Wolf Publishing and 

currently owned by White Wolf Entertainment (a subsidiary of Paradox Interactive). These rules are 

adapted from aƛƴŘΩǎ 9ȅŜ ¢ƘŜŀǘǊŜΥ [ŀǿǎ ƻŦ ǘƘŜ bƛƎƘǘ, aƛƴŘΩǎ 9ȅŜ ¢ƘŜŀǘǊŜΥ Laws of the Night Revised 

by White Wolf Publishing and Laws of the Night: Vampire the Masquerade by By Night Studios along 

with a whole host of supplements for both of these game lines and the tabletop Vampire: the 

Masquerade game. 

¢ƘŜ Ψ²ƻǊƭŘ ƻŦ 5ŀǊƪƴŜǎǎΩ is much like the modern-day real world, however supernatural creatures 

such as Vampires and Werewolves are real and have their own politics, wars and society, all hidden 

ŦǊƻƳ ǘƘŜ ǳƴǎǳǎǇŜŎǘƛƴƎ ƳŀǎǎŜǎ ƻŦ ƘǳƳŀƴƛǘȅΧ 

Norwich Sabbat is principally concerned with 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 

ŎŀǳǎŜǎΧ 

All Vampires are supposedly part of a global ƻǊƎŀƴƛǎŀǘƛƻƴ ŎŀƭƭŜŘ ǘƘŜ Ψ/ŀƳŀǊƛƭƭŀΩ ǿƘƛŎƘ ǳǇƘƻƭŘǎ ǘƘŜ 

ΨaŀǎǉǳŜǊŀŘŜΩΣ ǘƘŜ ƛŘŜŀ ǘƘŀǘ ±ŀƳǇƛǊŜǎ ǿƛƭƭ ƻƴƭȅ ōŜ ǎŀŦŜ ƛŦ ƘǳƳŀƴƛǘȅ ŘƻŜǎƴΩǘ ōŜƭƛŜǾŜ ǘƘŜȅ ŜȄƛǎǘΦ ¢ƘŜ 

Camarilla is an oppressive neo-feudalist societyΣ ǿƘŜǊŜ ǘƘŜǊŜ ƛǎ ƻƴŜ ±ŀƳǇƛǊŜ ΨtǊƛƴŎŜΩ ǿƛǘƘ ŀōǎƻƭǳǘŜ 

authority over each City with a significant population of VampƛǊŜǎΣ ƻŦǘŜƴ ǊŜŦŜǊǊŜŘ ǘƻ ŀǎ ŀ Ψ5ƻƳŀƛƴΩ ƻǊ 

ǘƘŜ ƳƻǊŜ ƛƴŦƻǊƳŀƭ ΨCƛŜŦΩΦ Lƴ ǘƘŜ /ŀƳŀǊƛƭƭŀΣ ǘƘŜ 9ƭŘŜǎǘ ŀƴŘ Ƴƻǎǘ ǇƻǿŜǊŦǳƭ ±ŀƳǇƛǊŜǎ όƛƴŎƭǳŘƛƴƎ ǘƘŜ 

Prince) have all of the power and use younger Vampires as pawns and cannon-fodder, who they 

keep in line through fear, manipulation and the power of ingested Vampire blood which creates 

mind-ŎƻƴǘǊƻƭƭƛƴƎ ΨōƭƻƻŘ ōƻƴŘǎΩΦ !ǎ ŀ ǊŜǎǳƭǘΣ ŀŘǾŀƴŎŜƳŜƴǘ in Camarilla society is only achieved 

through nepotism, backstabbing and skulduggery and immortality is often very, very short.  

VaƳǇƛǊŜ ƳȅǘƘƻƭƻƎȅ ǎǘŀǘŜǎ ǘƘŀǘ ŀƭƭ ±ŀƳǇƛǊŜǎ ŀǊŜ ŘŜǎŎŜƴŘŀƴǘǎ ƻŦ ǘƘŜ ōƛōƭƛŎŀƭ /ŀƛƴŜ όǘƘŜ ΨŜΩ ƳŀƪŜǎ ƛǘ 

more Vampire-ey!) who transformed into the first Vampire after being cursed by God for inventing 

ƳǳǊŘŜǊ ƻƴ Ƙƛǎ ōǊƻǘƘŜǊ !ōŜƭΦ /ŀƛƴŜ ƳŀŘŜ όΨŜƳōǊŀŎŜŘΩύ ƳƻǊŜ ±ŀƳǇƛǊŜǎ όǘƘŜ Ψнnd DŜƴŜǊŀǘƛƻƴΩύ ǿƘƻ ƛƴ 

ǘǳǊƴ ŜƳōǊŀŎŜŘ ǘƘŜ Ψ!ƴǘŜŘƛƭǳǾƛŀƴǎΩ ŜŀŎƘ ƻŦ ǿƘƻƳ ƛǎ ǘƘŜ ǇǊƻƎŜƴƛǘƻǊ ƻŦ ŀ ±ŀƳǇƛǊŜ ƭƛƴŜŀƎŜ ƻǊ Ψ/ƭŀƴΩΦ 

Some tales state that the Antediluvians will rise and destroy their progeny during the vampiric 

ŀǇƻŎŀƭȅǇǎŜ ƻŦ ΨDŜƘŜƴƴŀΩΦ bŀǘǳrally, this story is dismissed as figurative mythology or a far-fetched 

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

9ƭŘŜǎǘ ŀƳƻƴƎǎǘ ǘƘŜƳ ǿƘƻ ƪƴƻǿ ǘƘŜ ǘǊǳǘƘΧ 

The characters in this game are part of a smaller, but globally growing organisation/cult of Vampire 

ǊŜōŜƭǎ ŎŀƭƭŜŘ ǘƘŜ Ψ{ŀōōŀǘΩ ǿƘƻ ŜȄƛǎǘ ǘƻ ŦƛƎƘǘ ǘƘŜ /ŀƳŀǊƛƭƭŀ ŀƴŘ ǘƘŜ ǾŜǊȅ ǊŜŀƭ !ƴǘŜŘƛƭǳǾƛŀƴǎ ƴƻǿ ǘƘŀǘ 

Gehenna has clearly started. Members of the Sabbat claim to follow the original decrees of Caine, 

who ǘƘŜȅ ǎŜŜ ŀǎ ŀ ǊƻƭŜ ƳƻŘŜƭ ŀƴŘ ǇƻǎǎƛōƭŜ ǎŀǾƛƻǳǊΦ {ŀōōŀǘ ±ŀƳǇƛǊŜǎ ǊŜŦŜǊ ǘƻ ǘƘŜƳǎŜƭǾŜǎ ŀǎ Ψ/ŀƛƴƛǘŜǎΩ 

ŀƴŘ ƻŦǘŜƴ ǊŜŦŜǊ ǘƻ ǘƘŜ {ŀōōŀǘ ŀǎ ǘƘŜ Ψ{ǿƻǊŘ ƻŦ /ŀƛƴŜΩ ǿƛǘƘ ǘƘŜƛǊ Ŏƻƻƭ ǎǇƛƪŜȅ ǳǇǎƛŘŜ-down ankh 

symbol representing this. The Sabbat tends to attract newer, edgier Vampires who are willing to step 

out of line and break the taboos of traditional Vampire society. Sabbat ŦƻǊƳ ƛƴǘƻ ƎǊƻǳǇǎ ƻǊ ΨǇŀŎƪǎΩ 

which work together to overcome individually more powerful Camarilla Vampires, using the power 

of mystical rituals ƻǊ ΨRitaeΩ ǘƻ ǳƴƛǘŜ ǘƘŜƳ ŀƴŘ ōǊŜŀƪ ǘƘŜ ōƭƻƻŘ-bonds of their Elders. Naturally, 
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someone has to direct these fractious packs and so the Sabbat has its own pseudo-religious 

ƘƛŜǊŀǊŎƘȅΣ ǿƘƛŎƘ ƛƴŎƭǳŘŜǎ Ψ.ƛǎƘƻǇǎΩ ƻǊ Ψ!ǊŎƘōƛǎƘƻǇǎΩ ǿƘƛŎƘ ǘŀƪŜ ǘƘŜ ǇƭŀŎŜ ƻŦ tǊƛƴŎŜǎ ƛƴ {ŀbbat 

5ƻƳŀƛƴǎ ƻǊ ΨŘƛƻŎŜǎŜǎΩΦ  

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 Cainite oŦ ǘƘŜ ²ƻǊƭŘ ƻŦ 5ŀǊƪƴŜǎǎΧ  

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 experience points for a new character. 

Rapidly Explained Statting Rules 

Traits ς 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/Conviction, Courage and Self-Control/ Instinct 

Disciplines ς 12 xp spent on in clan disciplines 

Generation - starting generation is 8th, gain 1 xp for each higher gen you would like to be 

Willpower ς determined by generation 

Blood ς determined by generation 

Merits/Flaws ς point-for-point, flaws in excess of your merits grant bonus xp, you can benefit from 

up to 7 xp of flaws. 

Experience Points ς 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+ 

±ƛǊǘǳŜǎ Ґ ŘƻƴΩǘ ŜȄƛǎǘ ŀƴŘ ŀǊŜ ƴƻǿ ŀōƛƭƛǘƛŜǎ 

Willpower = 3 

Path of Enlightenment = Use tabletop sin ratings 1 - 10 (or double the ones on the website if you 

ŎŀƴΩǘ ŦƛƴŘ ǘŀōƭŜǘƻǇ ǊǳƭŜǎύΦ 

Merits = point-for-point 
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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 Disciplines = Based on the single highest prerequisite discipline at in-Clan cost 

 

 

Challenges 

²ƘŜƴŜǾŜǊ ǘƘŜ ƻǳǘŎƻƳŜ ƻŦ ŀ ŎƘŀǊŀŎǘŜǊΩǎ ŀŎǘƛƻƴ ƛǎ ƴƻǘ ŎŜǊǘŀƛƴΣ ŀ ΨŎƘŀƭƭŜƴƎŜΩ ƛǎ ƳŀŘŜΦ /ƘŀƭƭŜƴƎŜǎ Ŏŀƴ 

either be made against other characters (players or non-players) or against a set difficulty; the latter 

ǿƛƭƭ ōŜ ǊŜŦŜǊǊŜŘ ǘƻ ŀǎ ΨǎǘŀǘƛŎΩ ŎƘŀƭƭŜƴƎŜǎΦ ¢ƘŜǊŜ ŀǊŜ ŦƻǳǊ ŎŀǘŜƎƻǊƛŜǎ ƻŦ ŎƘŀƭƭŜƴƎŜΣ ŎŀǘŜƎƻǊƛǎŜŘ 

according to the trait category used. The categories are Beast, Mental, Physical and Social; if 

multiple challenges happen simultaneously (such as during combat) these are resolved in the 

aforementioned order. Occasionally a challenge on one trait type may be defended against using 

ŀƴƻǘƘŜǊ ǘǊŀƛǘ ǘȅǇŜ όŜƎΦ ŀ ƳŀƎƛŎ ǎǇŜƭƭ ǘƘŀǘ ǳǎŜǎ ǘƘŜ ŀǘǘŀŎƪŜǊΩǎ aŜƴǘŀƭ ¢Ǌŀƛǘǎ ƻǇǇƻǎŜŘ ōȅ ŀƴ ƻǇǇƻƴŜƴǘΩǎ 

Physical Traits) in which case the challenge goes at the speed of the trait type 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 challenges you will 

need someone nearby to stand-in as a defender! If two challenges happen at the same time (ie. they 

ǎƘŀǊŜ ǘƘŜ ǎŀƳŜ ǘǊŀƛǘ ŎŀǘŜƎƻǊȅύ ǘƘŜƴ ǘƘŜȅ ōŜŎƻƳŜ ŀ ǎƛƴƎƭŜ ΨƻǇǇƻǎŜŘΩ ŎƘŀƭƭŜƴƎŜ ǿƛǘƘ ōƻǘƘ ŎƘŀƭƭŜƴƎŜǊǎ 

as the attacker, meaning that generally only one of them will succeed! 

Challengers play rock, paper, scissors (you can use an app or a three-sided die for this if you prefer!) 

and if an attacker wins against one or more challengers, whatever they are trying to do succeeds 

against any challengers they beat (unless a re-test is called for, see below). If two challengers make 

the same bid then both parties compare traits and if an attacker has more, they succeed in the 

challenge (for a static challenge this will be a set number). If both challengers have the same number 

of traits, the defender wins unless the attacker has a speciality (see below). If there is no defender, 

nobody wins.  

 

Re-tests  

If you are defeated in a challenge you may call for a re-test if you have a relevant ability (all 

challenges will generally be associated with one or more abilities noted in italics after the challenge). 

You cannot call for this re-test if your opponent also has a relevant ability of an equal or greater 

level.  In Beast, Mental or Social challenges you may also spend a Willpower Trait to call for a re-test 

or to cancel any ability (but not Blood or Willpower) re-test. In Physical Challenges, Vampires can 

spend a Blood Trait to call for a re-test, or cancel a re-test with the same caveats as Willpower. If a 



11 
 

re-test is not cancelled, play rock, paper, scissors again as above. A challenge can be re-tested once 

with an ability and once per challenger with 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 defender, Firearms and Athletics can only 

be used as an attacker, Dodge, Self-Control, Courage and Instinct can only be used as a defender. 

 

 

Combat 

Combat is divided into rounds, which represent six seconds of in-character time. During each round 

you can move and perform an action. Both of these generally happen simultaneously, but technically 

there is an order in which these take place if it becomes important (ie. during some sort of crime 

thriller style foot chase). 

The movement phase technically happens first; by default characters can move 3 paces. During this 

time you should also identify any characters you are attacking or otherwise using powers 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 order Beast, Mental, Physical then Social. If two characters take an 

action against each other at exactly the same time (eg. 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 following as an action: 

Move More: Move another 3 paces (as a Physical action). 

Attack: Make a Physical challenge (as an action) (Athletics, Brawl, Melee, Firearms, Dodge) against 

an opponent who has been in range of you at some point during the round. If you succeed 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 occurs. Make 

a Physical challenge (Brawl, Dodge) that opponent (as an action). If you succeed your opponent may 

not move any more this turn and cannot move on the following round. If you fail, your opponent can 

ǘŀƪŜ ŀƴȅ ƳƻǾŜƳŜƴǘ ǘƘŜȅ ŘƛŘƴΩǘ ƘŀǾŜ ŎƘŀƴŎŜ ǘƻ ŜŀǊƭƛŜǊ ŀƴŘ ƳŀƪŜ any actions you were preventing 

them from doing even if this results in acting out of order. If you move before the end of the 

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

Bite (Vampire only): Make a Physical challenge (as an action) (Dodge) against an opponent who has 

been in range of you at some point during the round (NB: the attacker on this challenge cannot call 

for an ability re-test by default). If you succeed you can either inflict your normal brawling damage 

on your opponent with one level of lethal damage converted to aggravated damage or drain one 
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Blood Trait from them. If you choose the latter, a mortal must then spend one Willpower Trait to 

resist the ecstasy of the kiss otherwise 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 

Ψƴƻ ŀŎǘƛƻƴΩύΦ {ƻƳŜ 5ƛǎŎƛǇƭƛƴŜǎ ƻǊ ǇƻǿŜǊǎ ŀǊŜ ŜǾŜƴ ƳƻǊŜ ǘƛƳŜ ŎƻƴǎǳƳƛƴƎ ŀƴŘ ǊŜǉǳƛǊŜ ƻƴŜ ƻŦ ǘƘŜ 

following to use (noted in the description): 

Ritual Action ς A ritual action is generally something a bit cumbersome to do in combat rounds, but 

only takes as long as you want to spend roleplaying it outside of combat (eg. a ritual can take about 

30 seconds if you just want to cast a ritual before walking into a gathering, or it can 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 ς A downtime action is something that is a bit cumbersome 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 protect-the-ritualist scenario) it 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 damage ς lethal and aggravated. 

Vampires can spend Blood Traits at any time to heal lethal damage on a one-for-one basis. 

Aggravated damage cannot be healed during game time by default, but is assumed to be fully healed 

between games. 

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

Beast Traits. You may not spend Blood Traits to heal damage once you have fallen into torpor (ie.  

once the damage has been announced it is too late!). Any damage, lethal or aggravated, taken 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 has been announced it is too late!). 

 

Getting a Stake through the Heart 

Vampires, including the characters can be paralysed by transfixing their heart with wood, a condition 

ǿƘƛŎƘ ƛǎ ƻŦǘŜƴ ǊŜŦŜǊǊŜŘ ǘƻ ŀǎ ΨōŜƛƴƎ ǎǘŀƪŜŘΩΦ ! ǎǘŀƪŜŘ ŎƘŀǊŀŎǘŜǊ ƛǎ ŀǿŀǊŜ ƻŦ ǘƘŜƛǊ ǎǳǊǊƻǳƴŘƛƴƎǎ and 

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 cannot however, move, spend Blood Traits or make any actions other than 

purely Mental Actions that do not require any form of speech, such as many uses of Auspex. A 

character who is in torpor or otherwise is helpless can be staked by anyone with a sufficiently pointy 

bit of wood, assuming they are not distracted and have a method of correctly locating the heart, 

such as someone nearby with at least one dot of Medicine. IŦ ȅƻǳ ŘƻƴΩǘ ƘŀǾŜ ǘƘƛǎΣ ƻǊ ƛŦ ȅƻǳ ŀǊŜ ƛƴ 

combat things are a little more tricky ς weapons (including improvised ones like snapped-off chair 

legs) Ŏŀƴ ƘŀǾŜ ǘƘŜ Ψ{ǘŀƪŜȅΩ ǘǊŀƛǘ ƛƴŘƛŎŀǘƛƴƎ ǘƘŀǘ ǘƘŜȅ ŦŜŀǘǳǊŜ ŀ ǿƻƻŘŜƴ ǎƘŀŦǘ ŀǎ ǎƻƳŜ ǇŀǊǘ ƻŦ ǘƘŜƛǊ 

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 Challenge (Medicine, Dodge) against that character, on a success deal 

them one level of lethal damage, if you win rock-paper-scissors outright, 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 characters are tied when comparing traits, if a character has a relevant ability 

specialisation, they win this tie rather than the defender. If both characters have specialisations, the 

character with the most specific one wins (if players cannot agree ask a bystander/ref/search 

engine). Characters may have multiple specialisations in any ability, but must have at 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 or make an improvised weapon with the Long, Throwable or Stakey properties. 

Characters with Crafts can make weapons or armour with 1 property of their choice. 

Characters with Crafts of 5 or more or an appropriate Influence can make or obtain weapons or 

armour with 2 properties. 

Characters with supernatural crafting powers can access weapons or armour with 3 properties. 

The Technocracy or time-travelling True Brujah can access weapons or armour with 4 properties.  

Armour  

Armoured - Grants one extra health level per property which is lost first and which cannot be 

healed, this property can be applied more than once to an item. 
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Indestructible (2) ς This armour cannot be destroyed by powers that destroy objects, such as Taste 

of Death, the wearer still takes damage from attacks as normal. 

Special Material ς This armour is made of a special material such as Lead. 

 

Melee Weapons 

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

Trusty (2) ς If you compare Physical Traits with another character and are tied, you count as having 

more traits unless that character also has a Trusty weapon or Prowess. If you also have Prowess you 

count as having more traits unless your opponent has both Trusty and Prowess. If none of this 

resolves the tie, compare specialisations as normal. 

Rugged ς This weapon can be used with Potence powers up to and including Puissance without 

breaking. 

Indestructible (2) ς This weapon can be used with Potence powers other than Fist of Caine without 

breaking, neither can it be destroyed by powers that destroy objects, such as Taste of Death. 

Stakey  - You may attempt to stake the heart of a character with this weapon instead of attacking 

normally. Make a Physical Challenge (Medicine, Dodge) against that character, on a success deal 

them one level of lethal damage, if you win rock-paper-scissors outright, compare your Mental or 

Physical Traits to their Physical Traits, if you have more of either, that character is staked. 

Special Material ς This weapon is made of a special material such as Silver, Gold, Cold Iron or 

Byeshk. 

Throwable ς This weapon can be used to make ranged attacks, using the Athletics ability (generally 

once per combat, unless you have a way of easily retrieving it). 

Ranged Weapons 

High Calibre (2) ς This weapon strikes for 2 levels of lethal damage against mortal targets. 

Special Ammo ς Your ammunition is made of a special material such as Silver, Gold, Cold Iron or 

Abyssal Bloodsteel. 

Incendiary (2) ς Attacks with this weapon do aggravated damage and shoot an impressive gout of 

flame (which you are not immune to frenzy from!)  but ruin the weapon that fires them. If you fail a 

challenge with this weapon and do not have Crafts (Gunsmithing) you accidentally set yourself on 

fire for 1 level of aggravated damage. If you have Crafts (Gunsmithing) you can fix a ruined weapon 

as a ritual action. 

Fully Automatic (2) ς Instead of attacking normally with this weapon you may spray bullets wildly at 

a number of characters equal to your dots in Firearms. Each character takes one level of lethal 

damage unless they have dots in Dodge greater than or equal to your Firearms. You cannot use this 

weapon again until you spend a Physical action reloading it. 
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Minigun (3) ς Instead of attacking normally with this weapon you may hose your enemies with a hail 

of bullets. Pick a number of characters equal to your dots in Firearms. Each character takes one level 

of lethal damage for each dot of Dodge they have less than your Firearms. You cannot use this 

weapon again until a character with Crafts (Gunsmithing) spends a ritual action reloading it. 

Trusty (2) ς If you compare Physical Traits with another character and are tied, you count as having 

more traits unless that character also has a Trusty weapon or Prowess. If you also have Prowess you 

count as having more traits unless your opponent has both Trusty and Prowess. If none of this 

resolves the tie, compare specialisations as normal. 

Armour-piercing ς This weapon deals an extra level of lethal damage to any character wearing 

armour with health levels remaining. 

Two Smoking Barrels (2) ς 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 do so, you cannot 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 (2) ς 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 window or Horrid Form-shaped 

hole which you can snipe through. Other characters can only attack you with ranged 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 cover (that you can blast through with your powerful shots), your 

dots in Firearms are limited to a maximum of your dots in Blindfighting. 

Havens 

Secure ς Your haven has significant security measures in place that prevent any character without 

dots in Larceny or Security greater or equal to your own Security, Crafts or Resources from getting 

into it without resorting to highly unsubtle brute-force techniques or supernatural powers. 

Trapped ς Your haven has significant security measures in place that do not necessarily prevent 

entry but will deal lethal damage or restrain anyone entering them. Characters entering your haven 

take lethal damage equal to your dots in Security, Crafts or Resources minus their own Security, 

Larceny or Dodge. You may instead elect to prevent them from taking actions for a number of 

rounds equal to the same number. 

Hermetically-Sealed ς Characters cannot enter your haven in Mist Form, Blood Form, Tenebrous 

Form or similar powers without physically making an opening. 

Fireproof ς Your haven is filled with sprinklers, halon gas systems or has hefty chunks of asbestos 

that prevent any normal fires from starting inside. 

Lifeproof ς Your haven is highly radioactive, poisonous or flooded with unbreathable gas such as 

argon that make it deadly for animals or mortals to enter without significant precautions. 
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Impressive ς Your haven is stylishly decorated, full of weird dolls or is one big fleshy thing. The 

visually impressive nature of this lets you use your Academics, Crafts or Resources to re-test Social 

Challenges whilst inside it. 

Bombproof (2) ς Your haven and anyone in it cannot be damaged by bombs, incendiaries or petrol 

tankers unless anyone using them has dots in Demolitions greater or equal to your own Security, 

Crafts or Resources. Level six or higher Disciplines or powers are necessary to brute-force into such 

havens. 

Horrifically Trapped (2) ς Your haven has really nasty security measures in place that do not 

necessarily prevent entry but will deal bad things to anyone entering them. Characters entering your 

haven take aggravated damage equal to your dots in Security, Crafts or Resources minus their own 

Security, Larceny or 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 damaged by any mortal means. Potence 

short of Fist of Caine cannot be used to brute-force into your haven. 

 

Blood Traits 

You are not limited in the number of blood traits you can spend in a turn. Just ǎŀȅƛƴΩ 

Whenever characters go to a location, the surrounding populace has a Blood 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 encounters, this 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 Blood Traits at a slight 

risk to the Silence of the Blood (let a ref know!). Characters with Herd can feed one Cainite up to full 

once per dot of Herd per night. 

Blood Bonds and Ghouls 

Cainite blood tastes really great to other Cainites, additionally the power of the blood 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 oaths. A Thrall 

ŘǊƛƴƪƛƴƎ ŦǊƻƳ ŀ wŜƎƴŀƴǘ ǿƘƻ ŘƻŜǎƴΩǘ ŎǳǊǊŜƴǘƭȅ ƘŀǾŜ ŀ ōƭƻƻŘ ōƻƴŘ Ǝŀƛƴǎ ŀ Ψ[ƻǿΩ ƻǊ Ψм-¢ǊŀƛǘΩ ōƭƻƻŘ 

ōƻƴŘ ǘƻ ǘƘŀǘ wŜƎƴŀƴǘ όǎŜŜ ōŜƭƻǿύΦ LŦ ǘƘŜ ¢ƘǊŀƭƭ ŀƭǊŜŀŘȅ Ƙŀǎ ŀ ōƭƻƻŘ ōƻƴŘ ǿƘƛŎƘ ǿŀǎƴΩǘ ŎǊŜŀǘŜŘ ƻǊ 

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: 

¶ Low (1-Trait) ς You generally like your Regnant, may think and/or dream about them a bit 

and certainly cannot bring yourself to destroy them. You must spend 1 Willpower Trait each 

you spend trying to diablerise your Regnant or put them to final death.  
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¶ Medium (2-Trait) ς You deeply respect your Regnant, enjoy being with them and will seek 

their presence if you have nothing better to do. You must spend 1 Willpower Trait to say 

anything against them or to not perform a reasonable favour for them. Such a favour is only 

unreasonable if it would require taking damage, using up Traits or resources or committing a 

sin on their path of a level equal to or less than your Beast Traits.  

¶ High (3-Trait) ς 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 spend 1 Willpower Trait to avoid coming to 

their aid if you think they need it and cannot resist performing any non-self-harmful request 

for them. You must spend 1 Willpower Trait to avoid performing a suicidal action or a 1-trait 

sin ƻƴ ȅƻǳǊ wŜƎƴŀƴǘΩǎ ōŜƘŀƭŦ. You cannot have more than one High blood bond at a 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 the vinculum unless a power specifically states otherwise. 

Blood bonds can fade over time; however, 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 per level 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, if traumatically fade when if 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 

ǎǳǇŜǊƴŀǘǳǊŀƭ ŎǊŜŀǘǳǊŜ ŎŀƭƭŜŘ ŀ ΨƎƘƻǳƭΩΣ ƪƛƴŘ-of like Renfield in Dracula, with you as their Ψ5ƻƳƛǘƻǊΩ. 

Ghouls act as if they have a High blood bond to you and can use the powers of Blood and learn 

limited Cainite Disciplines (see Retainers for more details). You must feed a Ghoul one Blood Trait 

ŜǾŜǊȅ ŘƻǿƴǘƛƳŜ όƛǘΩǎ ŀǎǎǳƳŜŘ ȅƻǳ ǊŜƳŜƳōŜǊ ǘƻ Řƻ ǘƘƛǎ and feed back up to full afterwards!) 

otherwise they transform back into a normal human. Ghouls do not age or grow, however lost 

ageing catches up to 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 (non-vampires substitute Social Traits when 

necessary) and either Humanity or a Path of Enlightenment.  

Whenever you do something listed as a sin on Humanity or on your Path of Enlightenment which is 

equal to or less than your Beast Traits, lose 1 Beast Trait permanently and gain 1 experience point. 

This can happen to you a maximum of once per night. 

If you have the Conscience ability you may spend a ritual action acting guilty and attempting to atone 

for your sin, delaying this loss/gain until the end of that action. At this point, make a Beast Challenge 

against a static difficulty equal to the trait maximum for your generation, minus the level of the sin. 
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If you have Conscience greater than or equal to the level of the sin, you can call for a re-test on this 

challenge.  

On a success you do not take the loss/gain after all. Characters with Conviction can do similarly, 

substituting this ability for Conscience and ranting about their path instead of acting all angsty. 

 

Frenzy 

All vampire characters have a number of Frenzy Triggers which will cause them to enter rage frenzy 

or fear frenzy (rötschreck) when they experience them.  

All Vampires have the following Frenzy Triggers plus one more agreed with an ST for every two Beast 

Traits below 10 they have. 

Seeing Fire or Sunlight  - Fear 

Taking Damage from Fire or Sunlight ς Fear (triggers after taking damage) 

Running out of Blood Traits  - Rage 

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

cannot perceive their trigger anymore, have a wall between it and them or similar. Anyone 

ƻōǎǘǊǳŎǘƛƴƎ ŀ ŦƭŜŜƛƴƎ ŎƘŀǊŀŎǘŜǊǎΩ ŦƭƛƎƘǘ ŎƘŀƴƎŜǎ ǘƘŜƛǊ ŦǊŜƴȊȅ ǘƻ ǊŀƎŜ ŘƛǊŜŎǘŜŘ ŀǘ ǘƘŜƳ. At the start of 

any turn they cannot perceive their trigger they calm down and can act normally. 

Characters in rage frenzy must attack the source of their frenzy, or the closest character if there is no 

specific source (eg. if you run out of blood) until they are destroyed or beaten into torpor. Anyone 

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 for a Willpower re-test to defend against any Mental or Social 

Challenges without needing to spend a Willpower Trait, but cannot initiate any Mental or Social 

Challenges. 

 

All Cainites have dots in abilities that allow them to resist or direct frenzy, depending on their Path 

of Enlightenment (if any). These abilities and Conscience and Conviction are often referred to as 

Ψ±ƛǊǘǳŜǎΩΦ   

Courage 

Characters with dots in Courage can spend 1 Willpower Trait to ignore one fear frenzy trigger for a 

scene and are immune to any fear frenzy unless they have taken levels of damage equal to or 

greater than their dots in Courage. 

 

Self-Control 
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Characters with dots in Self-Control can spend 1 Willpower Trait to 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 in Self-Control. 

 

Instinct 

Characters with dots in Instinct can spend 1 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 dots in Instinct. 

 

No action: Characters with Instinct can elect to enter rage frenzy at a target of their choice at any 

point, including part-way through the resolution of a Challenge (allowing the free Willpower re-test 

from Frenzy on Mental or Social Challenges). 

 

Waking During the Day 

Cainites waking during daylight hours can act for a number of rounds equal to their dots in Courage 

before they will fall asleep again; rounds spent in frenzy do not count against this limit. Cainites can 

also only bid the maximum of their Beast Traits in any category.  

Cainites may also spend 1 Willpower Trait to act normally (and without limited traits) for one 

combat round ǿƘƛŎƘ ŘƻŜǎƴΩǘ Ŏƻǳƴǘ ŀƎŀƛƴǎǘ ǘƘŜƛǊ Courage limit. 

  

Diablerie 

5ƛŀōƭŜǊƛŜ όŀǊŎƘŀƛŎŀƭƭȅ ƪƴƻǿƴ ŀǎ ǘƘŜ ΨŀƳŀǊŀƴǘƘΩύ ƛǎ ǘƘŜ consumption of the heartsblood of another 

/ŀƛƴƛǘŜΦ ¢ƻ ǘƘŜ /ŀƳŀǊƛƭƭŀ ǘƘƛǎ ƛǎ ǘƘŜ ǾƛƭŜǎǘ ŀƴŘ Ƴƻǎǘ ŦƻǊōƛŘŘŜƴ ŎǊƛƳŜ ǘƘŀǘ Ŏŀƴ ōŜ ŎƻƳƳƛǘǘŜŘΧ 

however to the Sabbat it is a way of evening the odds against the oppression of the Elders. 

To diablerise another Cainite, you must first attempt to drink the blood of another Cainite who has 0 

Blood Traits left. This is an act that must be wilfully decided upon even if you are in frenzy and which 

will typically require you to spend 1 Willpower Trait assuming you have a low-level blood bond from 

ŘǊƛƴƪƛƴƎ ǘƘŀǘ /ŀƛƴƛǘŜΩǎ ōƭƻƻŘ ƭŜŀŘƛƴƎ ǳǇ ǘƻ ǘƘƛǎ ǇƻƛƴǘΦ ¸ƻǳ ōŜƎƛƴ ǘƻ ŎƻƴǎǳƳŜ ǘƘŜ ǾŜǊȅ ǎƻǳƭ ƻŦ ǘƘŀǘ 

Cainite, dealing them one level of aggravated damage for each Blood Trait you would otherwise 

have drunk (this does not give you Blood Traits, but does give you an intense feeling of pleasure and 

ǇƻǿŜǊύΦ LŦ ǘƘƛǎ ŘŀƳŀƎŜ ǿƻǳƭŘ Ǉǳǘ ǘƘŀǘ /ŀƛƴƛǘŜ ǘƻ Ŧƛƴŀƭ ŘŜŀǘƘΣ ȅƻǳ ƛƴǎǘŜŀŘ ŎƻƴǎǳƳŜ ǘƘŀǘ /ŀƛƴƛǘŜΩǎ ǎƻǳƭΣ 

successfully diablerising them. If more than one Cainite attempts to diablerise a Cainite 

simultaneously, make a Beast Challenge (Courage) against all other attempted diablerists, with the 

winner diablerising. If there is no winner (i.e. in the case of a draw on traits with no relevant 

specialisations) then the soul of the would-be victim escapes and nobody benefits. 
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At this point, any diablerists or would-be diablerists on Humanity (or certain obscure and high-

minded Paths of Enlightenment not typically practiced within the Sabbat) have committed a 1-trait 

sin.  

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

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

higher than you, i.e. having more than two dots of the Generation background less than you) a 

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

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

one dot of an ability at a time, but must respect the limits based on your Generation upon 

culmination of the diablerie. If both random abilities are ones you cannot spend further xp on, the 

ǎǘƻǊȅǘŜƭƭŜǊ ǿƛƭƭ ƎŜƴŜǊŀǘŜ ŦǳǊǘƘŜǊ ŀōƛƭƛǘƛŜǎ ǳƴǘƛƭ ȅƻǳ ƘŀǾŜ ƻƴŜ ŀōƛƭƛǘȅ ȅƻǳ ƘŀǾŜƴΩǘ ŀƭǊŜŀŘȅ ǊŜŀŎƘŜŘ ȅƻǳǊ 

limit in. Furthermore you gain in-Clan access ǘƻ ǘƘŀǘ /ŀƛƴƛǘŜΩǎ ƛƴ-Clan disciplines and can purchase 

them instinctually, although Blood Magic, such as Thaumaturgy or Necromancy is complex enough 

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

DeviƭΩǎ ƴǳƳōŜǊΗύ ƎŀƳŜǎ ŀƴŘ ǘƘŜƛǊ ŘƻǿƴǘƛƳŜ ǇŜǊƛƻŘǎΦ 

Perhaps most importantly, if you diablerise a Cainite who is of a lower Generation (i.e. one who has 

more dots in the Generation background than you), you instantly gain a free dot of Generation (and 

this is typically the only way to acquire more dots in Generation).  

 

Learning Blood Magic 

Blood Magic Disciplines such as Thaumaturgy, Dur-an-ki, Necromancy and Wanga must be learned 

from a teacher or from researching in mystical grimoires or similar, even if you have the ability to 

learn them in-Clan. Blood Magic is divided into paths and rituals ς paths are similar to normal 

disciplines but must be learned in a specific way which you chose at character creation, either: 

¶ Your primary Blood Magic path must be learned 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 paths. Tremere and Giovanni tend to learn this way. 

¶ You can have a maximum number of dots in a given 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 

discipline equal to or greater than the level of the ritual you wish to learn. 
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ABILITIES 

Ψ!ōƛƭƛǘƛŜǎΩ is a catch-all term for the typically non-supernatural skills, knowledges or similar that a 

character has learned, trained or knows intuitively. Abilities are rated by a ƴǳƳōŜǊ ƻŦ Ǉƻƛƴǘǎ ƻǊ ΨŘƻǘǎΩ 

in that ability: 

ω represents training in the basics of an ability, a GCSE, apprenticeship or having scan-

read a Wikipedia page  

ωω represents an average level of competence, an A-level, something you have read 

several well-researched books on or a part-time hobby    

ωωω represents a professional level of competence, a degree, a skill you use for your day-

job, a serious hobby that you do most nights 

ωωωω represents mastery of most aspects of an ability, a PhD, being an Olympic athlete, 

being the go-to when something goes wrong or an obsessive hobby that consumes 

your money and social life 

ωωωωω represents the typical limits of human capability in an ability, being a Champion 

athlete, being a lauded expert in a field and actually living up to your reputation 

ωωωωω ω astounding or supernatural levels of competence that seem alarmingly good even to 

a non-expert, performing movie-level stunts in real life (only possible for mortals 

with the Merit Skill Aptitude) 

ωωωωω ωωҌ clearly supernatural levels of competence that would make any pigeon do a double-

take 

During the course of a game, you can call for (or be asked for) an ability Challenge in order to do 

something related to an ability, such as climbing a wall using Athletics or identifying a plant using 

Herbalism. Make a Challenge with the storyteller using the trait category you agree is most relevant 

(eg. Physical for climbing a wall, Mental for identifying a plant) with the option of calling for an 

ability re-test if the storyteller thinks you have more in an ability than the minimum necessary to 

perform the thing you are trying to do.  

If you do not have the ability in question, you must spend 1 Willpower Trait in order to initiate or 

participate in such a challenge (this does not apply to combat-based 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 on what they are used for and 

any Disciplines re-tested using them. Abilities can be used to re-test relevant challenges from any 

trait category, although typically some trait categories are more likely to be appropriate for a 

particular ability, such as Mental for Science (Chemistry). There is deliberately some overlap in the 

scope of some abilities. 
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* - denotes an ability that is carefully guarded knowledge only available to certain types of character 

which may have specific mechanical benefits noted 

Ϟ - denotes a broad ability with several sub-specialisations, gain one free specialisation in this ability 

if you have one or more dots in it 

ϟ - denotes a ΨǾƛǊǘǳŜΩΣ ŀ ǾŀƳǇƛǊŜ-specific ability that relates to the Beast within, vampires typically 

have access to (and at least one dot of) Courage, Self-Control and Conscience, but those on some 

paths may have Instinct instead of Self-Control and/or Conviction instead of Conscience. 

 

AcademicsϞ ς Any art or social science subject; e.g. Art History, Archaeology, Journalism, Psychology, 
Sociology. 
Animal Ken ς Knowledge of animals and the ability to interact with them including riding horses or 
driving a chariot. Re-tests Animalism. 
Archery ς Firing bows or crossbows, maintenance and repair of same. 
Art of Memory* ς Secret Black Hand training used to store information using mnemonic techniques, 
such as memory palaces, figurative journeys or similar. You can substitute Art of Memory for Self-
Control or Instinct when defending against Mental Challenges. If you win such a Challenge, you may 
elect to make the attacker think they have actually succeeded. If you win a Challenge to resist 
Telepathy, Forgetful Mind or similar mind-reading powers you may have the attacker detect fake 
thoughts or memories of your own invention. 
Athletics ς Running, jumping, climbing and also throwing, spitting or otherwise manually propelling 
projectile weapons designed for this purpose. 
Blindfighting ς Performing physical tasks by spatial awareness. This ability is never used alone, but 
other appropriate abilities are limited to a maximum of your dots in Blindfight if you cannot see 
clearly. 
Brawl ς Unarmed combat using whatever limb(s) you have access to. 
Bureaucracy ς Knowledge of how things are done within organisations, including hierarchical 
structure, paperwork and the legal remit of said organisations. Practical ability to fill in forms, speak 
to civil servants, pass bribes or similar. 
Computer ς Use of computers and smart devices including their maintenance and repair; 
programming and operation of networks. 
Conscience- How likely you are to feel bad for Sinning on humanity or a more humane Path. Re-tests 
Obtenebration, defence against Social attacks. 
Conviction - How likely you are to want to correct your behaviour for Sinning on a less humane path. 
Re-tests Obtenebration, defence against Social attacks. 
Cosmology ς Knowledge of the deeper levels of reality including the Umbral spirit-worlds, the Astral 
plane and the Shadowlands. Re-tests much of Koldunic Sorcery. 
Courage ς How well you resist fear frenzy. 
CraftsϞς Knowing how to make things and fix things and the practical ability to do so; eg. 
Gunsmithing, Electronics, Mechanical Engineering, Scrimshaw. 
Demolitions ς Knowing how to make, handle, set and position explosives, can be used instead of 
Athletics to throw grenades. 
Disguise ς 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 ς Defence against Physical attacks. 
Drive ς 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 vehicles and maintain and repair a motor vehicle. 
Empathy ς Can give you some idea what another character is thinking or feeling in a social situation, 
relying on natural cues, tone of voice and body language. 
Enigmas ς Detecting patterns, solving puzzles, lateral thinking. Re-tests Dementation. 
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Etiquette ς Comporting yourself in social situations whether in person or by correspondence, 
knowledge of societal customs, speaking persuasively, making a good impression on others. Covers 
some supernatural customs, especially when paired with an appropriate Lore skill. 
Expression ς Expressing ideas, feelings or messages in speech, writing or art. Can be used in 
combination with Craft or Performance to create art that conveys meaning rather than mere 
decoration or entertainment. 
Finance ς Knowledge and ability with money, property and other valuables including how to move 
these around (il)legaly to make more. How financial institutions work, financial practices and some 
financial aspects of the law. 
Firearms ς Firing any type of gun. Maintenance and repair of same. 
Flight ς Lets you fall with style using a hang-glider, parachute or similar. Also if you have wings. 
Hearth Wisdom ς YƴƻǿƭŜŘƎŜ ƻŦ Ŧƻƭƪ ŎǳǎǘƻƳǎΣ ǎǳǇŜǊǎǘƛǘƛƻƴǎΣ ǿƛǎŜ ǎŀȅƛƴƎǎ ŀƴŘ ǘƘŜ ΨƻƭŘ ǿŀȅǎΩ 
including pagan mythology. 
Herbalism ς Knowledge of how plants and fungi can be used for various physiological or practical 
effects. This will include knowing the difference between folk medicines that are traditional and 
those that actually work.  
History ς General catch all knowledge of the past, possibly from experience. This covers both mortal 
and some supernatural goings on, especially when paired with an appropriate Lore skill. 
Intimidation ς Projecting a threatening, authoritative or superior demeanour to get others to 
behave in a manner you desire directly or indirectly. Re-tests Dominate. 
Instinct ς Attuning to your beast and guiding its actions through intuition. Defence against Mental 
and Beast attacks. 
Investigation ς The ability to actively look for clues or things out of place in a location or during 
extended research using logic and careful deduction. 
Larceny ς Sleight-of-hand, pickpocketing, mechanical lockpicking, palming small items, the physical 
aspects of close-up magic, card tricks, cup and ball games or similar.  
Law ς Knowledge of mortal legal systems. Covers some supernatural laws especially when paired 
with a suitable Lore skill. Practical ability to research cases, act as legal counsel, pass bribes etc. 
Leadership ς Commanding others through tactical acumen or force of personality. Knowledge of 
command, tactics, managerial structure and some psychology. Re-tests Presence. 
Linguistics (Special) ς Speaking and reading mortal and supernatural languages. Knowledge of 
language patterns, etymology and the ability to translate unfamiliar languages with time. Each dot of 
linguistics permits you to know a number of languages fluently ς 1 for the first dot then doubling for 
each successive dot - 2, 4, 8, 16, 32, 64 etc.  
(Various) Lore ς There knowledge of a specific, named ǎǳǇŜǊƴŀǘǳǊŀƭ ǘȅǇŜΣ ƻǊƎŀƴƛǎŀǘƛƻƴ ƻǊ Ψ/ƭŀƴΩ 
equivalent, each of which is a separate ability (e.g. Cainite Lore, Black Fury Lore, Camarilla Lore). 
Includes knowledge of physiology, powers, history and culture. 
Malkavian Time* ς Allows intuitive non-verbal communication with other beings with 
Derangements, typically other Malkavians with Malkavian Time. Can be used to defend against 
Mental challenges and inflict your derangement on an unsuccessful attacker for a scene. 
Medicine ς Knowledge of mortal physiology, some pharmacology, pathology, surgery. Can be 
extended to humanoid supernatural creatures in many cases. Re-tests Valeren and Obeah. 
Meditation ς The ability to meditate, covering autohypnosis, entering trance states with or without 
chemical stimulation. Re-tests Path of Praapti aka. Path of Mercury. 
Melee ς Use, maintenance and repair of close-combat weaponry. 
Occult ς 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 appropriate Lore 
ability. Re-tests many paths of Thaumaturgy. 
Perception ς Passive observation of your surroundings to notice things physically out of place, 
hidden, obscured or similar. Re-tests Auspex. 
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PerformanceϞς Use maintenance and repair of a group of instruments. Alternatively knowledge and 
technical skill with a form of art or entertainment; e.g singing, dance, juggling. 
Pilot ς Lets you pilot powered air or spacecraft with proper controls, such as a glider but not a hang-
glider. Helps you keep control in unusual situations or let you operate unusual vehicles. Also covers 
maintenance and repair and acting as a crew member of such a vehicle. 
Politics ς Knowledge of mortal government, including history, determining political leanings of 
others and some practical skill in political debate, policy making, passing bribes etc.  
Repair ς The general catch-ŀƭƭ ΨƘŀƴŘȅƳŀƴΩ ǎƪƛƭƭ ƻŦ ōŜƛƴƎ ŀōƭŜ ǘƻ ŦƛȄ ŀƴȅǘƘƛƴƎ ǿƘƛŎƘ ƛǎ ōǊƻƪŜƴ ǿƛǘƘƻǳǘ 
necessarily knowing how it works. Relevant Crafts skills aid and in some ways supersede Repair. 
ScienceϞ ς Any hard science subject, such as Chemistry, Biochemistry, Mathematics or Particle 
Physics. 
Scrounge ς Being able to find items by going through refuse, bartering, borrowing, stealing or 
otherwise generally knowing where to look. Like a more unpredictable version of Resources that 
ŎŀƴΩǘ ōŜ ǎǘƻƭŜƴΦ 
Seamanship ς 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 ς Knowledge and practical skill with mechanical and electronic security systems including 
CCTV cameras, alarm systems, laser grids, horrific Nosferatu traps and snap traps. Allows use, 
maintenance, repair, detection and disarming of these. 
Self-Control ς Allows you to resist your Beast and avoid frenzy. Defence against Mental attacks. 
Stealth ς Avoiding detection, either entirely through physical skill or when in plain sight by blending 
in with others or acting nonchalant. Re-tests Obfuscate. 
Streetwise ς 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, urban culture and customs. 
City Gangrel may use Streetwise to re-test Protean.  
Subterfuge ς telling lies, obscuring the truth, noticing when others are doing the same. Re-tests 
Chimerstry and Serpentis. 
Survival ς Knowing how to survive and thrive in a wilderness environment or otherwise use 
backwoods skills such as hunting, fire-making, snare-laying or similar. Re-tests Protean. 
TechnologyϞ ς Knowledge of how electronic and/or mechanical devices work, including practical 
ability with their use; e.g. Robotics, Optics, Electronics. 
Thanatology ς Knowledge of mortal death customs, religious practices and beliefs, funerary 
ceremonies and rituals. Also covers knowledge of the Shadowlands and some of its inhabitants, 
especially when paired with Wraith Lore. Re-tests Necromancy. 
Theology ς Knowledge of Judeo-Christian religion including supernatural elements such as Angels 
and Imbued Hunters. Also includes some information on Demons, especially when paired with 
Demon Lore. Re-tests Sihr. 
Torture ς Knowledge and practical skills for causing acute or chronic physical or psychological 
distress to another character. Can be used to avoid doing permanent injury or causing fatality. 
Includes knowledge of torture techniques and use, maintenance and repair of torture devices. 
Vamp ς 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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BACKGROUNDS 

Allies 

You have a friendship, formal alliance or other mutual agreement with an individual or group. 

Typically Allies are supernatural, as it is rare that a mortal would have a relationship on an even 

footing with a Cainite. Influence (see below) better represents having mortal contacts that do your 

bidding.  

Allies may be called upon to help you, typically in downtime, but uptime assistance is also possible if 

you ask for something your Ally is likely to be able to do on short notice. Typically Allies will not show 

up at games to directly do your bidding in the way that a Retainer might, but again, this is not out of 

the question. 

Allies are typically powerful or influential (otherwise, why would you be asking them for favours?) 

but have their own goals and motivations and will often ask you for assistance in their own affairs in 

exchange for any aid they render to you. 

You may purchase Allies more than once, with each instance of the background representing a 

different individual or group. More dots in an instance of Allies can either represent a better 

ǊŜƭŀǘƛƻƴǎƘƛǇ ǿƛǘƘ ŀƴ ŀƭƭȅΣ ƻǊ ŀ ƳƻǊŜ ǇƻǿŜǊŦǳƭ ŀƭƭȅ ǿƘƻ ƛǎƴΩǘ ƴŜŎŜǎǎŀǊily as beholden to you. Some 

example allies are as follows:  

ω a Sabbat Cainite pen-pal 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 performs tasks for you in exchange for you 

doing its bidding in the real world 

ωω a Cainite from another sect who will tell you about the non-sensitive business of 

their sect, a Fae who lets you know about weird goings on near you and who you 

exchange presents with at Christmas, a gang of neonates you have trained and who 

would willingly do a task for their Sempai 

ωωω a small group of Cainite scholars who enjoy sharing their research with you and who 

work towards similar goals, an adventuring party of Wraiths who you can set 

missions for if you sponsor them 

ωωωω a Cainite from another sect who is willing to sell their sect-mates out to help you, a 

powerful Cainite Elder who will occasionally consider what you have to say 

ωωωωω a powerful Cainite Elder who thinks you will be a useful pawn one night, a well-

equipped paramilitary organisation that you are one of the commanders of 

ωωωωω ω  a powerful Cainite Elder who occasionally lets you in on some of their machinations 

ωωωωω ω ω a powerful Cainite Elder who considers you a peer 
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ωωωωω ωωω an Earthbound Demon, Neverborn or Cainite Methuselah that is willing to destroy 

you last when it takes over the world 

ωωωωω ωωωω an Earthbound Demon, Neverborn or Cainite Methuselah that considers you a key 

part of its plans to 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 obsŎǳǊƛǘȅΧ ǘƛƳŜ ŀƴŘ ŜƴŜǊƎȅ ǎǇŜƴǘ ƻƴ ǘƘƛǎ Ŏƻƴǎǘŀƴǘ ƭŜǾŜƭ ƻŦ Ŏŀǳǘƛƻƴ ƛǎ 

represented by the Arcane background. Arcane does not make you stealthier or improve your 

powers of Obfuscate if any, it merely makes it harder for other characters to find evidence of your 

existence through investigation, Influence or similar. 

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

or supernatural means must have dots in a relevant ability such as Investigation, Streetwise, Enigmas 

or Survival to even have a chance of finding any evidence at all. This 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 as {ǇƛǊƛǘΩǎ ¢ƻǳŎƘ or Eyes of Chaos, as long as you have been 

absent for a scene or longer. Arcane does not protect you against direct real-time scrying powers 

such as Clairvoyance.  

You may elect to waive this obscurity at any point for a chosen character(s) in order to arrange 

meetings or similar, although this leaves you open to betrayal if you trust the wrong character, of 

course! Arcane does not prevent you from having Allies, Fame, Influence or similar, although you 

may have to decide thematically how this works for your character; you may be a famously missing 

person, such as Lord Lucan or Carl Sargeant, for example. 

Artefact*  

You own a special or enchanted item. (*)You can only take this background if another (player or non-

player) character has given you such a permanently-enchanted item during the course of play. You 

do not need to have Artefact in 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, an Artefact will not mysteriously 

disappear or stop working once its maker dies or stops turning up to games. 

Dots in Artefact grant you the following benefits: 

ω you have an item with a 1 equipment trait which can be from the Entrap Ephemera 

list or made by a level 1 ritual 

ωω you have an item with a 2 equipment traits which can be from the Entrap Ephemera 

list or made by a level 2 ritual 
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ωωω you have an item with a 3 equipment traits which can be from the Entrap Ephemera 

list or made by a level 3 ritual 

ωωωω you have an item with a 2 equipment traits which can be from the Entrap Ephemera 

or Master of the Forge lists or made by a level 4 ritual 

ωωωωω you have an item with a 3 equipment traits which can be from the Entrap Ephemera 

or Master of the Forge lists or made by a level 5 ritual 

ωωωωω ω you have an item with a 4 equipment traits which can be from the Entrap Ephemera 

or Master of the Forge lists or made by a level 6 ritual 

Arsenal 

You have access to a stockpile of non-supernatural weapons, armour or other materiel. While it is 

certainly possible to gain these using Crafts, Resources or Influence, the equipment you gain through 

Arsenal does not require money or Influence to re-stock and you always have enough bullets. 

Additionally, unless you take flaws such as Dark Secret, your stockpile 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 substantial Influence, it is still likely that much of your Arsenal is illegal, however!  

Dots in Arsenal grant you the following benefits: 

ω you have one well-loved item with 1 equipment trait 

ωω you have enough pieces of 1-trait equipment to deck out a single Cainite per night 

ωωω you have enough pieces of 1-trait equipment to deck out a pack and a piece of 2-

trait equipment 

ωωωω you have as much 1-trait equipment as you need and enough 2-trait equipment to 

deck out a single Cainite per night  

ωωωωω you have enough pieces of 2-trait equipment to deck out a pack 

ωωωωω ω you have as much 2-trait equipment as you need and a single piece of 3-trait 

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 you the instant trust of people who have heard of you, free stuff and preferential 

treatment from companies or authorities that think they can benefit from being associated with you 

and hardcore followers, who will crowdfund things for you, wear T-shirts with your face on and bully 

those who disagree with your political views.  
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Once, at any point during a game or downtime, you may have each dot of this background act as 

Resources, Influence, Herd, Retainers or Allies which stacks with any of these backgrounds you 

already possess, to your generational maximum. The 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 a record of it (ie. there will be pictures of it on Social Media 

forever). 

Also, for each dot of fame you are both more popular and famous over a wider area allowing you to 

use relevant Influence in these areas: 

ω You are popular in a local scene and people will know what you are famous for (e.g. 

DJ Flob). 

ωω You are famous in a City and people will know an example of your work or a 

catchphrase (e.g. the Fry Up Inspector). 

ωωω You are famous in a County and people will know what you look like and have some 

idea of your persona (e.g. the Norwich Puppet Man). 

ωωωω You are famous across most of the area of the country you are in and people who 

care are likely to have some opinion about you and will probably know one of your 

fans (e.g. a Norwich City Football Player). 

ωωωωω You are famous nationwide and people are likely to own or have seen multiple 

instances of your work and maybe own a T-shirt with your face on it (e.g. Matt Smith 

now). 

ωωωωω ω You are famous in countries which share language and/or culture with your own and 

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). 

ωωωωω ωω You are famous in countries with the same level of development as your own and 

everyone who knows of you has an opinion on you (e.g. Donald Trump). 

ωωωωω ωωω You are famous worldwide and your name is a byword for the thing you are famous 

for (e.g. Mahatma Gandhi). 

ωωωωω ωωωω You have been famous worldwide for centuries and modern society would not be 

the way it is without you (e.g. Jesus). 

Generation 

The Generation of a Cainite represents how far they are descended from their progenitor, Caine. The 

Generation background is measured in a number of dots, like all other backgrounds; the more dots a 

character has, the lower (ie. closer to Caine and thus better) their Generation is. This concept is a bit 

cumbersome and occasionally a storyteller will say the opposite thing by accident. 

! ŎƘŀǊŀŎǘŜǊΩǎ Generation dictates the limits of their traits, their starting and maximum Willpower, 

and their Blood Pool. Generation can only be increased (lowered) by the act of Diablerie, the act of 
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fully draining the blood and soul of another Cainite, which is the greatest taboo in most vampiric 

societies other than the Sabbat who consider it a great way of getting better stats. 

 

Table 1 ς Maximum Statistics based on Generation. Dots in the Generation background (Dots) 
represent an in-game generation from Caine (Gen). OƴŜ ƻŦ ŀ ŎƘŀǊŀŎǘŜǊΩǎ ŎƻǊŜ ǘǊŀƛǘ ŎŀǘŜƎƻǊƛŜǎ Ŏŀƴ ōŜ 
purchased to their primary (1ary) limit, all other trait categories must be successively one less than 
this, but the order of this need not be decided until the limits are reached. Abilities and 
Backgrounds, Disciplines, Blood Pool and starting and maximum Willpower are also limited by 
Generation.  

Dots Gen Trait Maxima Ability/ 

Background 

Maximum 

Discipline 

Maximum 

Blood 

Pool 

Starting (Maximum) 

Willpower 
1ary 2ary 3ary 4ary 

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

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

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

3 10th 12 11 10 9 6 5 13 4 (10) 

4 9th 13 12 11 10 7 5 14 6 (10) 

5 8th 14 13 12 11 7 6 15 6 (12) 

6 7th 16 15 14 13 8 7 20 7 (14) 

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

8 5th 20 19 18 17 9 8 40 9 (18) 

9 4th 25 24 23 22 9 9 50 10 (20) 

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

Herd 

¸ƻǳ ƘŀǾŜ ŎǳƭǘƛǾŀǘŜŘ ŀ ǊŜŀŘȅ ōƭƻƻŘ ǎǳǇǇƭȅΣ ǿƘƛŎƘ ƛǎ ǘȅǇƛŎŀƭƭȅ ŀ ƎǊƻǳǇ ƻŦ ΨōƭƻƻŘ ŘƻƭƭΩ ƳƻǊǘŀƭǎ ǘƘŀǘ ƘŀǾŜ 

got used to you feeding on them, but which can be something less typical such as a fridge full of 

blood or a Vicissitude-d flesh cube. For each dot of Herd 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 

between-combat feeding. 

Influence 

Although some members of the Sabbat find it distasteful, many Cainites find it useful to manipulate 

mortal society from behind the scenes. Influence is divided into several categories which represent 
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areas of mortal society where you have various mortal agents and contacts that unknowingly do 

your bidding. Normally Influence is of most use during downtime, however if you need something 

quick, easy or important done and have a way of contacting your minions, you may be able to use 

Influence in uptime at storyteller discretion. 

Although it is not necessary to give specifics, the more dots you have in Influence, the wider your 

sphere of influence is and the bigger your reputation is within that category. As well as using your 

Influence to get specific favours or tasks (see below) you can use each influence category once per 

downtime in an attempt to disrupt the Influence of another Cainite. 

As a Downtime Action: pick one category of Influence that you think another character has and one 

category of Influence which you have. Come up with a rationale for how your influence is causing 

disruption to that of the other character; if you have other Influence that you think could help, these 

can act as support, but your opponent can do likewise, influences can be used to 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 supporting Influence dots versus the opposing 

characters defending plus supporting Influence dots (dots in the main attacking or defending 

Influence are used for re-tests).  

The losing character loses access to one dot of the main attacking or defending Influence which 

returns only when they go through a downtime without losing an Influence challenge that involves 

that influence in any capacity. 

The categories of Influence and typical capabilities by level are as follows: 

Bureaucracy 

Control over the civil service, local councils, governmental organisations and some government-

associated private companies, such as schools, landlords, letting agencies and utility companies. 

ω Trace utility bills 

ωω CŀƪŜ ŀ ōƛǊǘƘ ŎŜǊǘƛŦƛŎŀǘŜ ƻǊ ŘǊƛǾŜǊΩǎ ƭƛŎŜƴŎŜΣ ŘƛǎŎƻƴƴŜŎǘ ǳǘƛƭƛǘƛŜǎ ǘo a small residence, 

close a small road or park, dip into public money ($250) 

ωωω Fake a death certificate, passport, visa. Close a state-funded school for a day, shut 

down a minor business. 

ωωωω Initiate a phone tap, fake land deeds, initiate a department-wide investigation. 

ωωωωω Start, stop or alter a city-wide program or policy, shut down a big business, rezone 

areas, obliterate records of a person. 

ωωωωω ω Initiate a major public works program, control all aspects of bureaucracy within one 

city area, prevent emergency services from responding to a disaster 

ωωωωω ωω Start, stop or alter a county-wide program or policy, force a city or town to build as 

you see fit, collect taxes ($1,000) 
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ωωωωω ωωω Build or destroy small towns or suburbs, rewrite policy on a county level, control an 

entire City 

ωωωωω ωωωω Build a monument, stadium or other SimCity2000 upgrade, have any building 

demolished on short notice. 

 

Church 

Control over mainstream organised religions and some well-established religious sects. 

ω Pass as a member of the Clergy, access general church records (births, deaths, 

baptisms), identify congregations.  

ωω Identify higher church members, suspend lay worshippers, track ordinary members 

of the Clergy. 

ωωω Open or close a church, find exorcists or church-associated hunter-types. Access 

private church archives, raid the collection plate ($250). 

ωωωω Discredit or suspend higher church members, manipulate regional branches of the 

Church. 

ωωωωω Organise major religious protests, access ancient church lore and knowledge. 

ωωωωω ω Identify church members with True FaithΣ ƘŀǾŜ ŀ ΨƳƛǊŀŎƭŜΩ ƻŦŦƛŎƛŀƭƭȅ ǊŜŎƻƎƴƛǎŜŘΦ 

ωωωωω ωω Annul a church marriage, excommunicate a lay worshipper, find an experienced 

church-associated Hunter. 

ωωωωω ωωω Elevate a member of the Clergy, pose as a Bishop or similar, fully stage a church-

ǎǳǇǇƻǊǘŜŘ ΨƳƛǊŀŎƭŜΩΦ 

ωωωωω ωωωω Destroy a Cathedral or build one on the sly. Exert influence over Church doctrine. 

Have a member of the Clergy excommunicated. 

 

Finance 

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

ω Learn about major business transactions and events, raise capital ($1000), learn 

about economic trends, learn the motivations behind the financial transactions of 

others.  

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

ωωω Purchase a large business. 
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ωωωω Ruin a small business, manipulate local banking, delay deposits and payments, 

change credit ratings. 

ωωωωω Purchase a major company, manipulate City-wide banking, shut down ATM 

networks, arrange a bank holiday (woo, go vampires!), ruin a large business. 

ωωωωω ω Obliterate the savings of one person (can be used to suspend access to Resources), 

control the price of a minor commodity, insider trading for fun and profit ($10,000). 

ωωωωω ωω Purchase a national corporation, influence stock prices. 

ωωωωω ωωω Control the price of a major commodity, cause inflation or depression. 

ωωωωω ωωωω Control stock trends, own a multinational corporation, siphon all profits from a 

major corporation ($100,000). 

 

Health 

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

therapists and pharmacies. 

ω !ŎŎŜǎǎ ŀ ǇŜǊǎƻƴΩǎ ƳŜŘƛŎŀƭ ǊŜŎƻǊŘǎΣ ŦŀƪŜ ǊŜŎƻǊŘǎ ƻŦ ǾŀŎŎƛƴŀǘƛƻƴǎ ƻǊ ǎƛƳƛƭŀǊΣ ƎŜǘ ƻƴŜ 

blood trait, use public health centres.  

ωω Access some medical research records, have minor lab work done, get a copy of a 

ŎƻǊƻƴŜǊΩǎ ǊŜǇƻǊǘΣ ƛƴǎǘƛƎŀǘŜ ŀ ƳƛƴƻǊ ǉǳŀǊŀƴǘƛƴŜΦ 

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

ωωωω Acquire a cadaver, rewrite medical records, abuse research grants ($250), add a 

subject to a medical trial, institute large-scale quarantines, shut down businesses on 

health-based violations. 

ωωωωω Have someone institutionalised or released, commission a research project. 

ωωωωω ω Prevent ambulance responses to a disaster, control blood distribution in an area. 

ωωωωω ωω Contaminate blood supplies in a hospital, acquire infectious disease samples 

(influenza). 

ωωωωω ωωω Shut down a hospital, control the supply of one drug in an area, perform a large-

scale or illegal medical trial.  

ωωωωω ωωωω Shut down a major hospital permanently, contaminate the blood supply to a large 

area, acquire dangerous infectious diseases (anthrax, Ebola, smallpox). 

 

High Society 
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Influence over the idle rich, celebrities, aristocracy and popular internet people.  

ω Learn what is trendy, obtain tickets to shows, get early information on concerts, 

shows and plays.  

ωω Track celebrities and luminaries, be a local voice in the entertainment field, 

άōƻǊǊƻǿέ ƛŘƭŜ ŎŀǎƘ ŦǊƻƳ ǊƛŎƘ ŦǊƛŜƴŘǎ όϷмлллύΦ 

ωωω Crush promising careers, hobnob well above your station. 

ωωωω Minor celebrity status. 

ωωωωω Get an appearaƴŎŜ ƻƴ ŀ ǘŀƭƪ ǎƘƻǿ ǘƘŀǘΩǎ ƴƻǘ ŀōƻǳǘ ǘƻ ōŜ ŎŀƴŎŜƭƭŜŘΣ Ǌǳƛƴ ŀ ƴŜǿ ŎƭǳōΣ 

gallery, festival or other posh gathering. 

ωωωωω ω DƛǾŜ ǎƻƳŜƻƴŜ ǘƘŜƛǊ άмр ƳƛƴǳǘŜǎ ƻŦ ŦŀƳŜέ όōŜǎǘƻǿ ŀ ǘŜƳǇƻǊŀǊȅ ƭŜǾŜƭ ƻŦ Fame for a 

night), own a small but influential gallery or theatre. 

ωωωωω ωω Bring any act, concert or play to a City, destroy an established celebrity (remove 

access to one level of FameύΣ ŀǇǇƻƛƴǘ ǎƻƳŜƻƴŜ ŀǎ ŀ ƳŜƳōŜǊ ƻŦ ǘƘŜ /ƛǘȅΩǎ ŜƭƛǘŜ ǎƻŎƛŀƭ 

circles. 

ωωωωω ωωω Make someone a minor celebrity (bestow one level of Fame for a longer period). 

Make yourself a major celebrity (bestow two levels of Fame on yourself). Own a 

large gallery or theatre. 

ωωωωω ωωωω Make someone a major celebrity, influence nationwide fashion trends. 

 

Industry 

Control over manufacturing, engineering, farming, supermarkets, telecommunications, computing 

companies, construction companies, trade unions. 

ω Learn about industrial projects and movements.  

ωω Have minor projects performed, embezzle petty cash or dip into union funds ($500), 

arrange small accidents or sabotage. 

ωωω Organise minor strikes, appropriate machinery for a short time. 

ωωωω Close down a small plant, revitalise a small plant. 

ωωωωω Manipulate large local industry. 

ωωωωω ω Attract a major heavy industry to an area, illegally dump toxic waste. 

ωωωωω ωω Siphon company profits ($5000), eliminate or start a trade union. 

ωωωωω ωωω Arrange for a major ecological disaster, fatally sabotage a major construction 

project. 
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ωωωωω ωωωω Own a major nationwide firm, cause a major strike. 

 

Legal 

Control over legal proceedings, judges, lawyers. 

ω Get free legal representation for minor cases  

ωω Avoid paying bail for some charges, have minor charges dropped 

ωωω Manipulate legal procedures (wills and contracts, court dates), access public or court 

funds ($250), get representation in most court cases 

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

arrange parole 

ωωωωω Close down all but the most serious investigations, have deportation proceedings 

carried out against someone 

ωωωωω ω Bring 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 

ωωωωω ωω Appoint a judge, have a lawyer disbarred 

ωωωωω ωωω Successfully sue anyone for major damages (destroy one level of Resources), force a 

verdict on any trial 

ωωωωω ωωωω Control, appoint or fire almost any member of any legal profession 

 

 

Media 

Control over newspapers, radio stations, television channels, subscription video services, news 

websites and social media. 

ω Learn about breaking stories early, submit small articles within reason 

ωω Suppress small articles or reports, get hold of investigative reporting information 

ωωω Initiate news investigations and reports,  

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

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

ωωωωω ω Submit headline news successfully, cause a minor media outlet to begin an 

investigation 
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ωωωωω ωω Destroy a minor newspaper or TV station, write small nationwide stories 

successfully, manufacture a major scandal (destroy one level of Fame) 

ωωωωω ωωω Cause a major media outlet to begin an investigation, kill national news stories 

before they get off the ground  

ωωωωω ωωωω Broadcast fake regional stories, destroy a major newspaper or TV station. 

 

Occult 

Influence over non-mainstream religious groups, new agers, head shops, cults, charlatans, actual 

mortal hedge wizards and spirit mediums, hardcore Harry Potter fans, D&D players above 8th level. 

ω Contact and make use of some common occult groups and their practices, know 

some of the more visible occult figures.  

ωω Know and contact some of the more obscure occult figures, access resources for 

most rituals and rites. 

ωωω 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), access occult tomes and writings, 

research a one or two dot ritual. 

ωωωω Research a three or four dot ritual. 

ωωωωω Access minor magic items, research a level five ritual. 

ωωωωω ω Have occultists work on a one or two dot Thaumaturgy ritual of your devising, found 

a sizeable cult (grant a dot of Allies), find a teacher for truthful Lupine or Fae Lore 

ωωωωω ωω Have occultists work on a three or four dot Thaumaturgy ritual of your devising, 

access significant magical items, find a teacher for truthful Wraith or Spirit Lore 

ωωωωω ωωω Have occultists work on a five dot Thaumaturgy ritual of your devising, found a 

widespread cult (grant two dots of Allies), locate a hedge mage or spirit medium and 

bring them to you 

ωωωωω ωωωω Access legendary artefacts, locate a Lupine or Changeling and bring them to you 

 

Police*  

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

ω Learn police procedures, hear police information and rumours, avoid traffic tickets. 

ωω Have licence plates ŎƘŜŎƪŜŘΣ ŀǾƻƛŘ ƳƛƴƻǊ ǾƛƻƭŀǘƛƻƴǎΣ ƎŜǘ άƛƴǎƛŘŜ ƛƴŦƻǊƳŀǘƛƻƴέΦ 
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ωωω Get copies of an investigation report, have police hassle detain or harass someone, 

find Scotland Yard secrets. 

ωωωω Access confiscated weapons or contraband, have some serious charges dropped, 

start an investigation, obtain money from the evidence room or as an appropriation 

($1000). 

ωωωωω Institute major investigations, arrange sting operations, instigate Scotland Yard 

investigations. 

ωωωωω ω Completely control one police department in a City, appropriate drugs or 

contraband from the evidence locker 

ωωωωω ωω Call for armed police raids, have free access to all police facilities, have forensics lose 

or manipulate evidence 

ωωωωω ωωω Completely control all police in a City, have people extradited to the City you control  

ωωωωω ωωωω Fire or appoint a police chief 

 

Political 

Influence in political parties, local councils, national government. 

ω Minor lobbying, identify the real platforms of politicians and their parties, be in the 

know  

ωω Meet small-time politicians, garner inside information on processes, laws and the 

like, use a slush fund or fund-raiser ($1000). 

ωωω Sway or alter political projects. 

ωωωω Enact minor legislation, dash careers of minor politicians. 

ωωωωω Get your candidate into a minor office, enact encompassing legislature. 

ωωωωω ω Enact major legislation on a local level, elect the mayor of a City 

ωωωωω ωω Destroy the career of a major local politician 

ωωωωω ωωω Elect a member of parliament, enact minor national legislation 

ωωωωω ωωωω Embezzle taxpayer money ($10,000), engineer a major political scandal 

 

Street 

Influence over street gangs, prostitutes, buskers, long-term homeless, petty criminalsΣ ΨŘŜǾƛŀƴǘΩ 

subcultures, immigrant communities, council estate kids. 
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ω Open an ear for the word on the street, identify gangs and know their turf and 

habits.  

ωω Live mostly without fear on the underside of society, keep a contact or two in most 

aspects of street life, access small-time contraband. 

ωωω Get insight into related areas of Influence, arrange some services from street people 

or gangs, obtain pistols or uncommon melee weapons. 

ωωωω aƻōƛƭƛǎŜ ƎǊƻǳǇǎ ƻŦ ƘƻƳŜƭŜǎǎΣ ǇŀƴƘŀƴŘƭŜ ƻǊ ƘƻƭŘ ŀ άŎƻƭƭŜŎǘƛƻƴέ όϷнрлύΣ ƎŜǘ ƘƻƭŘ ƻŦ ŀ 

shotgun, rifle or sub-machine gun, have a word in almost all aspects of gang 

operations. 

ωωωωω Control a single medium-sized gang, arrange impressive protests by street people. 

ωωωωω ω Completely dominate all council estates and slums within a wide geographical area, 

mark a specific person for harassment by street gangs wherever they go. 

ωωωωω ωω Locate exotic weaponry (bombs, sniper rifles), start a string of national riots 

ωωωωω ωωω Control major national gang networks entirely 

ωωωωω ωωωω Have someone marked for death by street gangs wherever they go, completely 

dominate all non-affluent areas within a wide geographical area, locate unique or 

custom weaponry 

 

Transportation 

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

airports. 

ω Know what goes where, when and why, travel locally, quickly and freely.  

ωω Track someone using public transportation, arrange safe or concealed 

transportation to nearby destinations. 

ωωω {ŜǊƛƻǳǎƭȅ ƘŀƳǇŜǊ ŀƴ ƛƴŘƛǾƛŘǳŀƭΩǎ ŀōƛƭƛǘȅ ǘƻ ǘǊŀǾŜƭΣ ŀǾƻƛŘ Ƴƻǎǘ ǎǳǇŜǊƴŀǘǳǊŀƭ ŘŀƴƎŜǊǎ 

when travelling, travel to nearly anywhere in the world. 

ωωωω Shut down one form of transportation (bus lines, ships, planes, trains etc.) 

temporarily, reroute money your way ($500). 

ωωωωω Smuggle with impunity, reroute major modes of travel. 

ωωωωω ω Bar a person from entering or leaving a City via public transportation, attract a major 

transportation outlet (eg. an Airport) to your City. 

ωωωωω ωω Halt all public transportation and cargo shipping to a town-sized area, siphon all 

profits from a shipping or haulage company ($5,000). 
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ωωωωω ωωω Bar a specific form of cargo from entering or leaving a City, isolate a town-sized area 

from all forms of transportation. 

ωωωωω ωωωω Cause a major transportation disaster, completely dominate one aspect of 

transportation (shipping, haulage, flights) nationwide. 

 

Underworld 

Control over organised crime, mafia families, people trafficking and modern slavery, organised drug-

dealing gun-running, bookies, hit-men, fences, online crime gangs, forgers, pirates. 

ω Locate minor contraband (knives, small-time drugs, scalped tickets, bootleg records).  

ωω Obtain pistols, serious drugs, stolen cars. Hire muscle to rough someone up, fence 

stolen loot, prove that crime pays ($1000). 

ωωω Obtain a rifle, shotgun or SMG, arrange a minor hit, meet someone in the Family. 

ωωωω Make white-collar crime connections. 

ωωωωω Arrange gangland assassinations, hire a demolition man or firebug, supply local drug 

needs. 

ωωωωω ω Locate exotic weaponry (bombs, sniper rifles), contract a professional hit 

ωωωωω ωω Launder money, supply the drug needs of a large City 

ωωωωω ωωω Control the head of a crime family, locate unique or custom weaponry 

ωωωωω ωωωω tǳǘ ŀ ǇǊƛŎŜ ƻƴ ŀƴȅƻƴŜΩǎ ƘŜŀŘΣ ǎǘŀǊǘ ŀ Ƴƻō ǿŀǊ 

 

University 

Influence over education, including nurseries, public schools, state schools, 6th form colleges and 

universities. Also influence over general academia and academic research and certificating bodies 

and exam boards. 

ω Know layout and policy of local schools, have access to low-level university 

resources, obtain school records.  

ωω Know a contact or two with useful knowledges or abilities, have minor access to 

facilities, fake school records, obtain university records. 

ωωω Call in faculty favours, cancel a class, fix grades, discredit a student. 

ωωωω Organise student protests and rallies, discredit faculty members. 

ωωωωω Falsify an undergraduate degree. 
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ωωωωω ω CŀƭǎƛŦȅ ŀ aŀǎǘŜǊΩǎ 5ŜƎǊŜŜ ƻǊ tD/9, create a teaching module of your choice, discredit 

the head of a school or faculty 

ωωωωω ωω Falsify a PhD, have access to someone with esoteric knowledge or high levels of a 

mundane ability, discredit a Vice-Chancellor 

ωωωωω ωωω Appoint a new Vice-Chancellor, funnel university funds in your direction ($1,000) 

ωωωωω ωωωω Direct an entire department to research a specific problem, hire a Research 

Assistant indefinitely (grant one level of Allies or Retainers) 

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 such as a Fleshcrafted supercomputer 

made from networked living brains.  

Each Library is associated with 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 distracted (ie. not mid-combat) you may call 

for a Willpower re-test without spending a Willpower Trait when making Challenges using the 

abilities or Disciplines associated with your Library. This assumes you have plausible method of 

browsing the information (ie. a stack of books, a Ghoul on the end of a phone, an Ethernet flesh 

protrusion). 

For each dot in Library pick one associated ability or Discipline from the following (you can pick the 

same thing more than once if you have multiple dots in Library): 

Academics, Science or Lore (these abilities always have a specialisation; your Library can be 

associated with multiple specialisations of the same ability if you wish) 

Occult, Theology, Thanatology or Cosmology. 

One Blood Magic path to a maximum level of your total dots in Library, or a number of rituals in a 

single Blood Magic Discipline equal to your total dots in Library (which increases retroactively if you 

subsequently buy more dots of Library). 

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 teacher-student relationship. Naturally, as a Cainite it is likely 

that any Mentor will have their own reasons for helping you, which you may or may not be privy to. 

It is likely that your Mentor 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 in Mentor, the more powerful and influential they are. You gain the 

following mechanical benefits: 

ω Gain one free speciality in any abilities that you have as your Clan advantage.  

ωω Once per game, if you can contact your Mentor 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 in Mentor for any abilities that you have as your Clan 

advantage. 

ωωω Your Mentor will willingly train you in the first or second dot of any non-unique out-

of-Clan Disciplines. If you have access to Blood Magic already, your Mentor will 

teach you one Blood Magic Path of your choice from within that tradition and a 

number of rituals equal to your dots in Mentor without any further justification 

being necessary. 

ωωωω Once per game, if you can contact your Mentor and spend some time putting up 

with them nagging you about how you should get a haircut and a proper job, for the 

rest of the scene you may substitute your dots in Mentor for Resources, Influence or 

Allies. 

ωωωωω Your Mentor will willingly train you in the third or fourth dot of any non-unique out-

of-Clan Disciplines. If you have access to Blood Magic already, your Mentor will 

teach you any Blood Magic Paths of your choice from within that tradition and any 

number of rituals equal to your dots in Mentor without any further justification 

being necessary. 

Military Force*  

You have access to a group of mortals or minor supernaturals who are willing to achieve your goals 

through force. Examples include armed police, paramilitaries, actual military, well-trained ghouls, 

armies of szlachta, hordes of spectres, cupboards full of zombies or evil furniture. 

 Typically Military Forces are hard to gather and maintain without attracting the attention of mortal 

ŀǳǘƘƻǊƛǘƛŜǎΧ ǳƴƭŜǎǎ ƻŦ ŎƻǳǊǎŜ ȅƻǳǊ Force are actually part of the Police or Military and you have 

equal or greater dots in the relevant Influence. Dots in Military Force can represent 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 by Obfuscate or fully protected by being inside a fridge takes one level of lethal 

damage for each dot of Military Force you have minus their dots in Dodge (or other ability 

depending on the nature of your military force, a horrific poltergeist-like attack from Spectres may 

be opposed by Courage, for example). Doing this will naturally alert those characters to the 

impending attack. 

ω 15 person mob, unorganised, poorly armed and untrained. Eg. Student rebels or a 

street gang in England. 
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ωω 25 person team, some training, weapons and combat training. Eg. Armed police, 

mafia thugs, a street gang in America. 

ωωω 40 person platoon, armed and combat trained. Eg. territorial army unit, the guys 

that Jackie Chan fights. 

ωωωω 75 person troop, with excellent equipment and extensive combat experience. Eg. 

mercenary soldiers, established terrorists/freedom fighters. 

ωωωωω 100 person company, elite troops with specialist equipment. Eg. SAS, military 

intelligence unit, Formori Army. 

ωωωωω ω Several companies, some armoured transport and carrier planes. 

ωωωωω ωω Military division, thousands of soldiers with tanks and shit. 

ωωωωω ωωω The military forces of a small country. 

ωωωωω ωωωω Military forces worldwide. 

Resources 

You have a self-sustaining income independent from any Influence you may possess ǘƘŀǘ ƛǎƴΩǘ ƎƻƛƴƎ 

anywhere any time soon. This may take the form of a swiss bank account, a fat pile of fifties under 

your mattress or a stockpile of stolen paintings that mortals have long given up looking for.  

Dots in Resources grant you the following benefits: 

ω You can maintain a small rented flat or terrace house, an economical car; you can 

pay bills on time and feed one human. With careful budgeting you can liquidate 

about $1,000 a month.  

ωω You can maintain a nice house with some space, a people carrier or boy-racer style 

car; you can deal with occasional price hikes from utility companies and 

exploitatively employ one part-time worker on shit wages. With careful budgeting 

you can liquidate about $2,500 a month. 

ωωω You can maintain a luxurious home and possibly a holiday home in the south of 

CǊŀƴŎŜΦ Lǘ ƛǎ ƭƛƪŜƭȅ ǘƘŀǘ ȅƻǳ Ŏŀƴ ŀŦŦƻǊŘ ΨƘŜƭǇΩ ŀƴŘ ȅƻǳ ōǳȅ ŀƭƭ ǘƘŜ ŜȄǇŜƴǎƛǾŜ 5[/ ŦƻǊ 

games like Warframe. You are likely to have made some solid investments and own 

property. You can liquidate about $20,000 a month. 

ωωωω 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 oƴ ŀ ŘŜŎŜƴǘ ǿŀƎŜΧ ƴƻǘ ǘƘŀǘ ȅƻǳ ǿƻǳƭŘΣ ǘƘƻǳƎƘΗ ¸ƻǳ Ŏŀƴ ƭƛǉǳƛŘŀǘŜ ϷмллΣллл 

without drawing too much attention.  

ωωωωω You are likely to actually benefit from a Conservative government being in power. 

You have an extensive portfolio of property and rare commodities, an offshore bank 
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account in a tax haven and enough spare that you can employ good lawyers and 

ŀŎŎƻǳƴǘŀƴǘǎ ǘƻ ƳŀƪŜ ŀƭƭ ƻŦ ǘƘƛǎ ǘŜŎƘƴƛŎŀƭƭȅ ƭŜƎŀƭΧ ǘƘŜ ōŜǎǘ ǎƻǊǘ ƻŦ ƭŜƎŀƭΦ ¸ƻǳ Ŏŀƴ 

liquidate $250,000 without drawing too much attention. 

ωωωωω ω+ Money is ŀƭǊŜŀŘȅ ǎǘŀǊǘƛƴƎ ǘƻ ōŜŎƻƳŜ ƳŜŀƴƛƴƎƭŜǎǎ ǘƻ ȅƻǳΧΦ ¸ƻǳ ŀƭǿŀȅǎ ƘŀǾŜ ŜƴƻǳƎƘ 

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. 

Typically this is a fully blood-bound Ghoul, who you regularly feed with a little of your blood to keep 

them content without compromising yourself. 

Retainers can be taken multiple times, each time applying to different Ghoul, with the dots you have 

in your Retainer being proportional to their competence and usefulness. You can also have Ghouls 

without buying the Retainer merit; however these do not provide any benefit and merely exist to 

look good and possibly comically bungle simple tasks. 

All Retainers can act under 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 Retainers for them, or twice that number in one category of your choice. You may also elect for 

them to have a number of abilities equal to your dots in Retainers, each of which they have that 

number of dots in. If you have backgrounds such as Herd, Influence or Allies your Retainers can look 

after these on your behalf, which is often the best way for Cainites on a Path of Enlightenment to 

communicate with mortal underlings without seriously terrifying or revolting them. 

As a Ritual action: once per night you can call in a Retainer ǘƻ Ψ{ƘŀŘƻǿΩ ȅƻǳ ƻǊ ƻƴŜ ŎǊŜŀǘǳǊŜ ȅƻǳ Ŏŀƴ 

see. The Retainer ƘǳǎǘƭŜǎ ƻǾŜǊ ǘƻ ǘƘŀǘ ŎǊŜŀǘǳǊŜ ŦǊƻƳ ŀ ƴŜŀǊōȅ ŀǇŜǊǘǳǊŜΦ ²ƘŜƴ Ψ{ƘŀŘƻǿƛƴƎΩ ŀ 

creature the Retainer no longer takes independent actions. 

No action: if a character is hit by a physical attack when a Retainer ƛǎ Ψ{ƘŀŘƻǿƛƴƎΩ ǘƘŜƳΣ ǘƘŜȅ Ƴŀȅ 

spend 1 Blood Trait and the Retainer takes the effect of the physical attack instead of them. 

Retainers loyally take this punishment until they have taken damage equal to the dots in Retainers 

you have spent on them plus any bonuses to their health levels from Disciplines or equipment. Any 

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

ǘƻ ǎŀŦŜǘȅ ƻǊ Ŧŀƭƭ ǳƴŎƻƴǎŎƛƻǳǎ ŀǘ ǘƘŜƛǊ ƳŀǎǘŜǊΩǎ ŦŜŜǘΦ 

No action: if a character deals damage with a physical attack when a Retainer with dots in Archery, 

Firearms, Melee or BrawlΣ ƛǎ Ψ{ƘŀŘƻǿƛƴƎΩ ǘƘŜƳΣ ǘƘŜȅ Ƴŀȅ ǎǇŜƴŘ 1 Blood Trait and the Guard will deal 

one level of lethal damage to whatever they are attacking plus any effects of Disciplines or 

equipment traits they have. 

As a Variable action: you may forego your action to have a Retainer ǘƘŀǘ ƛǎ Ψ{ƘŀŘƻǿƛƴƎΩ ȅƻǳ ƳŀƪŜ ŀƴ 

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 dot of Potence and 1 Blood Trait that will not inconvenience them if you take it 

or they spend it. For each dot in Retainers you spend on them after the first, you can give them the 

first dot of one of your in-Clan Disciplines, a dot in a Merit (which can be combined to purchase 2+ 

dot merits) or an additional Blood Trait they can use without hurting themselves. If you are 7th or 6th 

Generation your Ghouls can have up to level 2 or 3 Disciplines respectively. 

Revenants 

Revenants have 1 Blood Trait and one dot in an in-Clan Discipline for 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, summarised after their in-Clan disciplines below. 

 

Basarab*  ς  Dominate, Protean, Vicissitude, Gain a fear frenzy trigger of Garlic. 

Bratovich ς Animalism, Potence, Vicissitude, Gain a rage frenzy trigger. 

Grimaldi ς Celerity, Dominate, Fortitude, /ŀƴƴƻǘ ƘŀǾŜ ΨǎǇŀǊŜΩ Blood Traits 

Obertus ς Auspex, Obfuscate, Vicissitude, You have the Derangement: Obsession. 

Oprichinki ς Animalism, Obfuscate, Vicissitude, You have the flaw Haunted. 

Zantosa ς Auspex, Presence, Vicissitude, You have the Derangement: Addictive Personality. 

 

For each dot in Retainers you spend on them 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 

additional Blood Trait they can use without hurting themselves. If you are 7th or 6th Generation your 

Ghouls can have up to level 2 or 3 Disciplines respectively. 
 

Szlachta 

All Szlachta have one dot of Potence and 1 Blood Trait that will not inconvenience them if you take it 

or they spend it.  

It is assumed that you perform any of the permanent Vicissitude modifications mentioned under 

Fleshcraft, Bonecraft or Graft Life to Life that you desire on your minions, additionally for each dot in 

Retainers you spend on them after the first, you can give them another custom modification, such 

as: 

¶ Jumpy Legs/Inflatable Body ς the creature can bound 10 paces instead of moving normally. 

If you or it spends 1 Blood Trait you can ride on it aǎ ƛǘ ōƻǳƴŎŜǎ ǿƘŜƴ ƛǘ ƛǎ Ψ{ƘŀŘƻǿƛƴƎΩ ȅƻǳ  

¶ Protective Spines/Corrosive Blood ς anyone damaging your Szlachta takes 1 level of lethal 

damage at the end of the round. 

¶ Horrible Claws/Tentacles ς attacks from the Szlachta do a base two levels of lethal damage.   

¶ Eyes-on-Stalks ς in addition to its normal abilities, the Szlachta has dots in Perception equal 

to your dots in Retainers and for related challenges can substitute its highest trait category 

for Mental Traits.  
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¶ Hidden Weaponry ς in addition to its normal abilities, the Szlachta has dots in Brawl equal 

to your dots in Retainers and for related challenges can substitute its highest trait category 

for Physical Traits. 

¶ Doppelgangerς the creature has been made to mimic a specific individual. In addition to its 

normal abilities, the Szlachta has dots in Disguise equal to your dots in Retainers and 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 

Cainite-to-Cainite over the decades and which are allegedly derived from the traditional Koldunic 

practices of Clan Tzimisce. The Ritae background represents knowledge of these powers which are 

part Blood Magic, part group ǇǎȅŎƘƻƭƻƎȅ ŀƴŘ ǇŀǊǘ ǎƻƳŜǘƘƛƴƎ ŜƭǎŜΧ these do not count as Blood 

Magic for the purpose of Disciplines which target or dispel such powers.  

The most important of these, the Auctoritas Ritae, are regularly 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. Every Auctoritas Ritus can be performed by a character with at least one dot of the Ritae 

background. 

In addition to these there are numerous Ignoblis Ritae which are not so central to the cohesion of 

the Sect, but which are valued more for their surprisingly potent effects. There are many Ignoblis 

Ritae of varying power levels and these often express the individuality of a pack. 

A character can benefit from one Ignoblis Ritus per night (either ongoing or instantaneous) for every 

two dots they have in Conscience or Conviction. The Auctoritas Ritae are not limited in this fashion. 

Dots in Ritae grant you the following cumulative benefits: 

ω  you know all Auctoritas Ritae 

ωω  you know one level 2 Ignoblis Ritus and can buy more at the cost of 1 xp per Ritus 

ωωω  you know one level 3 Ignoblis Ritus and can buy more at the cost of 1 xp per Ritus 

ωωωω  you know one level 4 Ignoblis Ritus and can buy more at the cost of 1 xp per Ritus 

ωωωωω  you know one level 5 Ignoblis Ritus and can buy more at the cost of 1 xp per Ritus 

ωωωωω ω  you know one level 6 Ignoblis Ritus and can buy more at the cost of 2 xp per Ritus 
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AUCTORITAS RITAE 

ω ¢I9 .Lb5LbD 

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 symbolic square 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 participants then swear an oath to serve the Sabbat unto death, often followed by the Vaulderie 

and/or more specific oaths or declarations of intent. Until the following Winter Solstice, all 

participants in the Binding count as having a low level Vinculum to each other even if they are not in 

a Pack. Additionally all participants gain one experience point. 

ω ¢I9 .[hh5 .!¢I 

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 with the presiding priest and other ranking Sabbat 

members in order of rank, all participants kneel to the new leader and state their endorsement or 

allegiance whilst bleeding into a large vessel. In return the leader gives praise and/or advice to each 

participant. Once this is complete, the new leader bathes within the now blood-filled large vessel 

and all participants either drink from the vessel or use the blood in a subsequent Vaulderie 

symbolising their acceptance ƻŦ ǘƘŜ ƴŜǿ ƭŜŀŘŜǊΩǎ ǘƛǘƭŜ όŀǎ ǎǳŎƘ ǘƘŜǊŜ ƛǎ ƴƻ net gain or loss of Blood 

Traits). 

ω ¢I9 .[hh5 C9!{¢ 

As a Downtime action: ƻƴŜ ƻǊ ƳƻǊŜ ǇŀǊǘƛŎƛǇŀƴǘǎ ŘŜǎƛƎƴŀǘŜŘ ŀǎ ΨƘǳƴǘŜǊǎΩ ƎŀǘƘŜǊ ŀ ƴǳƳōŜǊ ƻŦ ƳƻǊǘŀƭǎ 

or Cainites; each mortal ŀƭƭƻǿǎ ŦƻǊ ŀ ƴǳƳōŜǊ ƻŦ ǇŀǊǘƛŎƛǇŀƴǘǎ όƛƴŎƭǳŘƛƴƎ ΨƘǳƴǘŜǊǎΩύ equal to the 

presidinƎ ǇǊƛŜǎǘΩǎ Řƻǘǎ ƛƴ Ritae or twice this for Cainites. These are then stored until The Blood Feast 

begins; although their significance is lost if a Blood Feast is performed without them there, or at the 

end of the next game. 

As a Ritual action: all participants gather together cheering and baring fangs ŀǎ ǘƘŜ ΨƘǳƴǘŜǊǎΩ 

triumphantly bring their captives to the presiding priest. The priest congratulates each hunter and 

arranges for the captives to be tied or nailed and suspended in such a way that they cannot move 

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

feast and all participants can restore themselves to full Blood Traits unless all captives meet the 

criteria of a feeding restriction or similar flaw. 

ω /w9!¢Lhb wL¢9{ 

The presiding priest touches a flaming brand to the head of a newly-embraced Cainite, before 

leading them through an oath of allegiance to the Sabbat. Often the Creation Rites follow a more 

Clan- or Pack-specific initiation ƻǊ ŜǾŜƴ ŀ ǘǊŀŘƛǘƛƻƴŀƭ ΨǎƘƻǾŜƭƘŜŀŘƛƴƎΩ-style mass embrace. Thereafter 
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the Cainite is recognised as a member of the Sabbat and can participate in and benefit from Ritae 

fully. 

ω FESTIVO DELLO ESTINTO 

On the second week of March, all members of the Sabbat make their way to the nearest Sect-held 

City for a celebration of immortality. The Festivo is 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. Participants often perform Blood Feasts, Vaulderies, Games of Instinct and 

elaborate Fire Dances along with more conventional antics. While the Festivo Dello Estinto lasts, 

participants count as having half their usual number of Beast Traits rounded down, for the purposes 

of what acts count as a sin for them and the very serious Ritus of Monomacy is considered off-limits. 

ω CLw9 5!b/9 

The presiding priest lights a fire within a circle of the participants. Each participant must then make a 

Physical Challenge (Athletics, Courage) to 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 simultaneously (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. Each 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 in the Fire Dance.  

ω D!a9{ hC Lb{¢Lb/¢ 

The presiding priest formŀƭƭȅ ŜȄǇƭŀƛƴǎ ǘƘŜ ǊǳƭŜǎ ŦƻǊ ŀ ŘŀƴƎŜǊƻǳǎ ΨƎŀƳŜΩ ŘŜǎƛƎƴŜŘ ǘƻ ǘŜǎǘ ǘƘŜ ƳŜǘǘƭŜΣ 

cunning and courage of a number of participants. Participants may be part of teams or the game 

may be a free-for-all. Games of Instinct universally feature some element of danger and it is possible 

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

occur. Winning participants in a Game of Instinct pick one ability that they used to help them win. If 

they spend experience points increasing that ability in the next downtime period, they gain an 

appropriate speciality in that ability for free. 

ω ahbha!/¸ 

A member of the Sabbat (the challenger) announces to you and another member of the Sabbat (the 

challenged) in their own words that they are aggrieved by the challenged and intend to duel them to 

solve their dispute. You may then decide if you wish Monomacy to proceed. If you do so, the 

challenger must state the time and location of the duel, the challenged then declares the rules of the 

duel. These rules typically include the weapons that will be used, if any, specific restrictions 

(including use of Disciplines) and the condition required for victory (eg. first blood, torpor, final 
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death). You must be present to oversee all stages of Monomacy and may declare the Ritus null-and-

void at any point including after the duel has finished.  

ω PALLA GRANDE 

Coming sooon! 

ω {9wahb hC /!Lb9 

You give an inspiring speech, tell a cautionary tale or sermonise about Noddist lore to any number of 

participants. All participants are endowed with a renewed sense of purpose and regain 1 Willpower 

Trait if they are not already at maximum. If members of the sect have just achieved a victory in 

combat or otherwise, Sermon of Caine instead allows participants to regain 2 Willpower Traits. 

ω ¢I9 ±!¦[59wL9 

As a Ritual action: the presiding priest arranges all participants (typically into a circle) and cuts 

themselves using an implement (typically a knife) which is used for this Ritus and nothing else. The 

priest bleeds 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 who then makes 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 gain of Blood Traits. At the end of 

the Vaulderie all participants feel a link to one another and gain black veins in their Aura that mark 

them as a diablerist to Aura Perception. If repeated regularly, this link can build into a special two-

way blood bond called a Vinculum (see below).  

As a Downtime action: the presiding priest and a group of participants (typically a pack) participate 

in the Vaulderie regularly during downtime causing a Vinculum to form between participants. 

Depending on how frequent these Ritae are, the Vinculum can be low, medium or high (see below). 

With the exception of the low level Vinculum caused by the Binding (see above), a character can only 

ever share a Vinculum with one group of participants, although participants in this group may come 

and go without affecting this heavily. Levels of Vinculum have the following effects, which are 

cumulative: 

¶ Low ς Participants cannot bring themselves to destroy each other and must spend 1 

Willpower Trait each turn they spend trying to diablerise a fellow participant or put them to 

final death.  

¶ Medium ς Participants feel inclined to aid each other and will not harm fellow participants, 

beyond the rough-and-tumble horseplay that spirited young Cainites enjoy. Participants 

must spend 1 Willpower Trait to perform any action against each other that cannot easily be 

laughed off afterwards. Participants must also spend 1 Willpower Trait to avoid performing 

a favour, unless that 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. 

¶ High ς Although they may hide it, when it comes down to it, participants are compelled to 

protect each other and aid each other however they can. Participants must spend 1 



48 
 

Willpower Trait to avoid coming to the aid of a fellow participant in danger or distress. 

Likewise they must spend 1 Willpower Trait ǘƻ ŀǾƻƛŘ ǇŜǊŦƻǊƳƛƴƎ ŀƴȅ ŦŀǾƻǳǊ ǘƘŀǘ ƛǎƴΩǘ either 

massively dangerous or a 1-trait sin. 

Even if you are under mental or emotional control, you can elect not to spend Willpower Traits to 

surpass the vinculum unless a power specifically states otherwise. 

As a Downtime action: Participants who starve themselves of blood and subsist on blood from the 

Vaulderie alone 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 Rating of the area unless they have chosen to feed indiscreetly on the way in or have 

benefitted from the use of a Herd. 

ω ¢I9 ²!w t!w¢¸ 

Coming sooon! 

ω ¢I9 ²L[5 I¦b¢ 

Coming sooon! 

 

IGNOBLIS RITAE 

A character can benefit from one Ritus per night (either ongoing or instantaneous) for every two 

dots they have in Conscience or Conviction. In addition a character can only benefit from each Ritus 

once per night. The Auctoritas Ritae are not limited in this fashion. No character can benefit from 

any Ritae until they have had the Creation Rites or the Ritus of Acceptance performed upon them. 

ωω RITUS OF CONTRITION 

Typically one, but sometimes multiple participants confess to a transgression against the Sect or 

some significant failure. You may then choose to grant those participants absolution, possibly after 

berating them for their weakness. If you do so, characters must spend 1 Willpower without 

requiring an action if they want to punish those characters or otherwise bring up the subject further. 

This protection from censure counts against the Ritae a participant can benefit from, and a 

participant may benefit from more than one Ritus of Contrition. Participants may choose to end this 

protection whenever they wish, without requiring an action. 

ωω RITUS OF ACCEPTANCE 

You welcome one or more participants into the Sect or into a pack, with as many of your own Sect- 

or pack-mates with you as possible. Participants are typically newly-embraced Cainites following 

their Creation Rites, although variants of this Ritus are appropriate for converts from other Sects or 

visiting Sabbat, in which case the Ritus is referred to as Allegiance or Welcoming respectively. Each 

greeted participant must then swear allegiance to you and each of your pack-mates 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 their new allegiance, such as a brand, 

tattoo or Vicissitude modification. In this case, the Ritus makes this change permanent unless 

deliberately excised by a supernatural power such as Vicissitude or Obeah. Participants gain one free 

dot in two different abilities or backgrounds of your choice. This counts against the Ritae a 

participant may benefit from until they choose to buy the Pack Member merit.  

ωωω {h¦[ hC I9/¢hw 

One ritual participant is held up as an exemplar of martial prowess, this character does not actually 

need to benefit from this Ritus unless they wish to. Each participant picks one ability from Melee, 

Brawl, Firearms or Athletics they think that the exemplar possesses; twice during the rest of the 

night they can use that chosen ability at the same number of dots as the exemplar. 

ωωω ¢I9 !{tΩ{ .[9{{LbD 

Coming sooon! 

ωωω ¢I9 ¢w¦¢I w9±9![95 

Coming sooon! 

ωωω ¢wL![{ hC t!Lb 

Participants in this Ritus inflict painful injuries on one another; each participant takes 1 level of 

Lethal damage. For the rest of the night, all participants gain two extra health levels.  

ωωωω RITUAL OF THE LUCKY THIRTEEN 

Each ritual participant must sacrifice at least one finger, thirteen fingers are necessary for the Ritus 

to function. Each participant gains 3 dots of Luck for the night or until they heal their lost fingers, a 

special wild-card ability that can be used to stand in for any ability. Every time you use Luck as a re-

test, you lose one dot of Luck. 

ωωωω C[Lw¢LbD ²L¢I 59{¢w¦/¢Lhb 

Each participant must take 1 level of Lethal or Aggravated damage during the performance of this 

Ritus. Once later that night, participants 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 damage. Should they 

do so, they may additionally downgrade aggravated damage taken to lethal damage at the cost of 

one Willpower Trait per level. This Ritus ends early for a participant if they are fully healed at any 

point. 

ωωωω I9!w¢ hC ¢I9 Dh[9a 
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Participants in this strange and complex Ritus gain tremendous fortitude, however exercising free 

will lacerates them from within. For the rest of the night, all participants gain four health levels but 

take a level of Lethal damage for each Willpower Trait that they spend. 

ωωωω ¢h¦/I hC L/¸ C[9{I 

Participants in this Ritus become literally cold and inhuman. The Social Traits of participants are 

limited by their Beast Traits, however the next time they suffer one or more levels of aggravated 

damage from fire, all damage becomes lethal instead (Resilience or Imperviousness cannot reduce 

this damage) and Touch of Icy Flesh ends for that participant. This Ritus lasts for the rest of the night 

if not activated before then. 

ωωωω AURA TRANSFER 

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

Ritus. The aura of each participant becomes a copy of the aura of one character that they 

slauƎƘǘŜǊŜŘ ŀǘ ǘƘŜ ƳƻƳŜƴǘ ƻŦ ǘƘŀǘ ŎƘŀǊŀŎǘŜǊΩǎ ŘŜŀǘƘΣ ǊŜǇƭŀŎƛƴƎ ǘƘŜ ŀǇǇŜŀǊŀƴŎŜ ƻŦ ǘƘŜƛǊ ƻǿƴ ŀǳǊŀ 

entirely. Aura Perception can still be used to correctly detect if the last thing a participant said was a 

lie, but is otherwise fooled by Aura Transfer which lasts for the rest of the night. 

ωωωω !9DL{ hC 5w!/I9bC9[{ 

At the culmination of this Ritus, each participant loses 1 Blood Trait and takes 1 level of Aggravated 

damage as their blood briefly boils away. For the rest of the scene, when defending against powers 

of Blood Magic, such as Akhu, Dur-an-ki, Necromancy or Thaumaturgy or when resisting True Magic 

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

Willpower Trait. 

ωωωω a9¢¢[9 hC [L[L¢I 

At the culmination of this Ritus, each participant feels a looming sense of dread. For the rest of the 

scene participants cannot spend Willpower to resist Fear Frenzy, but when defending against 

Dominate or similar powers of direct mental control such as the Wraith Arcanos Puppetry or the 

Cathayan Discipline Obligation, they may call for a Willpower re-test without needing to spend a 

Willpower Trait.  

ωωωω ¢h¦/I hC !tIwh5L¢9 

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

heart. All participants look healthy and alive and have a heartbeat for the rest of the night. In 

addition, participants may use Social Traits in place of Beast Traits on any challenges (although they 

may not elect to lose these instead of Beast Traits if they sin on their Path). 

ωωωωω ¢h¦/I hC .wh¢I9w[¸ [h±9 

After completing this Ritus, the next time each participant deals damage to a mortal without 

Fortitude or the regenerative abilities of Lupines that mortal is instantly killed. 
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ωωωωω THE CARMINE CHALICE OF DR. RICHARDS 

Coming soon!!!  

 

ωωωωω t!/Y a9b¢![L¢¸ 

All participants of this Ritus must have performed the vaulderie together and often the two Ritae are 

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 Mentality lasts for the rest of the night. 

 

ωωωωω ω BODY OF THE JUGGERNAUGHT 

One participant of this ritus is designated as a Champion. All other 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, each participant 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 higher level 

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. 

 

ωωωωω ω /haa¦b9 ²L¢I ¢I9 .[hh5 ¢h¢9a 

All participants in this Ritus must be part of the same pack. Each must sacrifice 1 Blood Trait which 

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 knowledgeable about things within their remit or have useful advice 

and amusing anecdotes. If the spirit remains pleased, all ritual participants are granted the following 

benefits until Commune with the Blood Totem is performed to call a different spirit, or until the ban 

of the spirit is broken. Sample benefits and bans are as follows: 

 

¶ Rat ς Followers of Rat can use Brawl to re-test biting challenges, gain a bonus dot in Stealth 

that cannot take them above their generational maximum and once per night can regain one 

spent Willpower Trait whenever they survive a dangerous situation. Ban ς Followers of Rat 

may never kill vermin. 

¶ Chimera ς Followers of Chimera can call for a Willpower re-test on any Enigmas challenge 

without needing to spend a Willpower Trait, gain a bonus dot in Enigmas that cannot take 

them above their generational maximum and once per night can regain one spent Willpower 

Trait whenever they participate in solving a puzzle or riddle. Ban ς Followers of Chimera 

cannot forego an opportunity for enlightenment. 

¶ Raven ς Followers of Raven can always find other members of their pack who are not 

currently using Obfuscate, gain bonus dots in Survival and Subterfuge that 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 something. Ban ς Followers of Raven cannot carry any 

wealth or currency that they are not currently in the process of stealing or spending. 

¶ Beskar ς Followers of Beskar gain one additional health level, gain a bonus dot in Luck (see 

the Lucky Merit) 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 ς Followers of Beskar cannot refuse to kill or capture a character if there is a 

commensurate financial incentive to do so. 

 

The benefits of Commune with the Blood Totem Ŏƻǳƴǘ ǘƻǿŀǊŘǎ ŀ ŎƘŀǊŀŎǘŜǊΩǎ ƳŀȄƛƳǳƳ ƴǳƳōŜǊ ƻŦ 

Ingoblis Ritae per night, however each character may elect to suppress these benefits at the start of 

any given night in order to benefit from a different Ritus instead. At any point they may elect to stop 

suppressing the benefits of their Blood Totem instead if they change their mind. 

 

ωω AUTO DE FE (INQUISITION) 

Coming sooon! 

ωω ¦wL9[Ω{ /[9!b{LbD (INQUISITION) 

Coming sooon! 

ωωω 9¸9{ hC [¦/LC9w όLbv¦L{L¢Lhbύ 

Each participant ritually swallows a human eyeball which is held down by the power of the Ritus. For 

the rest of the night, any participants who know Aura Perception gain the option of determining if a 

character is an infernalist on a successful Aura Perception 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.  

 

ωωω 9¸9{ hC bh±![L{ όLbv¦L{L¢Lhbύ 

Each participant ritually swallows an acorn which is held down by the power of the Ritus. For the rest 

of the night, any participants who know Aura Perception gain the option of determining if a 

character follows the Path of Lilith or any of its variants on a successful Aura Perception challenge, in 

addition to the normal use of this Discipline power. At the end of the night, the acorn is forcibly 

ejected from any participants without Eat Food.  

 

ωωωω {Iwh¦5 hC t¦wL¢¸ όLbv¦L{L¢Lhbύ 

All participants ritually don a piece of cloth, which can be any size from a cloak to a handkerchief. For 

the rest of the scene, when defending against powers of demons or the demon-granted powers of 

infernalists or Bahari such as Daimonion, Ogham,  Dark Thaumaturgy, Qlippothic Spheres or 

demonic Lores, participants may call for a Willpower re-test without needing to spend a Willpower 

Trait. 
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ωωωω {²hw5 hC C!L¢I όLbv¦L{L¢Lhbύ 

Participants in this Ritus must make a Beast Challenge (Conscience/Conviction) against a static 

difficulty of 10 Traits (Conviction 5). Participants who succeed are imbued with fanatical zeal and all 

of their Brawling or Melee attacks strike for one additional level of damage against demons, 

infernalists or Bahari. Participants who fail gain the same benefits, but also suffer 1 level of 

aggravated damage as a brand of the Sword of Caine mystically appears on their flesh. 

 

ωωωω REDEMPTION OF GETHSEMANE (INQUISITION) 

Coming soon!!! 

 

ωωωωω ¢I9C¢ Cwha ¢I9 9[59w{ όLbv¦L{L¢Lhbύ 

For the rest of the scene the blood pool of all participants is three larger (if you activate Theft from 

the Elders at 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 dots in Generation count as one greater for the 

purposes of re-testing Disciplines (ie. Dominate) only. 

ωωωωω /!{¢ 5h²b ¢I9 /hww¦t¢95 όLbv¦L{L¢Lhbύ 

This Ritus requires 7 Blood Traits from the character who is to be Cast Down which are ritually 

burned. Thereafter the character cannot bind others with or be bound by blood bonds or vinculae. 

ωωωωω W¦5D9a9b¢ 5!¸ όLbv¦L{L¢Lhbύ 

This fabled Ritus must be enacted regularly once per month for thirteen months. Upon the 

completion of the thirteenth casting, the ritualist is aware if any Cainites of 3rd or lower 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.  

ωωωωω ω ETERNI-TREE (INQUISITION) 

Coming soon!!!   
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MERITS 

ARTFUL VISIONARY (2 TRAIT MERIT) 
Whenever you make any challenge that re-tests using the Crafts, Expression or Torture abilities you 

may call for a Blood 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 for Blood or Willpower re-tests on any such challenges. 

 

AMBIDEXTROUS (1 TRAIT MERIT) 
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. With Ambidextrous you may pick a single-trait property 

ŦǊƻƳ ǘƘŜ ǿŜŀǇƻƴ ȅƻǳ ŀǊŜƴΩǘ ǳǎƛƴƎ ǘo add to your main weapon. 

 

BLASÉ (3 TRAIT MERIT) 
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.  

 

BRAWLING DODGE (1 TRAIT MERIT) 
You may use Brawl or Melee to re-test challenges instead of Dodge if you are in close combat range 

of an opponent. 

 

CALM HEART (2 TRAIT MERIT) 
At the start of each game, pick one of your Rage Frenzy Triggers. Until the start of the next game you 

automatically resist Rage Frenzy from this Trigger. 

 

CATLIKE BALANCE (2 TRAIT MERIT) 
You may use Athletics to re-test challenges instead of Dodge. You do not take damage from falling 

and any time you are knocked-back, 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). 

 

CATHARTIC FURY (2 TRAIT MERIT) 
Whenever you end a rage frenzy by destroying the character or item which is the focus of your 

frenzy, regain one Willpower Trait that you have spent if this is the first such instance that night. 

 

CLEAR-SIGHTED (2 TRAIT MERIT) 
Whenever you use Heightened Senses or a similar power to detect things that have been hidden or 

to try to end Obfuscate, Chimerstry or similar powers, if you spent a Blood Trait in order to do so, 

regain that Blood Trait at the end of the turn. 

 

CODE OF HONOUR (2 TRAIT MERIT) 
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You have a personal 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 this Merit until 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 a blood bond or vinculum that would cause you to violate your Code of 

Honour, you may spend 1 Willpower Trait to resist performing that action or any other action that 

would violate your code for the rest of the scene. 

 

COMMON SENSE (1 TRAIT MERIT) 
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 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. 

  

DAREDEVIL (3 TRAIT MERIT) 
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 health levels, any time a character declares a challenge against you, regain 

1 Willpower trait. 

 

EAT FOOD (1 TRAIT MERIT) 
You can eat normal food and drink without vomiting it up immediately. You can approximate mortal 

digestive transit to conveniently empty yourself where necessary. 

 

EFFICIENT DIGESTION (1 TRAIT MERIT) 
If you bite a character, you can drain two Blood Traits per turn from them rather than the usual one. 

The blood rating of any location always counts as two higher for you. 

 

EIDETIC MEMORY (2 TRAIT MERIT) 
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 an out-of-

character record of your experiences to represent this merit. 

 

ENCHANTING VOICE (2 TRAIT MERIT) 
Whenever you call for a Willpower re-test on any challenge where you issue a command or 

otherwise use your voice, such as Dominate or Melpominee, you can spend a Blood Trait to do so 

rather than a Willpower Trait. 
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FORMER GHOUL (3 TRAIT MERIT) 
You spend a considerable amount of time as a Ghoul before you were embraced. As such, gain a dot 

each of Cainite Lore any one Clan Lore and one Sect Lore to represent the society you have been part 

of although these dots cannot take your abilities above 5. Additionally, during character creation you 

may select Potence as if it were an in-Clan Discipline for the expenditure of your initial 12 xp only; 

after this it is out of-Clan as normal. If you are a member of a Clan which has Potence in-Clan, instead 

gain a single dot of Potence before spending your starting 12 xp on Disciplines.   

 

IRON WILL (3 TRAIT MERIT) 
Whenever you are the defender in any Challenge using your Mental Traits, you may call for a 

Willpower re-test without needing to spend a Willpower Trait. 

 

INTROSPECTION (2 TRAIT MERIT) 
You have keen insight into the underlying reasons for your desires which can often translate to an 

understanding of the motives of others. Whenever you call for a Willpower Re-test on any challenge 

using Perception, Subterfuge or Empathy, you can spend a Blood Trait to do so rather than a 

Willpower Trait. 

 

LIGHT SLEEPER (1 TRAIT MERIT) 

If you wake during the day, you can act for two turns for every dot you have in Courage before 

falling asleep. In addition, your Traits are not limited to a maximum of your Beast Traits during the 

day. 

 

LION-HEARTED (1 TRAIT MERIT) 

No action: you may spend 1 Willpower Trait to substitute your Beast Traits for dots in the Courage, 

Instinct or Self-Control abilities for one scene. 

 

LOREMASTER (3 TRAIT MERIT) 
Whenever you spend experience on a Lore ability, you gain that amount of free experience points to 

spend on a different Lore ability of your choice. If you have a Lore ability at six or more you can 

substitute it for other abilities as follows depending on the Lore in question: 

 

¶ Clan Lore can substitute as a defensive skill re-test against the typical in-Clan Disciplines of 

that Clan. 

¶ Cainite Lore can substitute as a re-test against the Disciplines of a specific named Cainite 

chosen at the start of the night. Sabbat Lore can instead be used against a specific Sabbat 

Cainite or Pack. 

¶ Camarilla, Anarch ƻǊ ¢ŀƭΩaŀƘŜΩwŀ Lore can substitute as a re-test against any use of a 

Discipline to hide or disguise Cainites or otherwise preserve the Silence of the Blood. 

¶ Non-Cainite Lores can substitute as a defensive skill re-test 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 which Lore 

abilities they have, potentially identifying characters with knowingly or unknowingly false 

information.  

 

As a Ritual action: make a Mental Challenge (Any Lore, Subterfuge) against another character who is 

willing to enter a discussion with you, characters can use more than one ability re-test on this 

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. 

 

LUCKY (3 TRAIT MERIT) 
You have 3 dots of Luck, a special wild-card ability that can be used to stand in for any ability. Every 

time you use Luck as a re-test, you lose one dot of Luck. At the start of each game, your Luck is 

restored to 3 dots. 

 

MAGIC RESISTANCE (2 TRAIT MERIT) 
When defending against powers of Blood Magic, such as Akhu, Dur-an-ki, Necromancy or 

Thaumaturgy or when resisting True Magic or mortal Sorcery, you may call for a Willpower re-test 

without needing to 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.  

 

MASTER OF PROTOCOL (1 TRAIT MERIT) 
You gain one free Etiquette speciality for each dot of Etiquette that you possess or later purchase 

with experience points. Furthermore, you may use Etiquette to re-test any Social Challenge where 

you are defending against characters to which your Etiquette specialities apply. 

 

MEDIUM (2 TRAIT MERIT) 
You can sense when a Wraith is in the Shadowlands adjoining the room-sized 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 distracted by combat or similar, you and any number of 

other characters may perform a séance alerting one Wraith that 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 may use an Ouija board or similar so that all characters present can understand 

what the Wraith is saying. To contact a Wraith this way, you must have communicated with them 

previously or know their name and birth or death date or be touching an item of significance to 

them (such as a Fetter).  

 

METICULOUS PLANNER (2 TRAIT MERIT) 
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Like Batman, you are obsessively thorough in your planning and preparation. Whenever you 

mention in a written downtime that 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 unknowable or 

supernatural dangers but may make it less likely the Storyteller will whip out 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. 

 

 

NATURAL LEADER (2 TRAIT MERIT) 
Whenever you call for a Willpower re-test on any challenge where you could use Leadership to re-

test, you can spend a Blood Trait to do so rather than a Willpower Trait. 

 

NATURAL LINGUIST (1 TRAIT MERIT) 
Your dots in the Linguistics ability count double for the purposes of the number of languages you can 

speak. Whenever you succeed on a Linguistics challenge to understand an unfamiliar language, you 

count as being fluent in it for the rest of the night. 

 

NINE LIVES (6 TRAIT MERIT) 
Whether due to fate, impressive 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 automatically heal one health level of any 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. 

 

OBSESSIVE SAVANT (2 TRAIT MERIT) 

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 Traits as their highest trait category. 

 

ORACULAR ABILITY (2 TRAIT MERIT) 
As a Ritual action: perform a divination by casting bones, reading cards, studying the stars or similar. 

You must have a question in mind about the future when you do so. Make a Mental Challenge 

(Occult, Hearth Wisdom) against 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 spend 1 Willpower 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 

lose 1 Willpower Trait or suffer one level of aggravated damage if you cannot. 
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PRESTIGEOUS SIRE (1 TRAIT MERIT) 
Your Sire is someone important or otherwise well-respected by your Sect. You do not necessarily 

maintain regular contact with them and cannot call upon them for aid unless you also possess the 

Mentor background. 

RUGGED (3 TRAIT MERIT) 
Either you are physically massive or you are just hard-as-nails. You have two extra health levels. 

 

SANCTITY (2 TRAIT MERIT) 
You are held in high esteem by any Cainite of the Sabbat who spends a significant amount of time 

with you. You might be beloved as a sort-of mascot, 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 another player character unwittingly does so accidentally, no permanent harm will come 

of it and it will all be laughed off as a comedy misunderstanding. You can participate in the Ritus of 

Monomacy, however any challenges you participate in will not be to final death or diablerie. 

Typically you will be unable to hold any position of authority above Pack Priest or Ductus. If you ever 

begin to betray another player character, do something outlawed by your Sect or otherwise use your 

Sanctity as a way of thwarting your Sectmates without repercussion, the benefits of this merit 

suddenly vanish and all of your regular acquaintances will become strangely aware of this fact. If this 

happens, your newly hardcore character can instantly spend the 2 xp from this merit on dots of 

Intimidation, Subterfuge, Torture or the first dot of any Dark Thaumaturgy path. 

 

SKILL APTITUDE (4 TRAIT MERIT) 
Either through intense personal training or natural aptitude you are the best there is at a single 

ability or background, even if that 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 taking it more than once. 

SLIPPERY CUSTOMER (2 TRAIT MERIT) 
If you call for a Blood re-test on any challenge where you are the defender and you could use the 

Dodge skill, you do not need to spend a Blood Trait to do so. 

 

SWEET BLOOD (1 TRAIT MERIT) 
Your blood appears tastes and smells entirely like a very fine red wine, making feeding or creating 

Ghouls both subtle and easy. 

 

TIME SENSE (1 TRAIT MERIT) 
You can estimate time accurately to the nearest minute and as such are always aware of how much 

time remains before dawn. 

 

TRUE FAITH (7 TRAIT MERIT) 
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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 of True Faith which can be spent in the same way as a Willpower Trait. Your True Faith 

cannot be used if you ever have less than 7 Beast Traits or if you ever forego Humanity for a Path of 

Enlightenment. 

 

As a Social action: spend 1 True Faith Trait, brandish a symbol of your religion and make a Beast 

Challenge (Conscience/Conviction) against the Beast Traits (Conscience/Conviction) of one Cainite, 

Demon or Wraith that you can see.  

 

If you win, that character must flee your presence or otherwise cower in dread for a scene such that 

they can only defend in challenges. If you lose, that character must still spend 1 Willpower Trait 

without requiring an action if they wish to attack you this scene.  

 

UNBONDABLE (6 TRAIT MERIT) 
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. The Thaumaturgy power A Taste for 

Blood detects this merit; as such Tremere possessing it are rare. 

 

UNBROKEN LINEAGE (1 TRAIT MERIT) 
You can recite your Cainite lineage back to your Antediluvian and have some evidence to back this 

up, something certain Clans, such 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 Sire, you may not know much about these Cainites unless you also have 

dots in relevant Lore. 

 

WELL EDUCATED (3 TRAIT MERIT) 
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 spend a Willpower Trait to substitute your dots in Academics for any 

other ability for the duration of that Challenge. 

 

WHISPER OF LIFE (2 TRAIT MERIT) 
Your skin appears flushed, feels only slightly cold to the touch and your heart beats normally unless 

you choose to suppress these effects. You 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 

/ƘŀǊŀŎǘŜǊǎ ǿƛǘƘ ŀ Ǉƻǎƛǘƛƻƴ ƻŦ ŀǳǘƘƻǊƛǘȅ ƛƴ ǘƘŜ {ŀōōŀǘ ƘŀǾŜ ŀŎŎŜǎǎ ǘƻ Ψ{ǘŀǘǳǎΩ aŜǊƛǘǎ ǘƘat represent 

the traditional knowledge or capabilities that a Cainite in that 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 character can purchase position-based 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 by Status Merits add to existing values, but cannot take 

them above level 5. These do not count as spending experience points on those abilities or 

backgrounds for the purposes of merits such as Loremaster. 

SLAYER OF MITHRAS (2 TRAIT MERIT) 
You can call for a Willpower re-test against the Presence power Majesty without needing to spend a 

Willpower Trait. You gain Ventrue Lore (1) and Cosmology όмύ ǿƛǘƘ ǎǇŜŎƛŀƭƛǎŀǘƛƻƴǎ ƛƴ ΨaŀƭŦŜŀǎ, Skar 

and River of MemoryΩΦ 

 

SLAYER OF ILYES AND TROILE (2 TRAIT MERIT) 
You can estimate time accurately to the nearest minute and as such are always aware of how much 

time remains before dawn. You gain Brujah Lore (1) and History (1) ǿƛǘƘ ǎǇŜŎƛŀƭƛǎŀǘƛƻƴǎ ƛƴ ΨwƻƳŀƴǎΣ 

²ƛƭŘ ²Ŝǎǘ ŀƴŘ !ƭǘŜǊƴŀǘŜ ¢ƛƳŜƭƛƴŜǎΩΦ 

 

SCION OF NYLARTHOTEP (2 TRAIT MERIT) 
Once per night, if you sin on Humanity or a Path, you may elect to take a Derangement until the start 

of the next game before making a Conscience or Conviction Challenge. If you do so, that sin does not 

cause you to lose a Beast Trait. You gain Occult (1), Rokea Lore (1) and Fae Lore (1). 

 

PRIEST (2 TRAIT MERIT) 
Gain Sabbat Lore (1), Ritae (1) and one free Ignoblis Ritus at any level you can now access. 

No action: spend 1 Willpower, for the rest of the scene you may allow one Cainite you can see to 

substitute your dots in Conscience or Conviction for their own rating in that ability. You may do this 

even mid-way through a challenge.  

 

DUCTUS (2 TRAIT MERIT) 
Gain Leadership (1), Intimidate (1) and one free speciality of your choice on any ability. 

No action: spend 1 Willpower, for the rest of the scene you may allow one Cainite you can see to 

substitute your dots in Courage for their own rating in that ability. You may do this even mid-way 

through a challenge.  
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ABBOT (2 TRAIT MERIT) 
Gain Resources (1), Herd (1), Library (1) and Arsenal (1).  

 

TEMPLAR (2 TRAIT MERIT) 
Gain Security (1), Perception (1) and Courage (1). 

No action: spend 1 Blood Trait ǿƘŜƴŜǾŜǊ ȅƻǳ ŀǊŜ ǿƛǘƘƛƴ ŀǊƳΩǎ ǊŜŀŎƘ ƻŦ ǘƘŜ ŎƘŀǊŀŎǘŜǊ ǿƘƻƳ ȅƻǳ ŀǊŜ 

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.  

 

BISHOP (4 TRAIT MERIT) 
Gain Leadership (1), Intimidate (1), Ritae (1), Sabbat Lore (1) and one free speciality of your choice 

on any ability. 

No action: spend 1 Willpower, for the rest of the scene one Sabbat-loyal NPC that you know of 

within your diocese must obey your reasonable instructions and cannot act like a dick. 

 

JUDGE INQUISITOR (3 TRAIT MERIT) 
Gain Demon Lore (1), Conscience or Conviction (1), Intimidation (1) and Ritae (1). No action: spend 

1 Willpower, one Sabbat-loyal NPC that you know of must truthfully 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, 

ǊŀǘƘŜǊ ǘƘŀƴ ǘƘŜ ǎǇƛǊƛǘ ƻŦ ǘƘŜ ǉǳŜǎǘƛƻƴΧ ŀƭǘƘƻǳƎƘ ƛŦ ǘƘŜȅ ƳŀƪŜ ǘƘƛǎ ƻōǾƛƻǳǎ ǘƘŜƴ ƛǘΩǎ ōǳǊƴȅ ǘƛƳŜΦ 

 

KNIGHT INQUISITOR (3 TRAIT MERIT) 
Gain Demon Lore (1), Conscience or Conviction (1), Investigation (1) and Ritae (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 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. 

 

MUSTAJIB (2 TRAIT MERIT) 
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, regain 1 Willpower 

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

declares a challenge against you, regain 1 Willpower trait. 

 

RAFIQ (3 TRAIT MERIT) 
Gain Subterfuge (1), Stealth (1) and Courage (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, regain 1 Willpower Trait. If you have aggravated damage to all but one of your health levels, 

any time a character declares a challenge against you, regain 1 Willpower trait. 
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SHAKAR (4 TRAIT MERIT) 
Gain Art of Memory (1), Arsenal (1), Resources (1), Subterfuge (1), Stealth (1) and Courage (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 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. 

 

PACK MEMBER (1 TRAIT MERIT) 
Gain one dot in the two abilities or backgrounds designated by your Pack priest during a Ritus of 

Allegiance.  

 

LOYALIST (1 TRAIT MERIT) 
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. Gain Courage (1) and Conscience (1) or Conviction (1).  

 

STATUS QUO (1 TRAIT MERIT) 
You are part of a philosophical faction in the Sabbat that upholds the current leadership structure. 

Despite the name, this does not limit your Performance ability. Gain Sabbat Lore (1) and Self-Control 

(1) or Instinct (1).  

 

MODERATE (1 TRAIT MERIT) 
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. Gain Self-Control (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 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. 

 

ULTRA-CONSERVATIVE (1 TRAIT MERIT) 
You are part of a philosophical faction in the Sabbat that upholds the orthodoxy of Noddist doctrine 

and believes the hierarchy of the Sabbat should be as strong and ruthless as needed to survive 

Gehenna. Gain Cainite Lore (1) and Conscience (1) or Conviction (1).  

 

ORDER OF ST. BLAISE (1 TRAIT MERIT) 
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. Gain Influence: Church (1) and Herd (1).  
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CLAN-SPECIFIC MERITS AND FLAWS 

Assamite 

SURPRISE ATTACK (1 TRAIT MERIT - ASSAMITE) 
You are well-trained at striking from ambushes. If you are hidden by Stealth or Obfuscate whenever 

anything sudden happens or combat starts you can move three paces or shout/think three words 

before combat rounds start or the surprising occurrence actually occurs. 

WEB OF KNIVES (30 TRAIT MERIT ς ASSAMITE WARRIOR) 
You are a recent graduate from a ludicrous seven-ȅŜŀǊ ǘǊŀƛƴƛƴƎ ǇǊƻƎǊŀƳƳŜ ŎŀƭƭŜŘ ǘƘŜ Ψ²Ŝō ƻŦ 

YƴƛǾŜǎΩΣ ŘŜǎƛƎƴŜŘ ǘƻ ǇǊƻŘǳŎŜ ǘƘŜ ǾŜǊȅ ōŜǎǘ ²ŀǊǊƛƻǊǎ ǘƘǊƻǳƎƘ ƛƴǎŀƴŜ ǘǊƛŀƭǎ ǘƘŀǘ Ǉǳǘ Ƴƻǎǘ ŎŀƴŘƛŘŀǘŜǎ 

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 abilities: Brawl (3), Investigation (3), Melee (3), Perception (3), Stealth (3), 

Athletics (2), Dodge (2), Firearms (2), Linguistics (2), Subterfuge (2), Etiquette (1), Occult (1), Security 

(1), Streetwise (1), Survival  (1). You also gain Mentor (3) to represent your Web of Knives instructors 

who will continue to take great interest in your achievements, two additional Physical, Mental and 

Social traits and an additional two Willpower traits. Finally, possibly due to a long period of time 

spend in pre-training as a Ghoul, you gain Potence as an additional in-Clan Discipline. 

DISGRACED (2 TRAIT FLAW - ASSAMITE) 
After your embrace you were trained in Alamut according to traditional Banu Haquim 

methodologies, however something went wrong during your training. Either you failed at an 

important test, broke some ancient 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 

BROTHERHOOD (1 TRAIT MERIT - BRUJAH) 
Whenever you and one or more other Brujah make a Physical Challenge against the same character, 

ȅƻǳ Ƴŀȅ ŜƭŜŎǘ ǘƻ ǎǳōǎǘƛǘǳǘŜ ƻƴŜ ƻŦ ǘƘƻǎŜ .ǊǳƧŀƘΩǎ Řƻǘǎ ƛƴ ǘƘŜ Archery, Brawl, Melee, Firearms or 

Athletics abilities instead of your own. 

FOCUSED RAGE (1 TRAIT MERIT - BRUJAH) 
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 triggers in any way, but Disciplines such as Song of Serenity can be 

used to end this frenzy early once started. 
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Nosferatu 

LIZARD LIMBS (1 TRAIT MERIT - NOSFERATU) 
If you are grappled, restrained, wrapped by a tentacle or otherwise prevented from moving or acting 

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 movement  1, or 0 if 

this leaves you with no legs remaining. You may heal lost Physical Traits on a two-traits 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 FINGERS (1 TRAIT MERIT - NOSFERATU) 
Your fingers are unnaturally long and spidery. You may call for a Blood re-test on Physical challenges 

involving Security or Larceny without needing to spend a Blood Trait to do so. 

 

OVERSIZED FANGS (4 TRAIT MERIT - NOSFERATU) 
You have enormous fangs or snaggly tusks that cannot be retracted fully. You may use Brawl on 

biting attacks and your fangs strike for an additional level of damage which is converted to 

aggravated damage. 

 

PISCINE (1 TRAIT MERIT - NOSFERATU) 
You are abnormally comfortable underwater and can swim at a base movement rate of 6 paces if 

there is enough water to do so. 

 

SLIMY (4 TRAIT MERIT - NOSFERATU) 
You are covered in slime like a worm or mollusc. Whenever you take fire damage you may spend 

1 Blood Trait to 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 spend 1 Blood Trait to slip out of 

that restraint and move or act normally. 

 

GAPING MAW (2 TRAIT MERIT - NOSFERATU) 
You have a nasty gash where your mouth should be. You can drink 2 Blood Traits with a bite attack 

rather than the normal 1. Even when you bite for damage, you can still drink 1 Blood Trait. 

 

TOUGH HIDE (2 TRAIT MERIT - NOSFERATU) 
Your tough, leathery skin provides you with two extra health levels. 

 

Pander 

INSIGHT (2 TRAIT MERIT) 
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No action: whenever you enter a new area for the first time that night, you are instantly aware if 

there are objects or areas in that location that would offer up information about Cainites to a 

character using ¢ƘŜ {ǇƛǊƛǘΩǎ ¢ƻǳŎƘΣ 9ȅŜǎ ƻŦ /Ƙŀƻǎ or similar powers. 

No action if you have just entered involuntary torpor, Ritual otherwise: Think of a question that 

relates to Cainites, the Jyhad or Gehenna ǘƘŀǘ ŎƻǳƭŘ ōŜ ŀƴǎǿŜǊŜŘ ΨȅŜǎΩ ƻǊ ΨƴƻΩΦ ¸ƻǳ ŜƴǘŜǊ ŀ ƭƛƎƘǘ 

trance as you contemplate your question; make a Mental Challenge (Perception, Enigmas) against a 

static difficulty set by a Storyteller.  

If you win you ƛƴǎǘƛƴŎǘƛǾŜƭȅ ƪƴƻǿ ŀ ǘǊǳǘƘŦǳƭ ŀƴǎǿŜǊ ǘƻ ǘƘŀǘ ǉǳŜǎǘƛƻƴ ƛŦ ƛǘ Ŏŀƴ ƛƴŘŜŜŘ ōŜ ŀƴǎǿŜǊŜŘ ΨȅŜǎΩ 

ƻǊ ΨƴƻΩΦ ¸ƻǳ ǊŜŎŜƛǾŜ ǘƘŜ ŀƴǎǿŜǊ ΨǘƘŀǘ ǿƻǳƭŘ ōŜ ŀƴ 9ŎǳƳŜƴƛŎŀƭ ƳŀǘǘŜǊΩ ƛŦ ǘƘŜ ǎituation is more 

complex. 

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

damage. 

As a Social action: spend 1 Willpower and make a Social Challenge (Perception, Enigmas, 

Conscience, Conviction) against one Cainite you can see. You may elect to make this challenge with a 

ǎǘƻǊȅǘŜƭƭŜǊ ǘƻ ŀǾƻƛŘ ŀƭŜǊǘƛƴƎ ǘƘŀǘ ŎƘŀǊŀŎǘŜǊΩǎ ǇƭŀȅŜǊΦ 

If you win you learn one secret about that character that relates to other Cainites, the Jyhad or 

Gehenna. If you lose, you cannot use this power on that character again for the rest of the scene. 

Salubri 

DISCIPLINED EYE (1 TRAIT MERIT - SALUBRI) 
No action: you may spend 1 Willpower Trait to prevent your third eye from opening when using 

powers of Obeah or Valeren for the rest of the scene. 

 

Toreador 

!w¢L{¢Ω{ BLESSING (2 TRAIT MERIT - TOREADOR) 
You can learn up to six dots in Crafts or Performance, or your generational ability limit is one higher 

if you are a vampire. You gain three experience points to spend in Crafts or Performance for free 

which can be combined with starting ability points. The intense dedication required by this merit 

prohibits you from taking it more than once.  If you also have Skill Aptitude, this cannot be tied to 

the same ability. 

 

5!b/9wΩ{ GRACE (4 TRAIT MERIT - TOREADOR) 
If you call for a Blood re-test on any challenge where you are the defender and you could use the 

Dodge skill, you do not need to spend a Blood Trait to do so. You may substitute your dots in any 

Performance ability for Dodge, Brawl and/or Melee. 

 

WANT TO SEE MY ETCHINGS? (1 TRAIT MERIT - TOREADOR) 



67 
 

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 points on Academics, Crafts or 

Performance, you gain that amount of free experience points to spend on Herd, Subterfuge or Vamp 

for free. 

 

Tremere 

THAUMATURGIC EXPERTISE (1 TRAIT MERIT - TREMERE) 
You may learn a Thaumaturgy path other than the Path of Blood as your primary Path. 

 

ARITRIUM VINCIT OMNIA (1 TRAIT MERIT - TREMERE) 
You may substitute Occult for any other skill to re-test any Blood Magic Path or Ritual. 

 

Tzimisce 

BLOOD OF THE TZIMISCE (1 TRAIT MERIT - TZIMISCE) 
Gain 2 free dots in Lore (Tzimisce). Whenever you call for a Willpower re-test within a personal or 

sect haven or similar base of operations, you do not need to spend a Willpower Trait to do so. Any 

haven you own can have an additional equipment trait. 

 

REVENANT DISCIPLINES (3 TRAIT MERIT - TZIMISCE) 
You were embraced from one of the Revenant families; strange true-breeding Ghouls who have 

different in-Clan Disciplines to the typical Tzimisce. You do not also have the Revenant family 

weakness unless you also take the Revenant Weakness Flaw. Some families are: 

Basarab*  ς  Dominate, Protean, Vicissitude 

Bratovich ς Animalism, Potence, Vicissitude 

Grimaldi ς Celerity, Dominate, Fortitude  

Obertus ς Auspex, Obfuscate, Vicissitude 

Oprichinki ς Animalism, Obfuscate, Vicissitude 

Zantosa ς Auspex, Presence, Vicissitude 

 

REVENANT WEAKNESS (3 TRAIT FLAW - TZIMISCE) 
You were embraced from one of the Revenant families; strange true-breeding Ghouls who suffer 

from a weakness unique to each family. You suffer from the typical Tzimisce weakness and that of 

your Revenant line, lucky you! 
Basarab*  ς  Gain a fear frenzy trigger of Garlic, consuming the blood of someone who has eaten 

Garlic recently deals you one level of aggravated damage per blood you consume. 

Bratovich ς Gain an additional rage frenzy trigger. 

Grimaldi ς Your blood pool is two lower than usual. 

Obertus ς You have the Derangement: Obsession. 

Oprichinki ς You have the flaw Haunted. 
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Zantosa ς Whenever faced with an opportunity for narcotics or debauchery, you must spend 1 

Willpower Trait to avoid the temptation to indulge. 

 

 

Ventrue 

AURA OF COMMAND (1 TRAIT MERIT - VENTRUE) 
Powers of Dominate or Presence that you use on non-supernatural mortals or Ghouls succeed 

automatically. You must still pay any costs to activate these Disciplines as normal. 

 

PARAGON (3 TRAIT MERIT - VENTRUE) 
Whenever you buy Influence you gain that amount of free experience points to spend on Resources 

or Influence in a different category for free. In addition you have attracted the aid of a Ghoul to help 

manage your affairs, giving you Retainers (6) for free. 

 

REGAL BEARING (4 TRAIT MERIT - 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 

ADDICTION (2 TRAIT FLAW) 
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. 

 

AMNESIA (2 TRAIT FLAW) 
You cannot remember anything more than snatches of your pre-game 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 in the future. 

 

ANIMATE SHADOW (3 TRAIT FLAW) 
Your shadow has a life of its own, obviously doing wildly different things to you, pantomiming 

actions or even appearing bestial or demonic on occasion. You cannot spend Willpower Traits to re-

test challenges that re-test on Stealth, Subterfuge or Disguise and even powers such as Mask of a 

Thousand Faces cannot be used to hide who you are to those who know your shadow. The Blood 

Rating of any area you are in counts as two less for you only and some Lasombra may quietly snigger 

at you. 

ARCHAIC (2 TRAIT FLAW) 
You only have very little understanding of any cultural or technological developments that have 

happened in the last century. You cannot ever gain dots in Computers and you are limited in your 

use of Academics, Demolitions, Drive, Firearms, Pilot, Medicine, Science, Security and Technology. 

You must spend 1 Willpower Trait and be talked slowly through using any object or device invented 

after your cut-off year. 

 

ATROPHIED HEART (4 TRAIT FLAW) 
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 Conscience or Conviction at character creation, this dot is then lost until you buy off this flaw 

and you can never possess either ability. If you lose Beast Traits due to sinning on your path you 

cannot call for a Conscience or Conviction test to reverse this as, try as you might, you cannot feel 

remorse. Finally, you cannot purchase Beast Traits with experience points without using 

supernatural methods of guidance such as Bardo or Obeah. 

 

ATYPICAL (2 TRAIT FLAW) 
You may be an orphaned embrace with no contact with your Clan or simply a maverick that dƻŜǎƴΩǘ 

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. 

 

AWKWARD MOBILITY (2 TRAIT FLAW) 
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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 three. Vicissitude powers can be used 

to mitigate this flaw for a maximum of one scene per night, after which point you should probably 

buy this flaw off instead. 

 

BAD SIGHT (1 TRAIT FLAW) 
Whenever you are not wearing glasses or similar to correct your poor sight, your abilities are limited 

to your dots in Blindsight. If you have certain Disciplines you may substitute other abilities for 

Blindfight; if you have Heightened Senses you may substitute Awareness, or if you have Tongue of 

the Asp you can use Subterfuge. You count as having one less level in Auspex or similar Disciplines 

for the purposes of piercing Obfuscate or Chimerstry. 

 

BEACON OF THE UNHOLY (2 TRAIT FLAW) 
Mortals with strong religious convictions and especially those with True Faith will instantly notice 

you and realise you are a Cainite if you are within their line of sight. If you are supernaturally hidden 

by Obfuscate or similar powers, the mortal(s) in question will merely know that something unholy is 

about but not necessarily where. 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 from True Faith or similar powers used to damage 

you. 

 

BEAST IN THE MIRROR (2 TRAIT FLAW) 
Your reflection looks like a horrific and bestial version of yourself regardless of how you attempt to 

disguise your appearance, including Obfuscate. Old-fashioned cameras with mirrors will capture your 

bestial form, but not modern digital cameras (except older models which show your bestial form in 

the viewfinder only).  If you ever see your own bestial reflection, this counts as a 1-Trait Sin on 

whatever path you follow. 

 

BLUNT FANGS (2 TRAIT FLAW) 
Your bite does lethal, rather than aggravated damage and feeding requires a little bit more chewing 

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

 

CANNOT CROSS RUNNING WATER (2 TRAIT FLAW) 
You cannot willingly bring yourself to cross a flowing body of water wider than 3 feet, unless you are 

clearly flying way overhead in animal form or in a plane. Whenever your Sect-mates inevitably drag 

you bodily across water anyway, you lose 1 Willpower Trait from the harrowing experience. It is 

advised to have a look at a map before taking this flaw! 

 

CARELESS (1 TRAIT FLAW) 
You often forget little details and occasionally act without thinking. Pick one of the following to do 

each game: 

¶ Leave an important piece of equipment at your haven or in another room.  
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¶ Forget to use one Ritual or Discipline Power for the night. 

¶ Participate in a Ritus without gaining any benefit from it, but with it still counting against 

the maximum number of Ritae you can benefit from. 

¶ Feed indiscreetly. 

 

CAST NO REFLECTION (1 TRAIT FLAW) 

You do not appear in reflective surfaces, potentially breaching the Silence of the Blood unless you 

are very careful. Old-fashioned cameras based on mirrors used to capture your appearance leave a 

distinctive and highly noticeable blur in pictures or videos of you. 

CONSPICUOUS CONSUMPTION (4 TRAIT FLAW) 
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. You gain Eat Food for free though, yay! 

 

CURIOSITY (2 TRAIT FLAW) 
Whenever presented by an opportunity to investigate something new and/or unusual or to ask 

questions of a non-combat NPC, you must spend 1 Willpower Trait to avoid doing so. This especially 

applies if another player character suggests or implies something might be interesting to you, unless 

it really, obviously is just some fire. 

 

DARK FATE (5 TRAIT FLAW) 
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 final death instead. 

 

DARK SECRET (1 TRAIT FLAW) 
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 

ŎǊƛƳŜ ŀƎŀƛƴǎǘ ǘƘŜ {ŜŎǘΩǎ ƭŀǿǎΣ ƪƴown an infernalist or rescued a puppy. 

 

DEATH SIGHT (2 TRAIT FLAW) 
The world around you always looks decrepit and the people look dead and decayed. You cannot tell 

the difference between mortals and Cainites by their physical appearance and all auras look pale like 

those of Cainites if you are using Aura Perception. You 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. 

 

DEEP SLEEPER (2 TRAIT FLAW) 
You cannot wake up during the day, even using powers or Disciplines. 

 

DERANGEMENT (2 TRAIT FLAW) 
Something about your personality or your (now undead) brain chemistry makes you think and/or act 

in a considerably different way to others. You (or others) may classify your behaviour as some form 
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of mental illness, compulsion or condition or you may suffer from something bizarre and flamboyant 

more akin to movie-ǎǘȅƭŜ ΨƳŀŘƴŜǎǎΩ ƻǊ ŀ ǊŀƴŘƻƳ ŎƘŀǊǘ Ǌƻƭƭ ƛƴ Call of Cthuhlu. Although the nuances 

of how you play your Derangement is up to you, agree the general terms with a ref and ideally assign 

ƛǘ ŀ ƭŀōŜƭ ƻǊ ƴŀƳŜ ǎƻ ǘƘŀǘ ƛǘ Ŏŀƴ ōŜ ǿǊƛǘǘŜƴ ƻƴ ȅƻǳǊ ŎƘŀǊŀŎǘŜǊ ǎƘŜŜǘΣ ǎǳŎƘ ŀǎ ΨQuixotism, Power Object 

Fixation, Obsession or 9ƴǘƻƳƻǇƘƻōƛŀΩ.   

 

Lƴ ŀŘŘƛǘƛƻƴ ǘƻ ǘƘƛǎΣ ǇƛŎƪ ŀƴ ŀŘŘƛǘƛƻƴŀƭ Ψ5ŜǊŀƴƎŜƳŜƴǘ ¢ǊƛƎƎŜǊΩ ǎƛƳƛƭŀǊ ǘƻ ŀ CǊŜƴȊȅ ¢ǊƛƎƎŜǊΣ ǿƘƛŎƘ ƛǎ ŀ 

condition that if it occurs will cause you to act in an inconvenient, noticeable or paradoxical way 

unless you spend 1 Willpower Trait to suppress it. 

 

Unlike Frenzy Triggers, Derangement Triggers are not lost by increasing Beast Traits and cannot be 

resisted by Courage, Self-Control or Instinct. Whenever you gain a Frenzy Trigger, you may elect to 

take a Derangement Trigger instead. 

 

DISEASE CARRIER (4 TRAIT FLAW) 
Your bite carries a serious and potentially fatal disease, such as rabies, smallpox, pneumonic plague 

or HIV. This is may have implications 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 Influence or the Medicine ŀōƛƭƛǘȅ ǘƻ ƭƛƳƛǘ ŀƴŘ ƳƻƴƛǘƻǊ ǘƘŜ ŘƛǎŜŀǎŜΩǎ ǎǇǊŜad.  

 

EERIE PRESENCE (2 TRAIT FLAW) 
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 dangerous about you (even if you are hidden from perception using Obfuscate or similar). 

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

ENEMY (1-5 TRAIT FLAW) 

Someone or something is after you! You have made the enmity of an individual, group of individuals 

or organisation, granting you instant plot from the get-go! You may decide on a reason for your 

Enemy or leave this up to the storyteller and the more points you decide to gain from your Enemy 

the more powerful or capable they are. Your Enemy 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 who ǿƻƴΩǘ ƎƛǾŜ ǳǇ ǘǊȅƛƴƎ ǘƻ follow up that one time they 

caught you feeding sloppily or a conspiracy theorist trying to convince people on-line 

that you are an alien, or perhaps a member of the illuminati. Your Sire, who sees you 

as a bit of a disappointment or in need of constant testing (see {ƛǊŜΩǎ wŜǎŜƴǘƳŜƴǘ). 

2 A Camarilla neonate who sees you as a plot-hook 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 un-life difficult. 

3 A respectable Cainite ancilla, a small pack or coterie you have crossed. A Wraith who 

bears you some undying grievance (see Haunted). 
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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 

(see Hunted). 

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 made up in order to infiltrate your Sect. 

 

FLESH OF THE CORPSE (5 TRAIT FLAW) 
If you take damage your Social 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 one level of damage, you 

cannot initiate Social Challenges. 

GRIP OF THE DAMNED (4 TRAIT FLAW) 
Your bite causes intense agony in mortals, rather than the Kiss, so mortals will never relent to you 

biting them as long as they are conscious and unrestrained. 

Due to your difficulties feeding, any time you feed outside of combat (including from Herd) you 

regain half of the Blood Traits you would do normally (rounded down) unless you choose to feed 

indiscreetly.  

HAND OF HADES (5 TRAIT FLAW) 
You are 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 as a mysterious 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. 

 

HARBINGER OF THE ABYSS (5 TRAIT FLAW) 
Your Cainite body is a conduit to the infinite abyssal darkness that is the source of Obtenebration. 

Whenever you enter a building or dwelling, lights and screens flicker, small open flames snuff out, 

horses whinny, milk curdles and babies cry. It is obvious to all but the most hardened cynic that 

there is something evil about you. Even under Obfuscate, characters nearby will sense the presence 

of something malign. Wraiths and Spectres can see you clearly through the shroud, even when 

Obfuscated and if you take damage from Obtenebration or the Arcanos Obliviate you suffer an 

additional level of lethal damage. Finally, the Blood Rating of any area you are in counts as two less 

for you only, similar to the less-extreme Eerie Presence flaw, which you cannot also take as you are 

already as eerie as can be! 

 

HAUNTED (3 TRAIT FLAW) 
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You have attracted the ire of a vengeful Wraith which follows you around or otherwise has some 

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 un-life difficult. Mitigating its depredations may be possible with Necromancy, however driving 

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

 

HUNTED (4 TRAIT FLAW) 
You are known to an organisation that knows about Cainites and specifically hunts them. 

Furthermore that organisation has started 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 Blood.  If you 

ever feed indiscreetly this will certainly be a dead giveaway to your Hunters. 

 

INFAMOUS SIRE (1 TRAIT FLAW) 
Your Sire is well known and hated within your sect. As such, non-player characters are likely to treat 

you with some disdain, or make assumptions about you. If given the opportunity, your Sire may also 

go out of their way to make things difficult for you. 

 

ILLITERATE (1 TRAIT FLAW) 
You may be from a place or time where literacy is only 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 use the Academics, Computer, Science, Lore 

or Occult abilities. 

INEPT (3 TRAIT FLAW) 
Pick one of your in-Clan Disciplines. You cannot put any of your starting Discipline xp into learning 

this Discipline and you must pay out-of-Clan costs to purchase it, although you do not require a 

teacher. 

INTOLERANT (2 TRAIT FLAW) 
You have an unreasonable dislike of a certain 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 spend 1 Willpower Trait to stay in 

the same room without kicking up a fuss or at least being passive-aggressive. 

KNOWN TO BE DEAD (1 TRAIT FLAW) 
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 amount of effort into researching them. Your name or 

appearance is distinctive enough that if you ever use your true identity when interacting with mortal 

society, there is a chance you will be recognised for who you are, leading to all sorts of questions 

being raised. 
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LIGHT-SENSITIVE (5 TRAIT FLAW) 
You are highly sensitive to any form of light, not just sunlight. If you are in direct moonlight, you take 

lethal damage equal to the aggravated damage you would have taken if this was sunlight, although 

such damage does not typically provoke Fear Frenzy, unless you have chosen this as a trigger. Actual 

sunlight deals you an extra level of damage. Additionally, if you are in an area of extremely bright 

light, you cannot see and are limited by your dots in the Blindfight ability as to the levels of abilities 

you can bid on all Challenges. You may partially mitigate this by wearing sunglasses, in which case 

you may substitute your dots in Vamp for Blindfight.  

 

MAGIC SUSCEPTIBILITY (2 TRAIT FLAW) 
When defending against powers of Blood Magic, such as Akhu, Dur-an-ki, Necromancy or 

Thaumaturgy or when resisting True Magic or mortal Sorcery, you cannot call for Blood or 

Willpower re-tests.  

 

a9¢I¦{9[!IΩ{ THIRST (4 TRAIT FLAW) 
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 the Vaulderie regularly, you are generally fine, if this is not the case you 

will have to detail in downtimes how you feed. You cannot benefit from Herd or feed from the Blood 

Rating of an area. 

 

NIGHTMARES (1 TRAIT FLAW) 
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 you finish a 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). 

 

NOBLE ARROGANCE (1 TRAIT FLAW) 
You have only ever experienced a life of wealth, ease and privilege and have a haughty manner as a 

result. You cannot call for Willpower re-tests on Social Challenges with any character who you 

consider to be of a lower station. 

 

ONE EYE (3 TRAIT FLAW) 
You have poor depth perception preventing you from using the Athletics, Firearms or Perception 

abilities to call for re-tests, although you may use them to cancel re-tests as usual. You count as 

having one less level in Auspex or similar Disciplines for the purposes of piercing Obfuscate or 

Chimerstry. 

 

POOR TASTE (1 TRAIT FLAW) 
You have 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 charactŜǊΩǎ Poor Taste. 

Even if you are in disguise or using powers such as Mask of a Thousand Faces, some aspect of your 

appearance is notable and reflects your preferences, such as crotch jewellery or dinosaur-themed 
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clothing or accessories. Whenever you use Influence or create something using Crafts, Expression, 

Performance or similar, those that know you can easily guess your hand behind it, such as a Crafted 

item being attached to your crotch or contained within a fibreglass dinosaur. 

 

 

PERMANENT WOUND (3 TRAIT FLAW) 
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 mortal society. 

 

PREY EXCLUSION (1 TRAIT FLAW) 
Pick one category or grouping of mortals that is not too obscure! If you ever feed on mortals of this 

category, this counts as a 1 Trait Sin on your Path. The Blood Rating of any area you are in counts as 

one less for you only. 

 

SHORT FUSE (2 TRAIT FLAW) 
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. 

 

{Lw9Ω{ RESENTMENT (1 TRAIT FLAW) 
For some reason, which may or may not be known to you, your Sire regrets embracing you or 

believes that you need constant testing to be worthy of their lineage. !ƭǘƘƻǳƎƘ ǘƘŜȅ ǿƻƴΩǘ 

necessarily try to do you harm unless things really escalate, they will try to thwart your plans or 

otherwise meddle in your affairs. 

 

TERRITORIAL (2 TRAIT FLAW) 
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. If a territorial 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. 

 

THAUMATURGICALLY INEPT (5 TRAIT FLAW) 
You can only take this flaw if you have Thaumaturgy or another blood magic discipline in-Clan. All 

blood magic that you learn is purchased at out-of-Clan costs. You cannot call for Blood or Willpower 

re-tests on any Challenges you initiate using blood magic. 

 

VENGEFUL (2 TRAIT FLAW) 
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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 Trait. If you later do something 

worse to get that character back, you regain 1 Willpower Trait. 
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CLANS AND BLOODLINES 

Ahrimanes 
In the Southern United States a fiercely independent Sabbat Gangrel named Muricia tired of 

infighting between City and Country Gangrel and set off to form a Bloodline of her own. She 

allegedly discovered a way to bǊŜŀƪ ƘŜǊ ǾƛƴŎǳƭǳƳ ǘƻ ƘŜǊ ŦƻǊƳŜǊ tŀŎƪƳŀǘŜǎ ǳǎƛƴƎ ΨbŀǘƛǾŜ !ƳŜǊƛŎŀƴ 

aŀƎƛŎΩ ŀƴŘ ǎŜǘ ŀōƻǳǘ ǘǊȅƛƴƎ ǘƻ ŜƳōǊŀŎŜ ƳƻǊŜ /ŀƛƴƛǘŜǎ ǿƛǘƘ ǘƘŜ ǎŀƳŜ ŀōƛƭities and a respect for her 

own take on the culture of the indigenous people of the lands she preyed upon. Although she found 

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 still surfaces 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. 

Disciplines: Animalism, Presence, Spiritus 

Advantage: Ahrimanes Lore (1) plus Arcane (1) and Survival (1). 

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 are a Legacy of self-sufficient travellers and storytellers 

who have since spread far 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 to 9ǳǊƻǇŜŀƴ /ŀƛƴƛǘŜ ŎƻǳǊǘǎ ǿƘŜǊŜ ǘƘŜȅ ǿŜǊŜ ƻŦǘŜƴ ǊŜŦŜǊǊŜŘ ǘƻ ǎƛƳǇƭȅ ŀǎ Ψ[ŀƛōƻƴΩ 

the sub-Saharan 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 animalistic traits, from the places they visit. 

Disciplines: Abombwe, Animalism, Fortitude.  

Advantage: Akunanse Lore (1) plus any two of Influence: Transport (1), History (1), Expression (1), 

Streetwise (1), Survival (1). 

Disadvantage: Whenever you spend 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 cannot call for Willpower re-tests on Mental or Social Challenges other 

than Intimidation, Survival or Perception. 

Assamite Antitribu 
The Banu HaqimΣ ƪƴƻǿƴ ǘƻ ƻǳǘǎƛŘŜǊǎ ŀǎ Ψ!ǎǎŀƳƛǘŜǎΩΣ ŀǊŜ ŀ ǘƛƎƘǘ-knit and professionally secretive Clan 

originating in the Middle East. For centuries the Assamites were independent and mercenary, based 

out of the legendary mountain-fortress Alamut. In recent nights, however, their Elders, including the 

powerful Methuselah Ur-Shulgi, have allied the Clan formally to the Sabbat. When Clan Tremere also 

joined the Sabbat, many Assamites left for the rŜƴŜƎŀŘŜ Ψ¢ǊǳŜ {ŀōōŀǘΩ ŘǳŜ ǘƻ a long-standing hatred 
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originating in nights past where a Thaumaturgical curse was placed on all of Clan Assamite by the 

Tremere Inner Circle. The Curse prevented Assamites from drinking the blood of other Clans; 

however it was lifted when the powerful Sorcerer Ur-Shulgi rose from torpor. Although they are 

commonly thought of as a single Clan, the Assamites are actually comprised of three specialist 

Castes.  

 

ASSAMITE SORCERERS  
The Sorcerers of the Banu Haquim have 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 as Dur-an-ki, or Assamite Sorcery to outsiders. The Sorcerers often 

focus on indirect powers that can be used to aid their Warrior and Vizier brethren 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 South America. 

 

Disciplines: Dur-an-ki, Obfuscate, Quietus (Auspex, Dur-an-ki, Quietus if embraced pre 12th C.)  

Advantage: Assamite Lore (1) plus any two of Academics (1), Linguistics (1), Medicine (1), Occult (1) 

or Science (1). 

Disadvantage: You cannot spend Willpower Traits to defend against uses of the Auspex discipline or 

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

such as Aura Perception automatically detects that you know Blood Magic in addition to its normal 

effects όŜǾŜƴ ƛŦ ȅƻǳ ŘƻƴΩǘ ŀŎǘǳŀƭƭȅ ƘŀǾŜ ŀƴȅ Řƻǘǎ ƻŦ Dur-an-ki!). Cainites can also instinctively tell your 

Generation if they see your undisguised appearance. 

 

ASSAMITE VIZIERS  
The first Caste of the Banu Haquim are one of scholars and 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 Viziers maintain a casual network of contacts, but are otherwise highly self-

sufficient and absorbed in personal projects. 

 

Disciplines: Auspex, Celerity, Quietus (Auspex, Presence, Quietus for Byzantine courtiers)  

Advantage: Assamite Lore (1) plus any two of Allies (1), Herd (1), Influence: Any (1), Library (1), 

Resources (1), Retainers (1). 

Disadvantage: You have a Derangement, a special Obsession/Compulsion that focuses on whatever 

your highest intellectual or creative ability is at any given time. Additionally any Discipline or power 

that attempts to view your aura, such as Aura Perception automatically detects your Derangement 

and its focus, in addition to the normal effects. Cainites can also instinctively tell your Generation if 

they see your undisguised appearance. 

 

ASSAMITE WARRIORS  
The largest and most influential Caste of the Banu Haquim are assassins par excellence. In 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 in the Black Hand which was formed by an Elder of this Caste. ¢ƘŜǎŜ ΨǳƴŎƻƴǉǳŜǊŜŘΩ still 
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claim loyalty to their Clan as a whole, although typically they distrust and despise the recently-risen 

Methuselah Ur-Shulgi.  

 

Disciplines: Celerity, Quietus, Obfuscate  

Advantage: Assamite Lore (1), Arsenal (1) plus either Brawl (1) or Melee (1). 

Disadvantage: Whenever you taste the blood of another Cainite, you gain a Rage Frenzy Trigger of 

Ψ.ŜƛƴƎ ǇǊŜǎŜƴǘŜŘ ǿƛǘƘ ŀƴ ƻǇǇƻǊǘǳƴƛǘȅ ǘƻ ŦŜŜŘ ŦǊƻƳ ǘƘŀǘ ōƭƻƻŘ ŀƎŀƛƴΩ ǘƘŀǘ ƭŀǎǘǎ ǳntil the start of the 

next game. Additionally any Discipline or power that attempts to view your aura, such as Aura 

Perception ŀǳǘƻƳŀǘƛŎŀƭƭȅ ŘŜǘŜŎǘǎ ǘƘŀǘ ȅƻǳ ƘŀǾŜ ŎƻƳƳƛǘǘŜŘ 5ƛŀōƭŜǊƛŜ όŜǾŜƴ ƛŦ ȅƻǳ ƘŀǾŜƴΩǘύΣ ƛƴ 

addition to the normal effects. Cainites can also instinctively 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 

ǘƘŀǘ ƭŜŀŘ ǘƻ ǘƘŜ {ŜŎǘΩǎ ŦƻǊƳŀǘƛƻƴΦ .ǊǳƧŀƘ ǘŜƴŘ ǘƻ ōŜ ǾƛƻƭŜƴǘƭȅ ǇŀǎǎƛƻƴŀǘŜ ŀōƻǳǘ ŎŀǳǎŜǎ ŀƴŘ ǘƘŜ .ǊǳƧŀƘ 

in the Sabbat are no exception. What would be seen as dangerous or rebellious behaviour by 

Camarilla standards is welcomed in the Sabbat, so the Brujah Antitribu are often loyal enforcers and 

occasionally even leaders of the Sect when they can overcome Lasombra nepotism. 

 

Disciplines: Celerity, Potence, Presence  

Advantage: Brujah Lore (1) plus any two of Politics (1), Academics (1), Brawl (1) or Streetwise (1). 

Disadvantage: You have one additional Rage Frenzy Trigger. At the start of each game, pick one of 

your Rage Frenzy Triggers. Until the start of the next game you cannot resist Rage Frenzy from this 

Trigger. 

 

Gangrel Antitribu 
The Gangrel Antitribu are consummate hunters and survivors, like the bestial vrykolakas of Greek 

and Slavic legend. Although the Clan as a whole are disorganised, individualistic 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 Packs. A relatively large bloodline of the Gangrel Antitribu has also 

appeared since the industrial revolution that has adapted to urban environments.  

CITY GANGREL  
In the wake of large-scale immigration to North America in the 19th C. 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 Sabbat Ritus to declare themselves as 

a separate Bloodline from the main Gangrel Clan. The City Gangrel 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. 

Disciplines: Celerity, Obfuscate, Protean.  

Advantage: Gangrel Lore (1), Animal Ken (1), Streetwise (1). 
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Disadvantage: You have one or more animal-like features or personality traits that make your 

appearance somewhat notable unless you find a way to disguise them. Whenever you frenzy 

without using Instinct to pick your target, your animalistic tendencies come to the fore and for the 

rest of the night you talk like Scooby-Doo and cannot call for Willpower re-tests on Mental or Social 

Challenges other than Intimidation, Survival or Perception. 

COUNTRY GANGREL  
Superficially similar to the Gangrel of the Camarilla, the Country Gangrel typically care little for 

ǎŎƘŜƳƛƴƎ ŀƴŘ ǇƻƭƛǘƛŎǎΦ ! ŦŜǿ ŀƭǎƻ ƭŜŦǘ ǿƛǘƘ ǘƘŜ ¢ȊƛƳƛǎŎŜ ǘƻ Ƨƻƛƴ ǘƘŜ Ψ¢ǊǳŜ {ŀōōŀǘΩ ŘǳŜ ǘƻ ƘƛǎǘƻǊƛŎŀƭ ǘƛŜǎ 

to their Clan and the Domains of Eastern Europe. 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 can be anything that the Gangrel in question feels a kinship to. 

Disciplines: Animalism, Fortitude, Protean.  

Advantage: Gangrel Lore (1), Animal Ken (1), Survival (1). 

Disadvantage: You have one or more animal-like features or personality traits that make your 

appearance somewhat notable unless you find a way to disguise them. Whenever you frenzy 

without using Instinct to pick your target, your animalistic tendencies come to the fore and for the 

rest of the night you talk like Scooby-Doo and cannot call for Willpower re-tests on Mental or Social 

Challenges other than Intimidation, Survival or Perception. 

MARINER GANGREL  
A handful of Gangrel have adopted seas and rivers as their territories and developed into a separate 

Bloodline over the centuries. These Gangrel aquarii, ƳƻǊŜ ŎƻƳƳƻƴƭȅ ǊŜŦŜǊǊŜŘ ǘƻ ŀǎ ΨaŀǊƛƴŜǊǎΩ ƘŀǾŜ 

Disciplines similar to Country Gangrel, but often develop some truly bizarre and outlandish variant 

uses of Protean. Their animalistic features are those of strange bony fish, sharks, molluscs and other 

more bizarre creatures of the deep. 

Disciplines: Animalism, Fortitude, Protean*.  

Advantage: Gangrel Lore (1), Animal Ken (1), Seamanship (1). 

Disadvantage: You have one or more animal-like features or personality traits that make your 

appearance somewhat notable unless you find a way to disguise them. Whenever you frenzy 

without using Instinct to pick your target, your animalistic tendencies come to the fore and for the 

rest of the night you make odd burbling noises and cannot call for Willpower re-tests on Mental or 

Social Challenges other than Intimidation, Survival or Perception. 

Gargoyles 
The Gargoyles are a Thaumaturgically created servitor Bloodline of Clan Tremere, created during the 

hƳŜƴ ²ŀǊ ōȅ ǘƘŜƛǊ Ψ9ƭŘŜǊΩ DƻǊŀǘǊƛȄ ƛƴ ммнрΣ ǎƘƻǊǘƭȅ ŀŦǘŜǊ /ƭŀƴ ¢ǊŜƳŜǊŜ ǿŀǎ ŦƻǳƴŘŜŘΦ /ŀǇǘǳǊŜŘ 

Cainites of Clans Tzimisce, Nosferatu and Gangrel were dismembered and stitched together into the 

compliant and physically impressive Gargoyles to defend their masters. Eventually, thanks to the 

ǿƻǊƪ ƻŦ DƻǊŀǘƛȄΩ ŀǇǇǊŜƴǘƛŎŜ ±ƛǊǎǘŀƴƛŀ ǘƘŜ DŀǊƎƻȅƭŜǎ ōŜŎŀƳŜ ŀ ǘǊǳŜ .ƭƻƻŘƭƛƴŜ ŎŀǇŀōƭŜ ƻŦ ŜƳōǊŀŎƛƴƎ 

childer. After the formation of the Camarilla, the creation of Gargoyles was forbidden, so they have 

been hidden away by Clan Tremere as a relic of the past. Over the years, Virstania disappeared and a 
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number of Gargoyles subsequently escaped their magical bondage. Gargoyles typically have stony 

skin, horns and wings and so generally keep out 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 distrust Clan Tremere. 

Disciplines: Flight, Fortitude, Potence, Visceratika. 

Advantage: CƻǳǊ 5ƛǎŎƛǇƭƛƴŜǎΣ ΨƴǳŦŦ ǎŀƛŘ! 

Disadvantage: Your winged and stony appearance is highly memorable and typically a breach of the 

Silence of the Blood; you cannot call for Willpower re-tests when you are the attacker in a Social 

Challenge other than Intimidation. In addition, you cannot call for Willpower re-tests to resist any 

use of the Dominate discipline 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 traditionally 

trained, first as Ghouls, to earn their embrace. Policies set up by the still-ŀŎǘƛǾŜ Ψ!ƴǘƛŘƛƭǳǾƛŀƴΩ ƻŦ ǘƘŜ 

Clan, Augustus Giovanni, were designed so that no branch of the family would gain too much power 

and the Clan was very tight-knit as a result. Both Camarilla and Sabbat would, upon occasion, barter 

ŦƻǊ ǘƘŜ /ƭŀƴΩǎ ǘǊŀŘŜƳŀǊƪ ǎƪƛƭƭ ƛƴ Necromancy. In recent nights however, a group of Elder Cainites 

ŎƭŀƛƳƛƴƎ ǘƻ ōŜ ǘƘŜ ƭŜƎŜƴŘŀǊȅ ΨLƴŎƻƴƴǳΩ ƭŀǊƎŜƭȅ ŀƴƴƛƘƛƭŀǘŜŘ ǘƘŜ /ƭŀƴΩǎ ǎǘǊƻƴƎƘƻƭŘ ƛƴ ±ŜƴƛŎŜΣ ǇƻǎǘƛƴƎ 

the heart of Augustus Giovanni to the leadership of the Sabbat, presumably as payment for some 

mysterious favour. Since then, unseen agents have begun a purge of the lesser Giovanni families, 

forcing those that remain to start considering their options.  

Disciplines: Dominate, Necromancy: Sephulchre Path, Potence.  

Advantage: Giovanni Lore (1) and 2 of either Influence: Finance (1), Influence: Health (1) or 

Retainers (1) representing a Wraithly servant. 

Disadvantage: Your bite causes intense agony in mortals, rather than the Kiss, so mortals will never 

relent to you biting them as long as they are conscious and unrestrained. Due to your difficulties 

feeding, any time you feed outside of combat (including from Herd) you regain half of the Blood 

Traits you would do normally (rounded down) unless you choose to feed indiscreetly. You 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 

ƴƻōƭŜ ŎƘƛŜŦΦ CƻǊ ǘƘŜƛǊ ǇǊƻƎŜƴƛǘƻǊǎΩ ŘŜŎŜǇǘƛƻƴΣ ǘƘŜ [ŜƎŀŎȅ ǘŀƪƛƴƎ ǘƘŜ ƴŀƳŜ ƻŦ ǘƘŜ DƘŀƴŀƴ ƎƻŘ ǿŜǊŜ 

cursed to only ever be as beautiful as their souls. Since then, then thŜ Ψ9ōƻƴȅ YƛƴƎŘƻƳΩ ƻŦ ǎǳō-

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 consist of highly conservative 

Laibon born to leadership, whose rule is distant, but absolute, based on equal parts fear and respect. 

The Guruhi Kings openly treat each other with decorum, however there is a distinct and vicious 

rivalry behind closed doors. Indeed, there are also tales of two distinct lineages of Guruhi, the line of 

ǘƘŜ ƻǊƛƎƛƴŀƭ ǇǊƻƎŜƴƛǘƻǊ ŀƴŘ ŀ ǎŜŎƻƴŘ ƭƛƴŜ ŦƻǳƴŘŜŘ ōȅ ǘƘŜ ǇǊƻƎŜƴƛǘƻǊǎΩ ŎƘƛƭŘŜΣ ǎǳǇǇƻǎŜŘƭȅ ǘŀǎƪŜŘ ǿƛǘƘ 

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 Kingdom Lore (1), Resources (1) and Leadership (1). 

Disadvantage: You have a striking and unearthly appearance, either radiant and angelic or dark and 

demonic that reflects your relationship with your Beast. Anyone who can see your true appearance 

instinctively knows how many Beast Traits you have. You cannot call for Willpower re-tests on Social 

Challenges other than Intimidation or Leadership. Whenever you gain or lose Beast Traits, or if you 

buy new costume, you may switch your Angelic appearance to Demonic or vice versa. 

 

Harbingers of Skulls 
The Harbingers of Skulls are a relatively small bloodline of necromancers who seemingly appeared 

from nowhere and joined the Sabbat just before the turn of the millennium. Despite initially being 

sponsored by Clan Tzimisce, the Harbingers have shown no interest in joining the True Sabbat and 

ŎƻƭƭŀōƻǊŀǘŜŘ ǿƛǘƘ /ƭŀƴ ¢ǊŜƳŜǊŜ ƛƴ ǇŜǊŦƻǊƳƛƴƎ ŀ ƭŀǊƎŜ ŀƴŘ ŘŜǎǘǊǳŎǘƛǾŜ Ǌƛǘǳŀƭ ǘƻ ǇǳǊƎŜ ǘƘŜ {ŜŎǘΩǎ 

enemies in South America. The Harbingers rely on their air of mystery and fearsome reputation to 

thrive within the Sabbat. There are no records of any Harbingers embracing and all are Elders. Many 

obliquely reference having been trapped in the lands of the dead for many centuries and all share an 

uncommon hatred for Clan Giovanni. 

 

Disciplines: Auspex, Fortitude, Necromancy: Mortuus Path. 

Advantage: Harbingers of Skulls Lore (1) and Influence: Any (2). 

Disadvantage: Your corpselike appearance is highly memorable and typically a breach of the Silence 

of the Blood; you cannot use the Blush of Health ability in the unlikely event you are not on a Path of 

Enlightenment and cannot call for Willpower re-tests 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. Finally, all Harbingers of Skulls are at least 8th Generation. 

Lasombra 
{ƛƴŎŜ /ƭŀƴ ¢ȊƛƳƛǎŎŜ ŦƻǊƳŀƭƭȅ ƭŜŦǘ ǘƻ ŦƻǊƳ ǘƘŜ Ψ¢ǊǳŜ {ŀōōŀǘΩ ǘƘŜ [ŀǎƻƳōǊŀ ŀǊŜ ǘƘŜ ǳƴŘƛǎǇǳǘŜŘ ƭŜŀŘŜǊǎ 

ƻŦ ǘƘŜ {ŀōōŀǘΦ LƴŘŜŜŘΣ ǘƘŜ ŎǳǊǊŜƴǘ wŜƎŜƴǘΣ /ƘŀǊƭŜǎ Ψ±LΩ 5ŜƭƳŀǊŜ and much of his Consistory are 

Lasombra and the Sect as a whole was formed in the wake of now-Archbishop Gratiano de Veronese 

overpowering and allegedly diablerising the Lasombra antediluvian in 1413. Originating from Spain, 

the Lasombra are cultured, power-hungry and nepotistic. Cynics might say that they traditionally use 

many of the same tactics as the Camarilla and it is not unknown for them to quietly have extensive 

influence in mortal institutions, particularly the Catholic Church. There are rumours of further 

secrets within Clan Lasombra, such as an illuminati-like network of Elder Lasombra referred to as the 

Amici Nocte or Les Amis Noirs ǿƘƻ ǎŜŎǊŜǘƭȅ ŎƻƴǘǊƻƭ ǘƘŜ /ƭŀƴ ƻǊ ƎǊƻǳǇǎ ƻŦ Ψ!ōȅǎǎ aȅǎǘƛŎǎΩ ǿƘƻ 

command Blood Magic-like powers beyond the normal limits of Obtenebration.   

Disciplines: Dominate, Obtenebration, Potence. 

Advantage: Lasombra Lore (1), Sabbat Lore (1) and any 1 of Influence: Church (1), Influence: Politics 

(1) or Influence: Underworld (1). 
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Disadvantage: You do not appear in reflective surfaces, potentially breaching the Silence of the 

Blood unless you are very careful. Old-fashioned cameras based on mirrors used 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. 

Malkavian Antitribu 
¢ƘŜ /ŀƛƴƛǘŜǎ ƻŦ /ƭŀƴ aŀƭƪŀǾƛŀƴ ŀǊŜ ŜŀŎƘ ŘǊƛǾŜƴ ōȅ ŀƴ ǳƴƛǉǳŜ ΨƳŀŘƴŜǎǎΩ ǘƘŀǘ ŎƻƭƻǳǊǎ ǘƘŜƛǊ ƻǳǘƭƻƻƪ ƻƴ 

reality. The Sabbat can often be a place of sanctuary for Malkavians who are socially unacceptable or 

downright dangerous and the Sect has often assumed that with ǎǳŎƘ ΨƳŀŘƴŜǎǎΩ ŎƻƳŜǎ ǇǊƻǇƘŜǘƛŎ 

insight. As such, the more lucid or predictable members of Malkavian Antitribu 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 as The Crawling Chaos. The exact details of this procedure are 

somewhat mysterious, but possibly involve members of the Clan somehow having travelled to the 

past to speak to the Malkavian Antediluvian. Supposedly all members of Clan Malkavian have access 

to some sort-ƻŦ ƎŜǎǘŀƭǘ ŎƻƴǎŎƛƻǳǎƴŜǎǎ ǘƘŜȅ ǊŜŦŜǊ ǘƻ ŀǎ ΨǘƘŜ bŜǘǿƻǊƪΩΦ 

Disciplines: Auspex, Dementation, Obfuscate (optionally Auspex, Dominate, Obfuscate if embraced 

in the Camarilla pre-1998) 

Advantage: Malkavian Lore (1), Malkavian Time (1) and Perception (1). 

Disadvantage: You have one Derangement that is permanent and which can never be cured. You 

have one additional Frenzy Trigger relating to your derangement, which you cannot spend 

Willpower to resist. 

Nosferatu Antitribu 
werwer  

Disciplines: Animalism, Potence, Obfuscate  

Advantage: Nosferatu Lore (1), Stealth (1) and Survival (1). 

Disadvantage: You are biblically ugly and your appearance is highly memorable and often a breach 

of the Silence of the Blood. You cannot call for Willpower re-tests on Social Challenges other than 

Intimidation. 

Nagaraja 
werwer  

Disciplines: Auspex, Dominate, Necromancy: The Vitreous Path.  

Advantage: Nagaraja Lore (1), Subterfuge (1) and any 1 of Influence: Medicine (1), 

Influence: Occult (1) or Influence: University (1). 

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 gain Eat Food for free, but this does not fill the void within your soul. 
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Ravnos Antitribu 
werwer  

 

Disciplines: Animalism, Chimerstry, Fortitude  

Advantage: Ravnos Lore (1), Streetwise (1), Stealth (1) or Survival (1) and Influence: Street (1) or 

Influence: Transportation (1). 

Disadvantage: You 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. 

PHURI DAE 
Clan Ravnos has always had a strong presence in India and Bangladesh where the structure of the 

Clan adapted to fit the traditional jati or caste system. Embraced members of the Brahmin caste are 

renowned for their wisdom and oracular powers and often blend the illusions of Chimerstry with 

actual Blood Magic. Ravnos with similar powers are also found within Romani Gypsy families where 

ǘƘŜȅ ŀǊŜ ǊŜŦŜǊǊŜŘ ǘƻ ŀǎ tƘǳǊƛ 5ŀŜ ƻǊ ΨǿƛǎŜ ǿƻƳŜƴΩ ǊŜƎŀǊŘƭŜǎǎ ƻŦ ƎŜƴŘŜǊΦ Many of these Phuri Dae 

were granted ƘƻǊǊƛŦƛŎ Ǿƛǎƛƻƴǎ ƭŜŀŘƛƴƎ ǳǇ ǘƻ ǘƘŜ Ψ²ŜŜƪ ƻŦ bƛƎƘǘƳŀǊŜǎΩ ŀƴŘ ǘƘƻǎŜ ǘƘŀǘ ǎǳǊǾƛǾŜ ǘƻ ǘƘŜ 

present day continue to be granted insight into the unfolding events of the final nights.  

Disciplines: Animalism, Auspex, Chimerstry.  

Advantage: Ravnos Lore (1) and may purchase Sadhana at out-of-Clan costs. 

Disadvantage: You 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  

 

Disciplines: Fortitude, Obfuscate, Thanatosis  

Advantage: Ravnos Lore (1) and may purchase Necromancy at out-of-Clan costs. 

Disadvantage: Your corpselike appearance is highly memorable and typically a breach of the Silence 

of the Blood; you cannot use the Blush of Health ability if you are not on a Path of Enlightenment 

and cannot call for Willpower re-tests 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. 

 

Salubri Antitribu  
werwer  
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Disciplines: Auspex, Fortitude, Valeren  

Advantage: Salubri Lore (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 (including from 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 Salubri Antitribu player characters start at 9th 

Generation, but gain an additional experience point for character generation. Characters can raise 

this for additional experience as normal, but only as far as 12th Generation. 

Serpents of the Light 
werwer  

 

Disciplines: Obfuscate, Presence, Serpentis  

Advantage: Setite Lore (1), Streetwise (1) and one of Influence: Political (1), Influence: Street (1) or 

Influence: Underworld (1). 

Disadvantage: Whenever you are in an area of extremely bright light, (eg. full-beam car headlights, 

spotlights or the bat symbol) you cannot see and are limited by your dots in the Blindfight ability as 

to the levels of abilities you can bid on all Challenges.  

If you have certain Disciplines you may substitute other abilities for Blindfight; if you have 

Heightened Senses you may substitute Awareness, or if you have Tongue of the Asp you can use 

Subterfuge. 

In addition, whenever you take damage from exposure to sunlight, you take one additional level of 

damage. 

Toreador Antitribu 
werwer  

 

Disciplines: Auspex, Celerity, Presence  

Advantage: Toreador Lore (1) and any two of Academics (1), Crafts (1), Performance (1) or 

Subterfuge (1). 

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. 

 

EX-CAMARILLA TOREADOR 
dfdfgfdg 

Disciplines: Auspex, Celerity, Presence  

Advantage: Toreador Lore (1) and any two of Academics (1), Crafts (1), Performance (1) or 

Subterfuge (1). 
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Disadvantage: Pick one general form of art or performance that you are interested in. Whenever 

you see art or performance of 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 interesting the 

ŦƛǊǎǘ ǘƛƳŜ ȅƻǳ ǎŜŜ ǘƘŜƳΣ ŜǾŜƴ ƛŦ ǘƘŜȅ ŀǊŜ ƴƻǘ ȅƻǳǊ ΨǘƘƛƴƎΩΦ 

 

Tremere 
Werwer 

  

Disciplines: Auspex, Dominate, Thaumaturgy  

Advantage: Tremere Lore (1) and any two of Occult (1), Influence: Occult (1) or Mentor (1). 

Disadvantage: If you drink the blood of another Cainite, you gain a two-trait Blood Bond from the 

first drink. A second drink subjects you to a full three-trait Blood Bond. Also most NPCs will hate you, 

distrust you or be your boss; in the latter case they are usually a dick.  

Tzimisce 
Werwer 

  

Disciplines: Auspex, Animalism, Vicissitude  

Advantage: Tzimisce Lore (1) and any two of Occult (1), Retainers (1) and any Lore (1) 

Disadvantage: If you spend a downtime period without being able to sleep in the soil of your actual 

or spiritual homeland every night, you lose a number 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 again. In addition, you gain one additional Frenzy 

Trigger relating to the urban/folk traditions of your homeland. 

Ventrue Antitribu 
gfhfghfgh 

Disciplines: Dominate, Fortitude, Presence (optionally Auspex, Dominate, Fortitude if embraced in 

the Sabbat pre-1998) 

Advantage: Ventrue Lore (1), and any two of Academics (1), Finance (1), Leadership (1), 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 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 from Herd) 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 category. You still start games on full blood as 

normal however. 

EX-CAMARILLA VENTRUE 
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dfdfgfdg 

Disciplines: Dominate, Fortitude, Presence 

Advantage: Ventrue Lore (1), Resources (1) and one of Influence: Finance (1), Influence: High Society 

(1) or Influence: Political (1). 

Disadvantage: You can only gain sustenance from a specific type of mortal blood (as 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 from Herd) 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 category. You still start games on full blood as 

normal however. 
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Humanity 

Virtues: Conscience and Self-control 

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 on Humanity gain the following benefit, which is lost if they adopt a Path of 

Enlightenment: 

BLUSH OF HEALTH 

No action: spend 1 Blood Trait to flush your skin, make your heart beat and otherwise look alive 

until dusk the following night. 

You may use Social Traits in place of Beast Traits on any challenges (although you may not elect to 

lose these instead of Beast Traits if you sin). If you are awake during the day, your traits are limited 

to your Social Traits or your Beast Traits as you prefer. 
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Sample Paths: 

The Path of Caine 

Virtues: Conviction and Instinct 

10  Failing to engage in research or study each night, regardless of circumstances 

9 Failing to instruct other vampires on the path of Caine 

8 Befriending or co-existing with mortals 

7 Showing disrespect to other students of Caine 

6 Frenzying against a target not of your choice 

5 Succumbing to Rötschreck 

4 CŀƛƭƛƴƎ ǘƻ ŘƛŀōƭŜǊƛǎŜ ŀ ΨƘǳƳŀƴŜΩ ǾŀƳǇƛǊŜ 

3 Failing to regularly test the limits of Disciplines and abilities 

2 Failing to pursue lore about vampirism when the opportunity arises 

1 Denying vampiric needs; refusing to feed, showing compassion or failing to learn ŀōƻǳǘ ƻƴŜΩǎ 

vampiric abilities. 

The Path of Cathari 

Virtues: Conviction and Instinct 

10  Exercising restraint 

9 Showing trust 

8 Failing to pass the Curse along to the passionately wicked or virtuous 

7 Frenzying against a target not of your choice 

6 Acting against another Albigensian 

5 Impassioned killing 

4 {ŀŎǊƛŦƛŎƛƴƎ ƎǊŀǘƛŦƛŎŀǘƛƻƴ ŦƻǊ ǎƻƳŜƻƴŜ ŜƭǎŜΩǎ ŎƻƴǾŜƴƛŜƴŎŜ 

3 Refraining from indulgence 

2 Arbitrary killing 

1 Encouraging others to exercise restraint 
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The Path of Death and the Soul 

Virtues: Conviction and Self-Control 

10  Attachment to the material world 

9 Showing a fear of final death 

8 Being guided by emotions 

7 Succumbing to frenzy 

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 Needlessly preventing a death 

 

The Path of Evil Revelations 

Virtues: Conviction and Instinct 

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 other followers of your master 

4 CŀƛƭƛƴƎ ǘƻ ǘŀƪŜ ŀƴ ƻǇǇƻǊǘǳƴƛǘȅ ǘƻ ŦǳƭŦƛƭ ȅƻǳǊ ƳŀǎǘŜǊΩǎ Ǝƻŀƭǎ 

3 Providing infernal secrets to non-converts 

2 Failing to corrupt or destroy other vampires 

1 Disobeying your infernal master 
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The Path of the Feral Heart 

Virtues: Conviction and Instinct 

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 CŀƛƭƛƴƎ ǘƻ Ŧƻƭƭƻǿ ƻƴŜΩǎ ƛƴǎǘƛƴŎǘǎ 

2 Killing a creature other than for survival 

1 Refusing to kill to survive 

 

The Path of Honourable Accord 

Virtues: Conscience and Self-control 

10  Failing to uphold all of the precepts of your group 

9 Failing to show hospitality to your allies 

8 Associating with the dishonourable 

7 CŀƛƭƛƴƎ ǘƻ ǇŀǊǘƛŎƛǇŀǘŜ ƛƴ ȅƻǳǊ ƎǊƻǳǇΩǎ ǊƛǘŜǎ 

6 Disobeying your leader 

5 Failing to protect your allies 

4 Placing personal concerns above duty 

3 Showing cowardice 

2 Killing without reason 

1 Breaking your word or oath; failing to honour an agreement 
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The Path of Lilith 

Virtues: Conviction and 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 pain and anguish 

1 Shunning pain 

 

The Path of Power and the Inner Voice 

Virtues: Conviction and Instinct 

10  Denying responsibility for your actions 

9 Treating your underlings poorly 

8 Failing to respect your superiors  

7 Helping others when it is not to your advantage 

6 Accepting defeat 

5 CŀƛƭƛƴƎ ǘƻ ƪƛƭƭ ǿƘŜƴ ƛǘΩǎ ƛƴ ȅƻǳǊ ƛƴǘŜǊŜǎǘǎ 

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: Conviction and Self-control 

10  Killing a mortal for sustenance 

9 Breaking a word of honour to a clanmate 

8 Refusing to offer a non-Assamite an opportunity to convert  

7 Failing to destroy an unrepentant Kindred outside the clan 

6 Succumbing to frenzy 

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 CŀƛƭƛƴƎ ǘƻ ǘŀƪŜ ŀƴ ƻǇǇƻǊǘǳƴƛǘȅ ǘƻ ƭƻǿŜǊ ƻƴŜΩǎ ƎŜƴŜǊŀǘƛƻƴ 

1 Acting against another Assamite 

 

The Path of the Bones 

Virtues: Conviction and Self-control 

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 LƴŎƻƴǾŜƴƛŜƴŎƛƴƎ ƻƴŜǎŜƭŦ ŦƻǊ ŀƴƻǘƘŜǊΩǎ ōŜƴŜŦƛǘ 

2 Needlessly preventing a death 

1 Actively preventing a death 
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The Path of Night 

Virtues: Conviction and Instinct 

10  Killing a mortal for food 

9 Acting in the interests of another 

8 CŀƛƭƛƴƎ ǘƻ ōŜ ƛƴƴƻǾŀǘƛǾŜ ƛƴ ƻƴŜΩǎ ŘŜǇǊŜŘŀǘƛƻƴǎ  

7 Asking aid of another 

6 Accidental killing 

5 .ƻǿƛƴƎ ǘƻ ŀƴƻǘƘŜǊ YƛƴŘǊŜŘΩǎ ǿƛƭƭ 

4 Intentional or impassioned killing  

3 Aiding another 

2 Accepting the superiority of another 

1 wŜǇŜƴǘƛƴƎ ƻƴŜΩǎ ōŜƘŀǾƛƻǳǊ 

 

 

The Path of Metamorphosis 

Virtues: Conviction and Instinct 

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 may be 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 bŜƎƭŜŎǘƛƴƎ ǘƻ ŀƭǘŜǊ ƻƴŜΩǎ ƻǿƴ ōƻŘȅ 

1 Exhibiting compassion for others 



96 
 

 

The Path of Paradox 

Virtues: Conviction and Self-control 

10  Embracing a woman 

9 Embracing outside of the jati 

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 anotƘŜǊΩǎ svadharma  

3 !ƭƭƻǿƛƴƎ ƻƴŜΩǎ ǎŜŎǘ ŀŦŦŀƛǊǎ ǘƻ ǇǊŜŎŜŘŜ ƻƴŜΩǎ dharma 

2 Becoming blood bound 

1 Embracing needlessly or out of personal desire 

 

The Path of Typhon 

Virtues: Conviction and Self-control 

10  tǳǊǎǳƛƴƎ ƻƴŜΩǎ ƻǿƴ ƛƴŘǳƭƎŜƴŎŜǎ ƛƴǎǘŜŀŘ ƻŦ ŀƴƻǘƘŜǊΩǎ 

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 corrupt another 

4 Failure to pursue arcane knowledge  

3 hōǎǘǊǳŎǘƛƴƎ ŀƴƻǘƘŜǊ {ŜǘƛǘŜΩǎ ŜŦŦƻǊǘǎ 

2 CŀƛƭƛƴƎ ǘƻ ǘŀƪŜ ŀŘǾŀƴǘŀƎŜ ƻŦ ŀƴƻǘƘŜǊΩǎ ǿŜŀƪƴŜǎǎ 

1 wŜŦǳǎƛƴƎ ǘƻ ŀƛŘ ƛƴ {ŜǘΩǎ ǊŜǎǳǊǊŜŎǘƛƻƴ 



97 
 

The Path of Blood and Smoke 

Virtues: Conscience and Self-control 

10  One night without human contact, lying in defense of the Masquerade or spending more 

than one Blood Trait in a night.  

9 Watching humans eat a meal, performing a superhuman feat of physical prowess, feeding 

from the unwilling or unknowing, seeing sunlight. 

8 Creating a ghoul, being rejected by a human, depriving another of consent with a Discipline. 

 

7 Spending a week without human contact, surviving something that would hospitalise a 

human, injuring someone over blood. 

6 Falling into torpor, feeding from a child, reading your own obituary. 

 

5 Death of a mortal family member, accepting a position of authority in a Sect. 

 

4 Impassioned violence, accidentally killing. 

 

3 Spending a month without human contact, death of a mortal spouse or child, impassioned 

killing. 

2 Spending a year without human contact, premeditated killing, sŜŜƛƴƎ ŀ ŎǳƭǘǳǊŜ ǘƘŀǘ ŘƛŘƴΩǘ 

exist when you were alive.  

1 Spending a decade without human contact, mass murder, killing a mortal friend or family 

member. 

 

The Road of the Beast 

Virtues: Conviction and Instinct 

10  Putting yourself at risk needlessly 

9 Not challenging a weak leader 

8 Killing for any reason other than survival  

7 Avoiding contact with nature 

6 Needless torture or cruelty 

5 Making a sacrifice for someone unrelated to you 

4 Refusing to kill when important for your survival  

3 Failing to defend your territory 

2 Showing mercy to an enemy 

1 Abstaining from feeding when hungry 
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The Path of the Hunter 

Virtues: Conviction and Instinct 

10  Failing to hunt for your own prey 

9 Interrupting the hunt of another 

8 Failing to hunt when the opportunity presents itself  

7 Avoiding contact with the wilds 

6 Needless torture or cruelty 

5 Making a sacrifice for a stranger 

4 Refusing to kill to ensure your safety  

3 Failing to defend your hunting grounds 

2 Showing mercy to an enemy 

1 Abstaining from feeding when hungry 

 

 

The Path of the Nomad 

Virtues: Conviction and Instinct 

10  Spending more than three nights in the same place 

9 Accumulating an excess of personal possessions 

8 Allowing your path to be permanently blocked by another  

7 Avoiding contact with the wilds 

6 Needless torture or cruelty 

5 Making a sacrifice for a stranger 

4 Refusing to kill when important for your survival  

3 Claiming a permanent domain 

2 Showing mercy to an enemy 

1 Abstaining from feeding when hungry 
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The Path of the Savage 

Virtues: Conviction and Instinct 

10  !ƭƭƻǿƛƴƎ ŎƛǾƛƭƛǎŀǘƛƻƴΩǎ ǇǊƻǇƻƴŜƴǘǎ ǘƻ ƭƛǾŜ 

9 Not striking at civilisation whenever possible 

8 Not challenging a weak leader  

7 Participating 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 Abstaining from feeding when hungry 

 

 

The Path of the Grey Hunter 

Virtues: Conviction and Instinct 

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 territory 

2 Showing mercy to an enemy 

1 Abstaining from feeding when hungry 
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The Road of Kings 

Virtues: Conviction and Self-control 

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: Conviction and Instinct 

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: Conviction and Instinct 

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 for material 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 Encouraging temperance or aiding its proponents 

 

 

The Path of Cruelty 

Virtues: Conviction and Instinct 

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 pain 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 Devil 

Virtues: Conviction and Instinct 

10  Acknowledging the laws of God or Man 

9 Failing to indulge your desires 

8 Failing to frenzy against a target of your choice  

7 Refusing to aid 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 when necessary 

1 Encouraging false virtue or aiding its agents 

 

 

The Path of Screams 

Virtues: Conviction and Instinct 

10  Acknowledging the laws of God or Man 

9 Failing to indulge 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 display 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: Conviction and 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 natural impulses unnecessarily  

2 Failing to accept a gift 

1 Destroying something of beauty 

 

The Path of the Dark Father 

Virtues: Conviction and Self-Control 

10  Refusing to acknowledge the truth of Noddist lore 

9 Refusing to aid another Sabbat member in performing 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 oneself to play the Jihad 

4 Putting personal desires ahead of the good of the Sect 

3 hōǎǘǊǳŎǘƛƴƎ ŀƴƻǘƘŜǊ {ŀōōŀǘ ƳŜƳōŜǊΩǎ ŜŦŦƻǊǘǎ ǘƻ ŀƛŘ ǘƘŜ 5ŀǊƪ CŀǘƘŜǊ 

2 Submitting to the will of the Antidiluvians 

1 wŜŦǳǎƛƴƎ ǘƻ ŀƛŘ ƛƴ ǘƘŜ 5ŀǊƪ CŀǘƘŜǊΩǎ ǊŜǘǳǊƴ 
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DISCIPLINES 

ABOMBWE 

Abwombwination! 

 

ω tw95!¢hwΩ{ /haa¦bLhb 

No action: spend 1 Blood Trait to 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 place of Generation. 

As a Beast action: you can spend 1 Blood Trait to attempt to end one power of Obfuscate or similar 

concealment affecting a creature with a Beast, such as a Cainite, Ghoul or Lupine. 

Make a Beast Challenge (Survivalύ ŀƎŀƛƴǎǘ ǘƘŜ ƻǇǇƻƴŜƴǘΩǎ aŜƴǘŀƭ ¢Ǌŀƛǘǎ όStealth). If you succeed, 

then that use of Obfuscate is ended as long as you have dots in Abombwe equal to or greater than 

ǘƘŀǘ ŎƘŀǊŀŎǘŜǊΩǎ Obfuscate. 

 

ωω ¢!aLbD ¢I9 .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. 

 

ωωω WHISTLING 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 Willpower re-test from Frenzy on 

Mental or Social Challenges). 

As a Beast action: spend 1 Blood Trait and make a Beast Challenge (Survival, Courage) as 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 have Taking the Skin. Any abilities they use against you during this time 

are limited to a maximum number of dots equal to their Courage. If they are prevented from backing 

off for any reason they immediately enter fear frenzy that cannot be resisted but can be redirected 

by Drawing out the Beast. 
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ωωωω BEAST-CHANNEL 

No action: spend 2 Blood Traits, for 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: 

¶ Hands ς One level of damage dealt by your Brawling attacks is converted to aggravated 

damage. 

¶ Body ς You gain one additional health level for each dot of Abombwe you possess. These are 

lost before your normal health levels, much like physical armour and cannot be healed. 

¶ Throat ς You can roar fiercely when fighting. Any abilities used by anyone adjacent to you 

during this time are limited to a maximum number of dots equal to their Courage. 

¶ Feet ς Whenever you move the ground shakes. Anyone adjacent to you during the action 

phase has their next base movement lowered by a number of paces equal to your dots in 

Abombwe to a minimum of one. 

You may choose to activate Beast- channel on yourself multiple times in a scene, picking a new body 

part to affect with each activation. 

 

ωωωωω TAKING THE SKIN 

No action: spend 1 Blood Trait whilst 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 supernatural Aura remains your own. If the skin 

you wear is not generally humanoid, your 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 until you chose to turn back, without requiring an action. 

You can retain and re-use a number of skins equal to your dots in the Survival ability. 

Whilst using Taking the Skin your Traits, Disciplines and Abilities do not change with the exception 

that you can use any unusual methods of locomotion, such as flying, possessed by your new form 

and your natural Brawling attacks strike for aggravated damage. In addition your senses become 

supernaturally acute allowing you to use tǊŜŘŀǘƻǊΩǎ /ƻƳƳǳƴƛƻƴ without needing to spend Blood 

Traits. 
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As a Beast action: spend 1 Blood Trait and make a Beast Challenge (Survival, Courage) as glare 

sternly at one character you can see with a Beast. This power automatically succeeds on Ghouls, but 

costs an additional Blood Trait to activate when used on a creature with more dots in Generation or 

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 sight, that character cannot harm you and must act in accordance 

with your wishes as long as these are communicated clearly and are not self-destructive or Sinful at 

ǘƘŀǘ ŎƘŀǊŀŎǘŜǊΩǎ ƴǳƳōŜǊ ƻŦ .Ŝŀǎǘ ¢ǊŀƛǘǎΦ 
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ANIMALISM 

Grunt and squeak and squawk with the animals. 

 

ω .9!{¢ ²L¢ILb 

No action: you may communicate with animals using growls, murmurs and body language. 

As a Beast action: you may issue a simple command to an animal which could be summarised in 

three words. Make an opposed Beast Challenge (Animal Ken, Self-Control, Instinct). 

If you win, the animal will spend the rest of the scene attempting to complete the command, unless 

it is clearly suicidal. 

As a Beast action: spend 1 Blood Trait and make an opposed Beast Challenge (Animal Ken, Self-

Control, Instinct) against a single Cainite.  

If you win, the Cainite immediately enters a rage frenzy targeting the nearest creature (they can 

spend Willpower as normal to avoid the frenzy, but cannot use Self-Control or Instinct to resist for 

free). 

 

ωω .9/YhbLbD 

As a Beast action: spend 1 Blood Trait to issue a compelling siren song to nearby animals. You may 

specify the type of animals you are Beckoning and they will generally arrive over the course of the 

scene, awaiting your acknowledgement once they have arrived.  

You may then use Beast Within to 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 

Animalism after which surviving animals will leave.  

No action: you may spend 1 Blood Trait to use Beckoning if you sleep or enter torpor; the animals 

that you summon will faithfully guard your resting place until either you arise or they are killed.  
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As a Beast action: spend 1 Willpower Trait and make an opposed Beast Challenge (Animal Ken, Self-

Control, Instinct) against a single character.  

If you defeat a frenzying or triggered character ǎǳŎƘ ŀǎ ŀ /ŀƛƴƛǘŜ ƻǊ ŀ [ǳǇƛƴŜΣ ǘƘŜƴ ǘƘŜ ǘŀǊƎŜǘΩǎ ŦǊŜƴȊȅ 

immediately ends.  

If you defeat a character not triggered or in frenzy, they cannot spend Willpower Traits for the rest 

of the scene. 

 

ωωωω {¦.{¦a9 ¢I9 {tLwL¢ 

As a Beast action: spend 1 Blood Trait and make an opposed Beast Challenge (Animal Ken, Self-

Control, Instinct) against a single normal or Ghouled animal whose eyes you can see. This 

automatically fails if you are already possessing another body. 

If you succeed, your consciousness is transferred into the animal, leaving your body in a torpid state. 

Whilst possessing an animal, you have the Physical Traits, health levels and innate physical 

capabilities of the animal, including Blood Traits and Physical Disciplines if the animal is a ghoul. You 

use your own non-Physical Traits and Disciplines and your own Willpower Traits and non-Physical 

merits, flaws, backgrounds and abilities. 

Blood Magic is harder to use from Subsume the Spirit and requires the expenditure of an additional 

1 Blood Trait per power activation.  

This possession lasts for the rest of the night or you may choose to end it 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. 

 

ωωωωω 5w!²LbD h¦¢ ¢I9 .9!{¢ 

No action: Whenever you experience one of your Frenzy Triggers you may instead spend 

1 Willpower Trait to force any other character with a Beast that you can see to count as if they had 

experienced a Frenzy Trigger of the same type instead.  

As a Beast action: you may spend 1 Willpower Trait to make an opposed Beast Challenge (Animal 

Ken, Self-Control, Instinct) against a single character that can frenzy, such as a Cainite or a Lupine.  

If you win, the character immediately enters rage or fear frenzy (your choice) which cannot be 

resisted with Self-Control, Instinct, Courage or Willpower. Choose anything you can see as the target 

of their frenzy.  
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As a Beast action: you may spend 1 Willpower Trait to activate Embrace the Beast for the rest of the 

night, or until the end of a scene where you are involved in combat. 

Whilst Embrace the Beast is active:  

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. 

You may elect to use Animal Ken in the place of Brawl and/or Dodge for Physical Challenges.  

If one of your beast triggers is activated, you immediately enter frenzy and cannot use Self-Control, 

Instinct, Courage, Willpower Traits or Drawing out the Beast to delay, avoid or avert frenzy. 

 

ωωωωω ω !bLa![ {¦//¦[9b/9 

Whenever you feed: provided you are in an area which is a habitat to some form of animal life, you 

regain all of your Blood Traits; animals instinctively and discreetly make their way to you and you 

use your mastery of the Beast to feed efficiently from them without undue harm. 

 

ωωωωω ω {I!w95 {h¦[ 

As a Beast action: spend 1 Blood Trait and make an opposed Beast Challenge (Animal Ken, Self-

Control, Instinct) against a single normal or Ghouled animal whose eyes you can see. 

If you succeed, you form a psychic link with the animal which 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 in Animal Ken. 

As a ritual action: spend 1 Willpower Trait to become psychically aware of all past and present 

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 to your Animalism. The 

ability must be possessed by or symbolised by the animal in question (such as Stealth for a cat, 

Survival for a fox or Meditation for a panda), you also gain a relevant speciality in this ability. The 

Ability dots you gain from Shared Soul Řƻ ƴƻǘ ŀŘŘ όƻǊ ΨǎǘŀŎƪΩύ ǿƛǘƘ Řƻǘǎ ȅƻǳ ŀƭǊŜŀŘȅ ƘŀǾŜΦ  

As a Beast Action: if you can see an animal  you have used Shared Soul on, you can cause it to stalk 

ƻǾŜǊ ǘƻ ȅƻǳ ŀƴŘ ōŜƎƛƴ Ψ{ƘŀŘƻǿƛƴƎΩ ȅƻǳ ǳƴǘƛƭ ȅƻǳ ŎƘƻƻǎŜ ǘƻ ŜƴŘ ǘƘƛǎ ŜŦŦŜŎǘ ǿƛǘƘƻǳǘ ǊŜǉǳƛǊƛƴƎ ŀƴ 

ŀŎǘƛƻƴΦ ²ƘŜƴ Ψ{ƘŀŘƻǿƛƴƎΩ ȅƻǳ ǘƘŜ ŀƴƛƳŀƭ ƴƻ ƭƻƴƎŜǊ ǘŀƪŜǎ ƛƴŘŜǇŜƴŘŜƴǘ ŀŎǘƛƻns. 

No action: ƛŦ ȅƻǳ ŀǊŜ Ƙƛǘ ōȅ ŀ ǇƘȅǎƛŎŀƭ ŀǘǘŀŎƪ ǿƘŜƴ ŀ ōƻƴŘŜŘ ŀƴƛƳŀƭ ƛǎ Ψ{ƘŀŘƻǿƛƴƎΩ ȅƻǳΣ ǎǇŜƴŘ 

1 Blood Trait and the Guardian Lion takes the effect of the physical attack instead of you. Such 
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animals effectively have health levels equal to your dots in Animalism, if they would more damage 

than this they instinctively escape to safety leaving you to suffer any damage in excess. 

No action: ƛŦ ȅƻǳ ŘŀƳŀƎŜ ŀ ŎƘŀǊŀŎǘŜǊ ǿƘŜƴ ŀ ōƻƴŘŜŘ ŀƴƛƳŀƭ ƛǎ Ψ{ƘŀŘƻǿƛƴƎΩ ȅƻǳΣ ǎǇŜƴŘ 1 Blood Trait 

and the animal claws, bites or enthusiastically nudges that character for an additional level of lethal 

damage. 

 

ωωωωω ω .9!{¢ ²![Y 

As a Beast action: make an opposed Beast Challenge (Animal Ken, Self-Control, Instinct) against a 

single normal or Ghouled animal whose eyes you can see. This power can only be used if you are 

already possessing an animal using Subsume the Spirit. 

If you win, you transfer your consciousness from your current host to a new animal.  

When you are using Subsume the Spirit or Beast Walk to possess an animal, these powers remain 

active until you choose to end them without requiring an action. You automatically remain conscious 

during the day and your Beast is not triggered by daylight whilst possessing an animal. 

 As a Beast action: you may spend 1 Blood Trait and make an opposed Beast Challenge (Animal Ken, 

Self-Control, Instinct) against a single normal or Ghouled animal in the Domain you are in. You can 

either use this power on a specific animal, or the nearest animal to an area you designate. 

If you win, for the 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. 

 

ωωωωω ω [!¸ hC ¢I9 [!b5 

As a Downtime action: spend any number of Blood Traits to circumscribe an area that currently has 

no Cainites within it as your territory. Your territory can have a maximum radius of 100 yards for 

each Blood Trait you spend this way. Lay of the Land lasts until you activate it again. 

Animals and non-supernatural mortals cannot enter your territory unless you grant them permission 

to do so. Supernatural characters must spend 1 Willpower Trait and as their Beast action make a 

Beast Challenge (Animal Ken) against you to enter your territory. If they win, they can enter 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 aware of the exact location of all supernatural creatures in your territory at all times; if 

characters possess Obfuscate you are aware of their presence, but not their exact location. 

Characters in Frenzy (be they Cainites or Lupines) cannot attack you within your territory. 
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As a Beast action: you can spend 1 Blood Trait to attempt to pierce one power of Obfuscate within 

your territory. Make a Beast Challenge (Animal Kenύ ŀƎŀƛƴǎǘ ǘƘŜ ƻǇǇƻƴŜƴǘΩǎ aŜƴǘŀƭ ¢Ǌŀƛǘǎ όStealth).  

If you succeed, then the power in question is ended if you have equal or greater dots in Animalism 

ǘƘŀƴ ǘƘŜ ǇƻǿŜǊΩǎ ƻǊƛƎƛƴŀǘƻǊ Ƙŀǎ Řƻǘǎ ƛƴ Obfuscate. 

 

ωωωωω ω 9¸9 hC ¢I9 {½[!/I¢! 

As a Beast action: spend 1 Blood Trait when can see one or more eyes of one of your Ghouls, or a 

Revenant of the same lineage 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, health levels and innate physical 

capabilities of the creature, including Blood Traits and Physical Disciplines. You use your own non-

Physical Traits and Disciplines and your own Willpower Traits and non-Physical merits, flaws, 

backgrounds and abilities. 

Blood Magic is harder to use from Eye of the Szlachta and requires the expenditure of an additional 

1 Blood Trait per power activation.  

This possession lasts for the rest of the night or you may choose to end it early without requiring an 

action. If your original body takes damage, or if your possessed body is killed, the power also ends 

without requiring an action. 

 

ωωωωω ωω /hbv¦9w ¢I9 .9!{¢ 

No action: At the start of the movement phase in combat or any time outside of combat you may 

end any frenzy you are in or have triggered. If you are also using Embrace the Beast you must spend 

1 Willpower Trait for this effect. 

No action: If you are the defender in a Mental or Social Challenge you may call for a Willpower re-

test without spending a Willpower Trait. If you do so, you immediately enter rage or fear frenzy 

(your choice) targeting your opponent in the challenge.  

This frenzy is not delayed by Self-Control, Instinct or Courage and cannot be resisted by spending a 

Willpower Trait (!). You can still end this frenzy using Conquer the Beast as 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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ωωωωω ωω 9bbhL!Ω{ FURY 

Whenever you feed: if you feed from an animal (including using Beckoning or Animal Succulence) 

you may entirely consume the soul of one animal to restore 1 Willpower Trait. Using Engling Fury 

lends strength to your beast and counts as a level 1 sin on any Path (even if such an act fits with your 

/ƘŀǊŀŎǘŜǊΩǎ ŜǘƘƛŎǎύΦ 

ωωωωω ωωω ¦b/I!Lb ¢I9 C9wh/Lh¦{ .9!{¢ 

As a Beast action: spend 3 Blood Traits and make an opposed Beast Challenge (Animal Ken, Self-

Control, Instinct) 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 in Animalism. If damage sustained this way in one round is greater than that 

ŎǊŜŀǘǳǊŜΩǎ Řƻǘǎ ƛƴ Courage, that character immediately enters fear frenzy. You are the target of this 

frenzy, which cannot be resisted with Self-Control, Instinct, Courage or Willpower. 

ωωωωω ωωω ¢!¦b¢ ¢I9 /!D95 BEAST 

No action: if you physically damage a character with a beast or if they physically damage you, you 

may spend 1 Blood Trait to force them into a rage frenzy targeting yourself or one other creature or 

object you can see (they can spend Willpower as normal to avoid the frenzy, but cannot use Self-

Control or Instinct to 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 see (they can spend Willpower as normal 

to avoid the frenzy, but cannot use Self-Control or Instinct to 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 committing a level 1 sin. Conscience and Conviction can 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 in a single night and this does not prevent further degeneration from actual 

sins. 

ωωωωω ωωωω Cw99 ¢I9 .9!{¢ ²L¢ILb 

As a Beast action: you may spend 1 Willpower Trait to activate Free the Beast Within for the rest of 

the night, or until the end of a scene where you are involved in combat. You immediately enter a 

controlled frenzy-like 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 such as Obfuscate, 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 frenzy, but must spend 1 Willpower Trait to not physically 

attack someone or something if you can see creatures that are not your allies. 

ωωωωω ωωωω 9¸9{ hC ¢I9 Chw9{¢ 

As a Ritual action: spend 6 Blood Traits to designate a natural area that currently has no permanent 

mortal or Cainite habitation within it as your territory which ends any previous use of Eyes of the 

Forest. If you have Lay of the Land you may activate this power as well on the same area without any 

further cost. 

Your body merges with the natural area 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 non-Physical Disciplines that you wish as if you 

were present in any part of your domain. As long as there are living creatures with blood in your 

territory, your Blood Traits are restored to full at the end of each scene as you feed on the mystical 

energies of life. 

If your territory is significantly damaged or polluted, such as by a dirty bomb, major chemical spill or 

strip-mining operation, Eyes of the Forest ends and you reform like an avenging force of nature 

anywhere within your former territory or adjacent to anyone responsible for the disruption at the 

start of the following turn.  

No action: at the start of the round you may reform (or dissipate) your body within any part of your 

territory. Your body becomes fully physical (or non-Physical as above) at the end of that round. 

Whilst you are physical, you move, act and are vulnerable to attacks as normal, but still benefit from 

all other aspects of Eyes of the Forest. 
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AUSPEX 

Auspex is the coolest Discipline. 

 

ω I9LDI¢9b95 {9b{9{ 

No action: you may sharpen one or more of your senses so that it greatly exceeds mortal acuity.  

Whilst Heightened Senses are active: 

¶ You can see or otherwise sense your surroundings perfectly in total darkness (you can even 

partially mitigate Obtenebration see Shroud of Night),  

¶ Yƻǳ Ŏŀƴ ƘŜŀǊ ŀ ŎƻƴǾŜǊǎŀǘƛƻƴ ŀŎǊƻǎǎ ŀ ǊƻƻƳ όȅƻǳ Ŏŀƴ ƳƻǾŜ ŎƭƻǎŜǊΣ ƳŀƪƛƴƎ ǘƘŜ άŘƛǎŎƛǇƭƛƴŜ ƛƴ 

ǳǎŜέ sideways thumbs-up hand signal to indicate that you are not actually present) or detect 

thŜ ǇǊŜǎŜƴŎŜ ƻǊ ƭŀŎƪ ƻŦ ŀ ŎƘŀǊŀŎǘŜǊΩǎ ƘŜŀǊǘōŜŀǘΦ  

¶ If any character uses Obfuscate, Chimerstry or 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 overstimulated (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 action: you can spend 1 Blood Trait to detect anything hidden in a mundane manner 

that would be within your line of sight if not hidden. 

You can also attempt to end one power of Obfuscate, Chimerstry if you have equal or greater dots in 

Auspex ǘƘŀƴ ǘƘŜ ǇƻǿŜǊΩǎ ƻǊƛƎƛƴŀǘƻǊ Ƙŀǎ Řƻǘǎ ƛƴ ǘƘe relevant Discipline or Power. Make a Mental 

Challenge (Perception) against the opǇƻƴŜƴǘΩǎ aŜƴǘŀƭ ¢Ǌŀƛǘǎ όStealth) for Obfuscate, Social Traits 

(Subterfuge) for Chimerstry or other traits as appropriate for other Powers. If you succeed, then the 

power in question is ended. 

 

ωω !¦w! t9w/9t¢Lhb 

As a Mental action: make an opposed Mental Challenge (Perception, Self-Control, Instinct) against a 

single character you can see.  

If you win ȅƻǳ ƎŜǘ ŀ ƎƭƛƳǇǎŜ ƻŦ ȅƻǳǊ ǘŀǊƎŜǘΩǎ ŀǳǊŀ ŀƭƭƻǿƛƴƎ ȅƻǳ ǘƻ ŦƛƴŘ ƻǳǘ ƻƴŜ ƻŦ ǘƘŜ ŦƻƭƭƻǿƛƴƎΥ  

¶ The charŀŎǘŜǊΩǎ ŎǳǊǊŜƴǘ ŜƳƻǘƛƻƴŀƭ ǎǘŀǘŜ  

¶ What manner of creature the target is (ghouls, kinfolk, enchanted mortals or similar simply 
appear mortal) 

¶ If the target can use or is under the effects of Magic 

¶ If the target has one or more derangements  

¶ If the target is under any form of mental control 
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As a Mental action: spend a Willpower Trait and make an opposed Mental Challenge (Perception) 

against the Social Traits (Subterfuge, Self-Control, Instinct) of 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 activate Aura Perception in either case, you may not use the power again 

on the same character for the rest of the scene. 

 

ωωω ¢I9 {tLwL¢Ω{ ¢h¦/I 

As a Mental action: touch an object or part of a place to read any psychic impressions which have 

been left there by momentous events or strong emotions. Make a Static Mental Challenge 

(Perception) with either a Storyteller or the owner of the object/place.  

If you win, you gain a brief vision relating to these psychic impressions which can tell you about an 

ƻōƧŜŎǘΩǎ Ƴƻǎǘ ǊŜŎŜƴǘ ǳǎŜΣ ŎƘŀǊŀŎǘŜǊǎ ǿƛǘƘ ŀƴ ŜƳƻǘƛƻƴŀƭ ŀǘǘŀŎƘƳŜƴǘ ǘƻ ǘƘŜ ƻōƧŜŎǘ ƻǊ ŀƴȅ ǎǘǊƻƴƎ 

emotions previously experienced in the vicinity of the object or any number of other things. If you 

lose, you still gain a vision, but the experience stirs your Beast and you act as if a Fear or Rage Frenzy 

had been triggered, whichever you feel is more appropriate (which you can spend 1 Willpower Trait 

to resist as normal if you wish). 

Characters with powers of Obfuscate active do not leave psychic impressions and cannot be 

identified by the impressions of others. 

 

ωωωω ¢9[9t!¢I¸ 

As a Mental action: psychically contact a willing character 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 

άǘŜƭŜǇŀǘƘȅέ thumb and little finger out hand signal) and can terminate contact at any time without 

requiring an action. 

While such a link is active, both 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 action:  spend 1 Willpower Trait to use Telepathy on an unwilling character whose eyes 

you can see. Make a Mental Challenge (Perception, Self-Control, Instinct).  

If you win ȅƻǳ Ŏŀƴ ǊŜŀŘ ǘƘŜ ŎƘŀǊŀŎǘŜǊΩǎ ǎǳǊŦŀŎŜ ǘƘƻǳƎƘǘǎ ǿƛǘƘƻǳǘ ǘƘŜƳ ǊŜŀƭƛǎƛƴƎΣ ƻǊ ŎƻƳƳǳƴƛŎŀǘŜ 

psychically as above for the rest of the scene.  

As a Mental action:  you may attempt to penetrate the consciousness of a character you are in 

Telepathic contact with. Make a Mental Challenge (Perception, Self-Control, Instinct).  
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If you win on this you force the subject to answer any one question truthfully (to the best of the 

ŎƘŀǊŀŎǘŜǊΩǎ ƪƴƻǿƭŜŘƎŜύΦ As long as you succeed on this challenge you may repeat this psychic 

interrogation (which the subject is aware of).  

If you fail on any of these Challenges, Telepathy ends and you may not attempt to re-initiate it with 

the same character for the rest of the scene. 

 

ωωωωω t{¸/IL/ twhW9/¢Lhb 

As a Mental action:  spend 1 Willpower Trait to 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 with Psychic Projection which need not be actively 

projecting to perceive you. You appear as an idealised version of yourself with non-functional 

clothing and equipment and a silver cord that trails back to your corporeal body. You may choose to 

make your Astral body visible to one or more characters in the real world for a scene without 

requiring an action.   

On the Astral Plane, you have no physical possessions and cannot use powers other than Auspex but 

you can rapidly travel anywhere between the earth and the moon at the speed of thought. You 

cannot be harmed or affected by any powers, abilities or Disciplines other than Auspex or certain 

powers of other supernatural creatures such as Mages, Demons or Mummies. You cannot even be 

harmed by sunlight whilst on the Astral Plane, however your Beast can still be triggered by seeing 

sunlight. 

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 Action: when you are under the effects of Psychic Projection make a Mental Challenge 

(Perception, Self-control or Instinct) against another character using Psychic Projection.  

If you win, that character loses a Willpower Trait.  

Any astral traveller with 0 Willpower Traits has their silver cord severed and becomes lost on the 

Astral Plane.  

You are aware of any harm affecting your corporeal body whilst Psychic Projection is active and can 

elect to end the power and instantaneously follow your silver cord back at any point without 

requiring an action. Otherwise Psychic Projection lasts until sunrise. You may symbolise Psychic 

Projection with the use of a Green ribbon or making the on another plane hand gesture (hold your 

fist across your chest). 
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ωωωωω ω tw95L/¢Lhb 

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 Challenge from any character who does not also have 

Prediction or Soul Mask you may spend 1 Willpower Trait to automatically defend against that 

challenge by knowing exactly what is about to occur and taking appropriate steps to avoid it. 

 

ωωωωω ω ¢I9 DREAMING 

When sleeping or in torpor you are fully aware of your surroundings and can use any powers of 

Auspex you wish. You are not affected by rötschreck when using powers such as Clairvoyance or 

Astral Projection to view locations in daylight. 

 

ωωωωω ω DENIUS LOCI 

As a ritual action: spend 1 Willpower Trait to 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 to or symbolised 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 from Genius Loci Řƻ ƴƻǘ ŀŘŘ όƻǊ ΨǎǘŀŎƪΩύ ǿƛǘƘ Řƻǘǎ ȅƻǳ ŀƭǊŜŀŘȅ ƘŀǾe. 

 

ωωωωω ω /[!Lw±h¸!b/9 

As a Mental action: spend 1 Willpower Trait and make a Mental Challenge (Perception, Self-Control, 

Instinct) against one character you have met. If you have a crystal ball or other scrying device you 

may call for a Willpower re-test on this challenge without needing to spend a Willpower Trait. 

LŦ ȅƻǳ ǿƛƴΣ ȅƻǳ Ǝŀƛƴ ŀ ōƛǊŘΩǎ-eye view of that character and the building-sized area surrounding them 

through which you can use any other powers of Auspex you possess. That character is not aware of 

being observed unless they also have Clairvoyance, and the vision will follow them if they move. If 

that character is hidden from perception using Obfuscate, you see the general area they are in, but 

not specifically where they are unless you use Auspex to pierce their Obfuscate (see Heightened 

Senses).  

As a Mental action: spend 1 Willpower Trait ǘƻ Ǝŀƛƴ ŀ ōƛǊŘΩǎ-eye view of any building-sized location 

you have previously visited (see above). 

You may maintain either use of Clairvoyance for the rest of the night, or until you use any power or 

Discipline that is not Auspex. 
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ωωωωω ω /wh/h5L[9Ω{ ¢hbD¦9 

As a Mental action: spend 1 Willpower Trait and make a Mental Challenge (Perception, Self-Control, 

Instinct) against one character whose eyes you can see. 

If you win, you are instantly aware of the number of Beast Traits that character has and their Path of 

9ƴƭƛƎƘǘŜƴƳŜƴǘ ƛŦ /ŀƛƴƛǘŜΦ ¸ƻǳ ŀƭǎƻ ŦƛƴŘ ƻǳǘ ǘƘŀǘ ŎƘŀǊŀŎǘŜǊΩǎ Ƴƻǎǘ ǇǊŜǎǎƛƴƎ Ǝƻŀƭ ŀƴŘ Ǝŀƛƴ ŀ ōǊƛŜŦ ƛŘŜŀ 

of their general motivation. The character is unaware of any information you learn. Until that 

character has a major 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 Awareness for dots in Etiquette, Empathy,Intimidation, Leadership or Subterfuge. 

If you fail, you may not use /ǊƻŎƻŘƛƭŜΩǎ ¢ƻƴƎǳŜ on that character again for the rest of the scene. 

 

ωωωωω ω {h¦[ {/!b 

As a Mental action: spend 1 Blood Trait to instantly determine where in reality an object you have 

ever used {ǇƛǊƛǘΩǎ ¢ƻǳŎƘ on is located. This will give you sufficient information to find the object or 

use Clairvoyance to view its vicinity, but will not tell you any specific details about why the object is 

there or how to get to it.    

As a Mental action: spend 1 Blood Trait and make a Mental Challenge (Perception, Self-Control, 

Instinct) against one character who you have met. 

LŦ ȅƻǳ ǿƛƴΣ ȅƻǳ ƭŜŀǊƴ ŜȄŀŎǘƭȅ ǿƘŜǊŜ ƛƴ ǊŜŀƭƛǘȅ ǘƘŀǘ ŎƘŀǊŀŎǘŜǊΩǎ Ŏƻƴscious mind is.  

As a Mental action: spend 1 Willpower Trait ǘƻ Ǝŀƛƴ ŀ ōƛǊŘΩǎ-eye view of any domain-sized location 

which you can point out on a map. This use of Soul Scan lasts while you concentrate only on this 

power; you can change your viewpoint to anywhere on the map, you can even view areas as they 

ǿŜǊŜ ƛƴ ǘƘŜ Ǉŀǎǘ ŀƴŘ Ŏŀƴ ǾƛŜǿ ŀƴȅ ǘƛƳŜ ǎƛƴŎŜ ǘƘŜ ŘŀǘŜ ƻŦ ǘƘŜ ƳŀǇΩǎ ŎǊŜŀǘƛƻƴΦ 

If you also have Clairvoyance you may use the area-ǎŎǊȅƛƴƎ ǇƻǿŜǊ ƻŦ ǘƘƛǎ ǘƻ ΨȊƻƻƳ ƛƴΩ ƻƴ ŀƴȅ ŀǊŜŀ 

you are viewing with Soul Scan without needing to spend an additional Willpower Trait to activate 

Clairvoyance. 

If you use Soul Scan on an object or character under the effects of Obfuscate you may attempt to 

pierce this as if you could see that object or character (see Heightened Senses). 

 

ωωωωω ω {tLwL¢ [LbY 

As a Mental action: you psychically contact any number of willing characters. You must have met 

each of these characters in person and had them introduced to you. A character can only be part of 

ƻƴŜ ǎǳŎƘ ƎǊƻǳǇ ǇǎȅŎƘƛŎ ƴŜǘǿƻǊƪ ŀǘ ŀƴȅ ƎƛǾŜƴ ǘƛƳŜ όƳŀƪŜ ǘƘŜ άǘŜƭŜǇŀǘƘȅέ ǘƘǳƳō ŀƴŘ ƭƛǘǘƭŜ ŦƛƴƎŜǊ ƻǳǘ 

hand signal) and can terminate contact with the network at any time without requiring an action. 



119 
 

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 action: whenever a character initiates or receives a psychic link from Telepathy, Spirit 

Link or similar powers of mental communication you are instantly aware and may spend 

1 Willpower Trait to make a Mental Challenge (Perception, Self-Control, Instinct) against the 

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 reveal your eavesdropping. 

 

ωωωωω ωω !bLa! D!¢I9wLbD 

As a Ritual action: spend 1 Willpower Trait when sitting in a circle with a number of characters 

equal to your dots in Auspex. You and each of the characters project your consciousness onto the 

astral plane as if you had activated Psychic Projection. 

Anima Gathering is identical to Psychic Projection with the added benefit that all characters 

instinctively know where you are and as their Mental Action they can travel to where you are from 

anywhere within the lunar sphere, even if their silver cord has been cut and they are lost on the 

Astral Plane. Lost 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 cut, instead of becoming lost on the Astral Plane, you may sever the 

silver cord of any other character projecting as part of your Anima Gathering and regain 1 Willpower 

Trait. 

 

ωωωωω ωω t[¦/Y ¢I9 {9/w9¢ 

As a Mental action: spend 1 Willpower Trait, say a single word and make a Mental Challenge 

(Perception, Self-Control, Instinct) against one character you can see. Instead of speaking out loud, 

you can have that target hear the word Telepathically without 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 information Telepathically to you without 

them needing any ability to do so.  

If the character is in combat they must spend a number of phases equal to your Auspex 

communicating this information to you, they can still defend themselves during this time, however. 
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ωωωωω ωω aLwwhw w9CLEX 

No action: whenever you are subjected to any Challenge from any character who does not also have 

Mirror Reflex, Prediction or Soul Mask you may spend 2 Willpower Traits to 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. 

ωωωωω ωωω t{¸/IL/ !{{!¦[¢ 

As a Mental action: spend 1 Willpower Trait and make an opposed Mental Challenge (Perception, 

Self-Control, Instinct) against a single character whose eyes you can see or who is Psychically 

Projecting.  

If you win, you subject that character 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 have in Auspex if Cainite. 

Cainites reduced to 0 Willpower Traits this way enter torpor or have their silver cord severed if 

Psychically Projecting.   

Characters that lose more Willpower Traits this way in one round than their dots in Courage 

immediately return to their body instantly enter fear frenzy the next time they perceive you and 

instinctively end any Psychic Projection. This frenzy cannot be resisted with Self-Control, Instinct, 

Courage or Willpower. ¸ƻǳ ōŜŎƻƳŜ ƛƴǎǘŀƴǘƭȅ ŀǿŀǊŜ ƻŦ ǘƘŜ ƭƻŎŀǘƛƻƴ ƻŦ ŀ ŎƘŀǊŀŎǘŜǊΩǎ ōƻŘȅ ǘƘŀǘ Ƙŀǎ 

their Psychic Projection ended in this fashion.  

ωωωωω ωωω 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, including Telepathy, which takes place in a room-sized area around you. At the start of 

each night, pick a number of words equal to your dots in Perception. You are instantly aware of the 

distance and location of any conversation that features one or more of these 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 action: you can take the time to attune yourself to the room-sized area around you, 

ending all Obfuscate and Chimerstry powers and learning the following about all creatures within the 

area: 

¶ What manner of creature they are. 

¶ Their current mood. 

¶ What they truly think of you if they know you or any identity you have ever assumed.  

Along with one of the following: 

¶ If a creature is an infernalist 

¶ If a creature is under mental control 
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¶ If a Cainite has committed diablerie 

¶ If a creature knows Blood Magic, or one specific named Discipline or other power. 

ωωωωω ωωωω tw9/hDbL¢Lhb 

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 

Precognition is such that you can choose to substitute Perception for any other ability unless you are 

interacting with a character with Soul Mask. 

No action: whenever anything sudden happens or combat starts you can take any number of Mental 

Actions that interact with objects or creatures 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 2 Willpower Traits in order to have successfully predicted 

ŀƴŘ ŀǾƻƛŘŜŘ ŀƴȅǘƘƛƴƎ ȅƻǳ ŘƻƴΩt want to happen to you during that round. 
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BARDO 

LŦ L ŘƻƴΩǘ ŜȄǇƭŀƛƴ ǿƘŀǘ ȅƻǳ ƻǳƎƘǘ ǘƻ ƪƴƻǿΣ ȅƻǳ Ŏŀƴ ǘŜƭƭ ƳŜ ŀƭƭ ŀōƻǳǘ ƛǘ ƻƴ ǘƘŜ ƴŜȄǘ ōŀǊŘƻΧ 

Note: Characters can only ever learn Bardo within a sacred place made by Pillar of Osiris. 

 

ω w9{¢hw9 I¦a!bL¢!{ 

As a Ritual action: spend 1 Blood Trait whilst you enjoy a moment of peaceful meditation. For the 

rest of the night you ignore one frenzy trigger of your choice. If you activate Restore Humanitas 

again during this time, the previous use ends. 

As a Beast action: Whenever you lose a Beast Trait and gain an experience point due to sinning on 

Humanity you may make a Beast Challenge against a static difficulty equal to the trait maximum for 

your generation, minus the level of the sin. If you have Meditation greater than the level of the sin, 

you can call for a re-test on this challenge.  

On a success you do not take the loss/gain after all. On a failure you may still use the normal rules 

for Conscience (ie. the same action, but as a Ritual Action and using Conscience in place of Occult) to 

attempt atonement. 

 

ωω BANISHING SIGN 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 re-test or otherwise resist that challenge. You cannot 

use Banishing Sign of Thoth if both of your hands are prevented from making this gesture. 

 

ωωω DLC¢ hC !tL{ 

You gain as much sustenance and pleasure from drinking animal blood as you would from mortal or 

Cainite blood. This power is always active. 

Whenever you feed the base Blood Rating of 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 as Conspicuous Consumption are still applied after this.  
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ωωωω tL[[!w hC h{LwL{ 

As a Ritual action: if you are not distracted (such as by combat or Cainites performing a Sermon of 

Caine) you can spend 1 Willpower Trait and perform a brief ritual to designate a room-sized area as 

your sacred place. This sacred place remains until you next use Pillar of Osiris. Characters can only 

ever learn Bardo within a sacred place made by Pillar of Osiris. 

Within the sacred place all other creatures must spend 1 Blood Trait in addition to any other costs to 

activate Cainite Disciplines other than Bardo. Supernatural creatures without Blood Traits must 

spend a different expendable trait of their choice, such as Rage, Gnosis, Quintessence, Sekhem, 

Faith, Glamour or Pathos. 

When you first activate Pillar of Osiris, ȅƻǳ ǇŜǊƳŀƴŜƴǘƭȅ Ǝŀƛƴ ŀƴ ŀŘŘƛǘƛƻƴŀƭ ǊŀƎŜ ŦǊŜƴȊȅ ǘǊŀƛǘ ƻŦ Ψŀƴȅ 

ŦŀƛƭǳǊŜ ƻǊ ǎŜǘōŀŎƪ ŜȄǇŜǊƛŜƴŎŜŘ ƻǳǘǎƛŘŜ ƻŦ ȅƻǳǊ ǎŀŎǊŜŘ ǇƭŀŎŜΩΦ 

 

ωωωωω t!w!5h· 

As a Social Action: spend 1 Willpower Trait and say something that sounds profound and new-agey 

to one character you can see and who can hear you. Make a Social Challenge (Meditation, 

Conscience/Conviction) against that character. 

If you win, that character is overwhelmed by a sense of unity and cosmic transcendence and for the 

rest of the scene can only use their actions to talk about what they see or feel or comment about the 

size of their hands. Anyone attacking or performing an offensive action on the target of Paradox 

instantly ends this power.  

For the rest of the night that character must also spend 1 Willpower Trait in order to perform an 

offensive action against you as they remember the sense of peace that they felt under the effects of 

Paradox. 

No action: if you damage a character with a Brawling attack you may spend 1 Willpower Trait  and 

make a slightly snappier proclamation to automatically affect that character with Paradox as 

detailed above. 
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ωωωωω ω .hhb hC !b¦.L{ 

As a Physical action: spend 1 Blood Trait and touch the forehead of a single mortal; this may require 

a Physical Challenge (Meditation, Dodge) if they are unwilling or think you are some weirdo 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 would-be mortal becomes a Ghoul 

instead of a Cainite with no blood bonds to their would-be sire. 

 

ωωωωω ω a¦aaLCL/!¢Lhb wL¢¦![ 

As a Ritual Action: spend 2 Willpower Traits and make a Beast Challenge (Occult, Self-control, 

Instinct) against one willing or restrained Cainite or Ghoul that you can see. 

If you win, that character enters torpor-like temporal stasis where they cannot move or act for a 

century, but do not consume blood, age or starve during this time. After this time has passed, the 

character may repeat the activation challenge every subsequent decade as their Ritual Action, 

emerging from torpor if they succeed. You may also elect to end the Mummification Ritual yourself 

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 any form of mind control or compulsion. 

If you lose, you cannot attempt the Mummification Ritual again on that character for one decade. 

 

ωωωωω ωω .wLbD Chw¢I ¢I9 5!²b 

As a Beast Action: spend 2 Willpower Traits to give all Cainites around you a feeling of somnolence. 

All Cainites in a room-sized area surrounding you, other than those you choose not to affect, can 

only bid the maximum of their Beast Traits in any Trait category for a number of rounds equal to 

their dots in Courage. After this they fall into torpor as if they were sleeping during the day; rounds 

spent in frenzy do not count against this limit.  

Cainites may also spend 1 Willpower Trait to act normally (and without limited traits) for one 

ŎƻƳōŀǘ ǊƻǳƴŘ ǿƘƛŎƘ ŘƻŜǎƴΩǘ Ŏƻǳƴǘ ŀƎŀƛƴǎǘ ǘƘŜƛǊ Courage limit. Any other powers which permit 

activity during daylight hours can be counted against Bring Forth the Dawn. 

 

ωωωωω ωω w!Ω{ .[9{{LbD 

No Action: spend 2 Willpower Traits. For the rest of the scene you are immune to sunlight-based 

damage or frenzy triggers, including powers such as Bring Forth the Dawn which mimic something 

vaguely sunlight-related. 
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CELERITY 

Celerity makes you go fast ς woo 

 

ω ![!/wL¢¸ 

Your base movement rate increases by a number of paces equal to your dots in Celerity. 

No action: you may spend 1 Blood Trait to activate Alacrity for the turn. Whilst Alacrity 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 dots in Celerity. 

 

ωω SWIFTNESS 

No action: when you make a Physical attack you may spend 1 Blood Trait to attack two targets 

provided they are within reach/range. 

 

ωωω w!tL5L¢¸ 

No action: If you win rock-paper-scissors outright on a Physical attack, compare Physical traits with 

your opponent. If you have more Physical traits, you may spend 1 Blood Trait to damage that 

opponent twice rather than once. 

 

ωωωω [9D9wL¢¸ 

No action: when a Physical ranged attack is declared against you, you may spend 1 Blood Trait to 

automatically defend against it if your dots in Celerity ŀǊŜ ƘƛƎƘŜǊ ǘƘŀƴ ǘƘŜ ŀǘǘŀŎƪŜǊΩǎ Řƻǘǎ ƛƴ Celerity 

or Auspex. 

 

ωωωωω C[99¢b9{{ 

No action: If you succeed (win or winning tie) on a Physical attack, you may spend 2 Blood Traits to 

damage that opponent twice rather than once (There is no benefit to using both Rapidity and 

Fleetness on the same attack). 
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ωωωωω ω v¦L/Yb9{{ 

No action:  when you make a Physical attack you may spend 1 Blood Trait to attack three targets 

provided they are within reach/range. 

 

ωωωωω ω twhW9/¢L[9 

Your ranged Physical attacks strike for +1 Damage. 

 

ωωωωω ω C[!²[9{{ t!ww¸ 

No action: when a Physical attack is declared against you from someone you are not attacking this 

round, you may spend 1 Blood Trait to automatically defend against that attack if your dots in 

Celerity ŀǊŜ ƘƛƎƘŜǊ ǘƘŀƴ ǘƘŜ ŀǘǘŀŎƪŜǊΩǎ Řƻǘǎ ƛƴ Celerity or Auspex. 

 

ωωωωω ω tw9/L{Lhb 

You have a superhuman level of fine motor control that lets you attempt many tasks impossible to a 

mere mortal. Typical abilities which benefit from Precision are Craft, Performance, Repair, 

Computers, Science or Medicine.  

No action: you may call for a Blood or Willpower re-test (as appropriate) on any such challenge 

without spending the trait in question.   

Using these abilities take a fraction of the usual time. Precision requires intense concentration and is 

impossible during combat. 

 

ωωωωω ω ¢Lw9[9{{ ¢READ 

Your base movement rate increases by a number of paces equal to your dots in Celerity in addition 

to the benefits of Alacrity. You can travel cross-county faster than most motor vehicles. 

As a Ritual action: spend 1 Blood Trait to run at ludicrous speed to any location, typically this is 

limited to the landmass you are on unless you have a self-powered method of flight or are 

supernaturally capable at swimming. Onlookers may see dry leaves rustled or net curtains being 

billowed, but you move too quickly to be seen without Quickened Sight or similar powers. You may 

additionally spend any number of Blood Traits equal to a maximum of your dots in Celerity to grab 

and carry that many other characters with you on your journey. 
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ωωωωω ωω C[h²9w hC 59!¢I 

No action: when you make a Physical attack you may spend any number of Blood Traits up to a 

maximum of your dots in Celerity to attack the same number of targets provided they are within 

reach/range. 

 

ωωωωω ωω C[L/Y9w {¢wLY9 

No action: instead of moving you may spend 1 Blood Trait to move anywhere you can see and could 

logically walk to.  

No action: when an attack is declared against you from someone you are not attacking this round, 

you may spend 2 Blood Traits to automatically defend against that attack if your dots in Celerity are 

ƘƛƎƘŜǊ ǘƘŀƴ ǘƘŜ ŀǘǘŀŎƪŜǊΩǎ Řƻǘǎ ƛƴ Celerity or Auspex.  

 

ωωωωω ωω w9CLb9a9b¢ 

No action: at the end of any turn during which you have spent Blood Traits to activate Celerity 

powers, regain one spent Blood Trait. 

 

ωωωωω ωω ±9[h/L¢¸ 

No action: if you win rock-paper-scissors outright on a Physical attack, compare Physical traits with 

your opponent. If you have more Physical traits, you may spend 2 Blood Traits to damage that 

opponent three times rather than once. 

 

ωωωωω ωω {!bD¦Lb!w¸ ²Lb5 

No action: spend 2 Blood Traits to activate Sanguinary Wind for a scene. Whilst this power is active 

you react so quickly that an opponent cannot call for Dodge, Melee or Brawl re-tests against you 

unless they have equal or greater dots in that ability than your Celerity. 

 

ωωωωω ωωω ½9tI¸w 

No action: spend 1 Blood Trait to activate Zephyr for a round gaining the following benefits: 
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¶ Your base movement rate increases by a number of paces equal to your dots in Celerity in 

addition to the benefits of Alacrity (and Tireless Tread).  

¶ You now move so fast that you can move over practically any surface, including walls, water 

and clouds and you do not exert pressure on anything you move over unless you choose to 

do so.  

¶ You can move through dangerous hazards such as fire or liquid nitrogen and are unharmed 

by these unless you consciously choose to stop on something dangerous.  

¶ As long as you are moving, you are invisible to characters without Auspex or Celerity equal or 

greater to your own. Other characters cannot bid abilities against you greater than their 

Blindfighting.  

 

ωωωωω ωωωω .9¢²99b ¢I9 ¢L/Y{ 

No action: spend 1 Blood Trait and Willpower Trait to activate Between the Ticks for a round; you 

may spend 1 Blood Trait on 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 character with Fleetness. In addition, whenever you 

strike such characters with Physical Attacks, you strike them one additional time. 

 

ωωωωω ωωωω t!w!Dhb hC ah¢Lhb 

As a Physical action: spend 1 Blood Trait to automatically perform any non-combat Physical action 

that could theoretically be achieved given time, luck or skill. 

As a Physical action: spend 3 Blood Traits to automatically succeed on a physical attack against a 

single opponent as if you had won rock-paper-scissors outright (no re-tests are possible). That 

character takes levels of lethal damage equal to your dots in Celerity in addition to any damage you 

deal from striking them one or more times.   
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CHIMERSTRY 

Enemies crumble in fear and confusion. 

 

ω LDbL{ C!¢¦¦{ 

As a Social action: you create an insubstantial illusion that affects one single sense of every 

character that can perceive it in a room-sized area. The illusion is stationary and unchanging; 

however you can move or manipulate a visual illusion as long as it is in contact with you. Illusions 

only create 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 they use their Mental action to 

interact with it and their dots in Investigation are equal to or higher than your Subterfuge, characters 

with Auspex may also dispel the illusion (see Heightened Senses). The illusion also ends if sunlight 

illuminates the area it is in. 

As a Social action: spend 1 Blood Trait to create an illusory sensation affecting one sense that is 

brief and intense, such as a bright flash, loud noise or intense smell. Make a Social Challenge 

(Subterfuge, Conscience, Conviction) against a single character you can see. 

If you win, that character is overwhelmed by that sensation and loses their next action. If the 

character is normally impaired in or unable to perceive the sense you are affecting (eg. they have the 

Bad Sight or Blind flaws and you are using a visual illusion) then they are overwhelmed for their next 

two actions. 

 

ωω C!¢! ahwD!b! 

As a Social action: spend 1 Blood Trait to create an insubstantial illusion that affects all senses of 

every character that can perceive it in a room-sized area. The illusion is stationary and unchanging 

and lasts until the end of the scene or until you choose to end it. Illusions only create sensations and 

do not remove them.  

Characters suspicious of the illusion will know that it is false if they use their Mental action to 

interact with it and their dots in Investigation are equal to or higher than your Subterfuge, characters 

with Auspex may also dispel the illusion (see Heightened Senses). The illusion also ends if sunlight 

illuminates the area it is in. 
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ωωω !tt!wL¢Lhb 

No action: spend 1 Blood Trait to make one illusion that you have created with Ignis Fatuus or Fata 

Morgana move 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 perform. You cannot 

cause an Apparition to move so that it actively interacts with or hinders a character. 

No action if you used Fata Morgana this turn, otherwise as a Social action: spend 1 Blood Trait to 

move an illusion created with Fata Morgana so that it moves and interacts directly with one 

character you can see (eg. a fire that engulfs a character or an irritating buzzing bee that gets in their 

way). Make a Social Challenge (Subterfuge, Conscience, Conviction) against that character. 

If you win, that character is 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 

Apparition on that illusion again to move it to another character.  

 

ωωωω t9waANENCY 

No action: spend 1 Blood Trait to make one illusion that you have created with Ignis Fatuus or Fata 

Morgana last indefinitely or until it is dispelled by Auspex (see Heightened Senses). 

 

ωωωωω IhwwL5 w9![L¢¸ 

As a Social action: spend 1 Willpower Trait  and make a Social Challenge (Subterfuge, Conscience, 

Conviction) against one character you can see. 

If you win, that character experiences an illusion of your choice which affects all five senses, moves 

as you desire, is fully tactile and can do up to two of the following if appropriate: 

¶ prevent movement  

¶ prevent actions 

¶ cause up to 2 levels of chimerical damage per turn  

Horrid Reality lasts for a number of phases (movement then action) equal to your dots in Chimerstry 

but can be dispelled if that character has Auspex (see Heightened Senses).  

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. At the end of 

the scene all levels of Chimerical damage fade and unconsciousness or torpor is ended. 
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ωωωωω ω IhwwL5 .[!59 hC ¢I9 59ahb{ 

No action: spend any number of Blood Traits up to a maximum of your dots in Chimerstry; you 

conjure an illusory melee weapon (with no properties) that you can wield for the rest of the scene or 

until the illusion is pierced by Auspex (see Heightened Senses). 

As a Social action: attack a character within melee range with your Horrid Blade of the Demons as a 

Social Challenge (Subterfuge, Self-Control, Instinct). 

If you win, that character takes levels of chimerical damage equal to the number of Blood Traits you 

spent on creating the Horrid Blade (see Horrid Reality). Supernatural creatures instead take 

aggravated damage. 

No action: spend 1 Blood Trait to summon a Horrid Blade back to your hand which has been 

disarmed, destroyed or dispelled by Auspex.  

 

ωωωωω ω ¢w¦¢IΩ{ 9{{9b/9 

You are aware of, but can ignore the effects of any and all Chimerstry or Obfuscate powers unless 

they are of a level equal to or greater than your dots in Chimerstry. Ignoring powers this way this 

does not pierce or dispel them. This power is always active. 

 

ωωωωω ω C!¢¦¦{ a!{¢9w¸ 

No action: at the end of any turn during which you have spent Blood Traits to activate Chimerstry 

powers, regain one spent Blood Trait. 

 

ωωωωω ωω aLwwhwΩ{ ±L{!D9 

No action: spend 2 Blood Traits to create a perfect illusory duplicate of yourself which is tactile and 

can interact with its environment. Auspex can be used to pierce the illusion (see Heightened Senses) 

otherwise aƛǊǊƻǊΩǎ ±ƛǎŀƎŜ is permanent until you choose to end it, or you use aƛǊǊƻǊΩǎ ±ƛǎŀƎŜ again. 

As a Social Action: if you can see a duplicate you have created, you can cause it to teleport next to 

ȅƻǳ ŀƴŘ ōŜƎƛƴ Ψ{ƘŀŘƻǿƛƴƎΩ ȅƻǳ ǳƴǘƛƭ ȅƻǳ ŎƘƻƻǎŜ ǘƻ ŜƴŘ ǘƘƛǎ ŜŦŦŜŎǘ ǿƛǘƘƻǳǘ ǊŜǉǳƛǊƛƴƎ ŀƴ ŀŎǘƛƻƴΦ ²ƘŜƴ 

Ψ{ƘŀŘƻǿƛƴƎΩ ȅƻǳ ǘƘŜ ŘǳǇƭƛŎŀǘŜ ƴƻ ƭƻƴƎŜǊ ǘŀƪŜǎ ƛƴŘŜǇŜƴŘŜƴǘ ŀŎǘƛƻƴǎΦ 

No action: if you are affected by any power or take damage from an attack when a duplicate is 

Ψ{ƘŀŘƻǿƛƴƎΩ ȅƻǳ ƻǊ ƛŦ ƛǘ ƛǎ ŀŎǘƛƴƎ ƛƴŘŜǇŜƴŘŜƴǘƭȅΣ ǎǇŜƴŘ 2 Blood Traits and the duplicate takes the 

effect of the power or damage instead of you. If the duplicate is acting independently, you then 
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instantaneously switch places with the duplicate which is only obvious if anyone viewing you has 

dots in Auspex greater than your Chimerstry. 

No action: ƛŦ ȅƻǳ ŘŀƳŀƎŜ ŀ ŎƘŀǊŀŎǘŜǊ ǿƘŜƴ ŀ ŘǳǇƭƛŎŀǘŜ ƛǎ Ψ{ƘŀŘƻǿƛƴƎΩ ȅƻǳΣ ǎǇŜƴŘ 2 Blood Traits and 

your duplicate automatically strikes that character once for chimerical damage equal to the damage 

you would normally do. 

A duplicate has 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 except for Potence or Fortitude. It can take its own 

ŀŎǘƛƻƴǎ ǿƘŜƴ ƴƻǘ Ψ{ƘŀŘƻǿƛƴƎΩ ȅƻǳΣ ǿƘŜǘƘŜǊ ŀǘǘŀŎƪƛƴƎ ƻǊ ǇŜǊŦƻǊƳƛƴƎ any other labour you dictate. It 

can communicate as you desire and you are aware of anything it perceives. In between games, your 

duplicate counts as a free Level 5 Retainer. 

 

ωωωωω ωω {¦{t9b{Lhb hC 5L{.9[L9C 

Characters attempting to pierce any of your uses of Chimerstry with Auspex or similar disciplines 

must spend 1 Willpower Trait in order to make the attempt. In addition, even the most far-fetched 

illusions seem perfectly plausible and characters will never determine that your illusions as false 

using the Investigation ability. 

 

ωωωωω ωω !L5 hC ¢I9 D!b5I!w±!{ 

You consciously or subconsciously modify your possessions and property to reflect your own 

personal vision of perfect luxury. You count as having dots in the Resources background equal to 

your dots in Chimerstry and may substitute your dots in Subterfuge for Crafts, Etiquette, Expression, 

Intimidation, Leadership or Performance. 

No action: spend 3 Blood Traits when entering any room-sized area to modify its appearance in any 

way you wish including creating tangible objects, furnishings or people within. Pick dots in the 

backgrounds Arsenal, Influence, Library, Military Force or Retainers equal to your dots in Chimerstry. 

You have access to these backgrounds while you are within that room-sized area. The illusory room 

and all of its contents are permanent and cannot be determined as false without Auspex (see 

Heightened Senses). You can even remove items from the original room-sized area. The next time 

you activate Aid of the Gandharvas all effects and objects created by previous uses fade away. 

 

ωωωωω ωωω {9b{hw¸ h±9w[h!5 

As a Social action: spend 1 Willpower Trait and make a Social Challenge (Subterfuge, Conscience, 

Conviction) against one character you can see. 



133 
 

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 end Sensory Overload and return that 

character to consciousness with as much or as little memory of this traumatic process as you wish. 

 

ωωωωω ωωω OCCLUSION 

As a Social action: spend 1 Willpower Trait and make a Social Challenge (Subterfuge, Conscience, 

Conviction) against a number of characters you can see equal to your dots in Chimerstry. 

hƴ ŜŀŎƘ ŎƘŀƭƭŜƴƎŜ ȅƻǳ ǿƛƴΣ ȅƻǳ ŎƻƳǇƭŜǘŜƭȅ ƳƻŘƛŦȅ ǘƘŀǘ ŎƘŀǊŀŎǘŜǊǎΩ ǎŜƴǎƻǊȅ ƛƴǇǳǘǎ ǎǳŎƘ ǘƘŀǘ ǘƘŜȅ 

essentially act in any way you desire for the rest of the scene. In distracting situations such as 

combat, Occlusion instead lasts for three rounds.  

Characters with Auspex may attempt to pierce this use of Chimerstry as usual (see Heightened 

Senses) if Occlusion is used upon them, or they have some way of sharing the perceptions of the 

Occluded character such as Telepathy or Forgetful Mind.  

 

ωωωωω ωωωω MAYAPARITSAYA 

As a Social action: spend 10 Blood Traits to transform all terrain, furnishings and objects in a room-

sized area around you regardless of whether they are currently visible 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 

aggravated damage equal to your dots in Subterfuge, minus their own dots in Subterfuge, 

Conscience or Conviction to a minimum of zero.   

As a Social action: spend 10 Blood Traits and make a Social Challenge (Subterfuge, Conscience, 

Conviction) against one character you can see. 

LŦ ȅƻǳ ǿƛƴΣ ȅƻǳ Ŏŀƴ ŜƛǘƘŜǊ ǇŜǊƳŀƴŜƴǘƭȅ ƳƻŘƛŦȅ ǘƘŀǘ ŎƘŀǊŀŎǘŜǊΩǎ ŀǇǇŜŀǊŀƴŎŜΣ ǇŜǊǎƻƴŀƭƛǘȅΣ ŘǊƛǾŜǎ ƻǊ 

goals in any way you wish. Alternatively, you can transform them into an illusion so they cannot 

physically interact with the world around them ever again (but they can still speak, think and use 

non-physical powers). In this case, Auspex of any level can subsequently be used to disbelieve their 

existence (see Heightened Senses), removing them utterly from reality so that no creature other 

than you and anyone currently looking at them will remember they ever existed. Characters with 

Nine Lives instead lose that merit and gain 6 experience points. 

If you lose, you may not use Mayaparitsaya on that character again for the rest of the scene. 
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DAIMONION 

Was misspelled in every White Wolf sourcebook and I never noticed... 

 

ω SENSE THE SIN 

As a Mental action: make an opposed Mental Challenge (Occult) against the Beast Traits 

(Conscience, Conviction) of a single character you can see. You may elect to make this challenge with 

ŀ ǎǘƻǊȅǘŜƭƭŜǊ ǘƻ ŀǾƻƛŘ ŀƭŜǊǘƛƴƎ ǘƘŀǘ ŎƘŀǊŀŎǘŜǊΩǎ ǇƭŀȅŜǊΦ 

LŦ ȅƻǳ ǿƛƴ ȅƻǳ ƎŜǘ ŀ ǎŜƴǎŜ ƻŦ ǘƘŀǘ ŎƘŀǊŀŎǘŜǊΩǎ ǿŜŀƪƴŜǎǎŜǎ ŀƴŘ ŘŜǘŜǊƳƛƴŜ ƻƴŜ ƻŦ ǘƘŜ ŦƻƭƭƻǿƛƴƎ ƻŦ ȅƻǳǊ 

choice without that character realising:  

¶ 5Ŝǘŀƛƭ ƻŦ ǘƘŀǘ ŎƘŀǊŀŎǘŜǊΩǎ Ƴƻǎǘ Ŏƻǎǘƭȅ Ŧƭŀǿ ǘƘŀǘ ȅƻǳ Řƻ ƴƻǘ ŀƭǊŜŀŘȅ ƪƴƻǿΦ LŦ ǘƘƛǎ ƛǎ ǎƻƳŜǘƘƛƴƎ 
blatantly obvious such as Flesh of the Corpse, you learn their next most costly flaw instead.  

¶ 5Ŝǘŀƛƭ ƻŦ ǘƘŜ ŎƘŀǊŀŎǘŜǊΩǎ ƭŀǎǘ Sin against Humanity or their Path or an equivalent moral 
transgression for a non-Cainite. 

¶ How many Willpower Traits and dots in Courage, Conscience, Conviction, Self-control or 
Instinct that character has. 

 
If you fail the challenge, you may not use Sense the Sin on that character for the rest of the scene. 

 

ωω FEAR OF THE VOID BELOW 

As a Mental action: spend 1 Blood Trait and mutter incoherently at any number of characters you 

can see who you have previously used Sense the Sin on successfully.  

Each character hears your mutterings as details of their deepest secrets and is overcome by 

primordial fear. For the rest of the scene all of ǘƘƻǎŜ ŎƘŀǊŀŎǘŜǊǎΩ abilities are limited to a maximum 

of their Courage.  

If this is the first time you have used Fear of the Void Below in this scene, characters who do not 

have dots in Courage equal to or greater than your Occult additionally spend the rest of this round 

cowering in terror. 

 

ωωω CONFLAGRATION 

No action: spend 1 Blood Trait once 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 level in Daimonion and the amount 

of these are obvious as some unnatural energy, such as balefire in your hands, swarms of flies in 

your orifices or crimson lightning playing about you. 
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As a Physical action: spend any number of Power Traits to channel unholy energies at a single 

character. Make a Mental Challenge (Occultύ ŀƎŀƛƴǎǘ ǘƘŀǘ ŎƘŀǊŀŎǘŜǊΩǎ .Ŝŀǎǘ ¢Ǌŀƛǘǎ όConscience, 

Conviction) 

If you win, you deal that character one level of aggravated damage per Charge Trait spent after 

destroying any armour they are wearing which does not have the Indestructible trait. 

If you take damage in a turn whilst you have stored Power Traits, you accidentally lose one of these 

traits and take one level of aggravated damage yourself at the end of the turn. 

  

ωωωω PSYCHOMACHIA 

As a Mental action: spend 1 Willpower Trait and make a Mental Challenge (Occult) against the 

Beast Traits (Conscience, Conviction) of a character you can see who you have previously used Sense 

the Sin on successfully and who you know has a flaw.  

If you win that character suddenly believes themselves to be confronted by an allegorical creature 

formed from their own sins and failings. For a number of rounds equal to the value of their most 

costly flaw that character spends their actions fighting, arguing or otherwise challenging their 

imaginary foe.  

If your dots in Occult are greater than their dots in Conscience or Conviction that character also takes 

one level of lethal damage at the end of each turn they are affected by Psychomachia. 

 

ωωωωω CONDEMNATION 

As a Mental action: speak aloud a curse, spend 1 Willpower Trait and make a Mental Challenge 

(Occult) against the Beast Traits (Conscience, Conviction) of a character you can see.  

If you win that character is struck by a horrific curse until the start of the next game which 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 with blood like 

other trait loss. 

If you inflict Condemnation on a creature already suffering its effects, the old curse is replaced by the 

new curse. 
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ωωωωω ω LDbhw9 ¢I9 {9!wLbD C[!a9{ 

You are immune to damage from fire and lose any frenzy triggers related to fire. This power is 

always active. 

ωωωωω ω 5L!.h[L/ [¦w9 

As a Mental action: spend any number of Blood Traits to a maximum of your dots in Daimonion and 

make a Mental Challenge (Occult) against the Beast Traits (Conscience, Conviction) of a character you 

can see who you have previously used Sense the Sin on successfully.  

LŦ ȅƻǳ ǿƛƴ ǘƘŀǘ ŎƘŀǊŀŎǘŜǊǎΩ ōŜŀǎǘ ƛǎ ǎǘǊŜƴƎǘƘŜƴŜŘ ŀƴŘ ǘƘŜȅ ƭƻǎŜ м .Ŝŀǎǘ ¢Ǌŀƛǘ ŀƴŘ Ǝŀƛƴ м ŜȄǇŜǊƛŜƴŎŜ 

point for each blood trait that you spent as long as they are not on the Path of Evil Revelations or the 

Path of the Hive. The character may spend Willpower Traits point-for-point to reduce this loss, 

however unlike sinning normally; Conscience and Conviction cannot be used to reverse this unholy 

degeneration. Characters reduced to 0 Beast 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 character is immune to further uses of Diabolic Lure. 

ωωωωω ω D[Lat{9 ¢I9 D¦[C .9¸hb5 

As a Mental action: spend 1 Willpower Trait to open a portal to hell for a split second, this is 

perceived by a number of characters (which can include yourself) equal to your dots in Daimonion. 

Each character hears smells and envisions the bleak torments that await them at the end of their 

damned existence. Non-infernalist characters lose one Willpower Trait unless they have dots in 

Courage equal to or greater than your Occult. Each 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 

scene if mortal or enter fear frenzy of you (which cannot be resisted by Courage) if they are Cainite 

or Lupine.  

ωωωωω ω I9[[-BORN INVESTITURE 

Your Cainite form is permanently transformed in one of the following ways: 

¶ Demonic Form ς You have dreadful claws on your hands and feet that cause your brawling 

attacks to strike for +2 levels of damage. You also have mighty bat- or insect-like wings that 

allow you to fly with surprising grace at your normal movement rate. 

¶ Blood Hive ς Your orifices are jam-packed with parasitic insects that you can elect to have 

swarming about your body. Anyone attacking you or attacked by you in melee range loses 1 

Blood Trait at the end of each combat round, which you gain symbiotically. Blood 

transferred this 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. 



137 
 

¶ Tentacled Grasp ς your body is covered with strategically-placed sucker-covered tentacles 

that allow you to make brawling attacks against anyone you can see and which strike for +1 

level of damage on such attacks. You may also use Brawl to re-test grappling or biting 

attacks at this enhanced range and can drink an additional Blood 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 spend 2 Blood 

Traits to damage that opponent twice rather than once, or to drink 4 Blood Traits rather 

than 2 when feeding with a bite.  
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DEMENTATION 

See page XX. 

 

ω t!{{Lhb 

As a Social action: spend 1 Blood Trait and make a Social Challenge (Enigmas, Conscience, 

Conviction) against one character you can see. If you win, you can choose to intensify or deaden that 

ŎƘŀǊŀŎǘŜǊΩǎ ŜƳƻǘƛƻƴǎ ŦƻǊ one scene (or until one of the conditions noted below is met).  

If you choose to intensify emotions:  

¶ Whenever something surprising or shocking happens to the character, they must react 

emotionally: they spend their next round running away, attacking physically, making a verbal 

outburst or simply acting overwhelmed, Passion then ends.  

¶ If the character is the target of a Social Challenge from a Discipline power of equal or lesser 

level than your dots in Dementation they automatically lose the first challenge (but can still 

re-test), Passion then ends.  

 

If you choose to deaden emotions: 

¶ If something surprising or shocking happens or combat starts, the character spends their 

next round doing nothing but acting surprised, although they may defend in Challenges 

normally, Passion then ends.  

¶ If the character is the target of a Social Challenge from a Discipline power of equal or lesser 

level than your dots in Dementation they automatically win the first challenge (but their 

opponent can still re-test), Passion then ends. 

 

ωω ¢I9 I!¦b¢LbD 

As a Social action: spend 1 Blood Trait and make a Social Challenge (Enigmas, Conscience, 

Conviction) against one character you can see.  

If you win that target begins to hallucinate and loses mental traits equal to your dots in 

Dementation. As a rule, Cainites can heal two lost traits by for each Blood Trait they spend. 

Characters reduced to 0 traits at any point in a turn by The Haunting become utterly 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 instruction even if it is self-destructive. Characters stuck on 0 traits will 

either continue to skip their actions or follow your instructions indefinitely. 
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ωωω 9¸9{ hC /I!h{ 

As a Social action: you examine an area where something has occurred involving random chance, 

such as the positioning of shards of broken glass by a car accident or splatters of blood by a murder 

victim. Make a Static Social Challenge (Enigmas) with a Storyteller. 

If you win, you gain a brief vision relating to the area, generally something you want to know or 

ǿƘƛŎƘ ǿƻǳƭŘ ŦǳǊǘƘŜǊ ȅƻǳǊ ŎƘŀǊŀŎǘŜǊΩǎ ƎƻŀƭǎΦ ±ƛǎƛƻƴǎ ŀǊŜ ŦƛƎǳǊŀǘƛǾŜ ŀƴŘ ƻŦǘŜƴ ŎǊȅǇǘƛŎ ƛƴ ƴŀǘǳǊŜ ŀƴŘ ŀǊŜ 

likely to be influenced by any Derangements your character has. If you lose, you still gain a vision, 

but the experience is harrowing, 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 action: spend 1 Willpower Trait and make a Social Challenge (Enigmas, Conscience, 

Conviction) against a character you can see. You may elect to make this challenge with a storyteller 

ǘƻ ŀǾƻƛŘ ŀƭŜǊǘƛƴƎ ǘƘŀǘ ŎƘŀǊŀŎǘŜǊΩǎ ǇƭŀȅŜǊΦ 

If you win, you learn one Derangement Trigger or Frenzy Trigger that the character possesses 

without them realising. The character or a storyteller decides which Trigger you learn and successive 

uses of Eyes of Chaos learn a new Trigger if possible. If you lose, you may not try again on the same 

character for the rest of the scene. 

 

ωωωω ±hL/9 hC a!5b9{{ 

As a Social action: spend 1 Blood Trait  and speak aloud (anything you like!). All creatures capable of 

Frenzy such as Cainites and Lupines that can hear you (including you!) are immediately driven into 

fear frenzy unless their Courage is greater than your Enigmas. 

Courage cannot be used to avoid this frenzy, although characters can spend a Willpower Trait as 

normal to resist.  

Mortals with current Willpower Traits less than your Enigmas panic and flee wildly for the rest of the 

scene and do not remember anything that happened during a scene where you activated Voice of 

Madness.  

 

ωωωωω ¢h¢![ Lb{!bL¢¸ 

As a Social action: spend 1 Willpower Trait and make a Social Challenge (Enigmas, Conscience, 

Conviction) against a character you can see.  

If you win, describe a Derangement to that ŎƘŀǊŀŎǘŜǊΩǎ ǇƭŀȅŜǊ ŀǎ ŀ ōǊƛŜŦ ƴŀƳŜ ƻǊ ƭŀōŜƭΣ ǎǳŎƘ ŀǎ 

ΨQuixotism, Power Object Fixation, Obsession or 9ƴǘƻƳƻǇƘƻōƛŀΩ. That character has their Mental 

Traits reduced to 0 and for the rest of the scene cannot initiate Mental Challenges and must relent 

on all Mental Challenges. As a rule, Cainites can heal two lost traits by spending one Blood Trait, 

however this does not ameliorate the other effects of Total Insanity. 
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Additionally, characters not in combat pick an appropriate Derangement Trigger for the 

Derangement you described as if they had that Flaw for the scene. Characters in combat instead 

spend their next round acting in a way they think is appropriate for the Derangement described. 

 

ωωωωω ω SHATTERED MIRROR 

As a Social action: spend 1 Willpower Trait and make a Social Challenge (Enigmas, Conscience, 

Conviction) against a character you can see.  

If you win, you copy your personality into that character. They gain 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 powers of level 5 or lower that influence behaviour instantly end on the 

character. The character will not necessarily aid you, depending on whether ȅƻǳ ǿƻǳƭŘ ƘŜƭǇ ȅƻǳΧ  

Shattered Mirror lasts until the end of the night. 

 

ωωωωω ω KISS OF THE MOON 

As a Social action: spend 1 Willpower Trait and make a Social Challenge (Enigmas, Conscience, 

Conviction) against a character you can see.  

If you win, describe a Derangement ǘƻ ǘƘŀǘ ŎƘŀǊŀŎǘŜǊΩǎ ǇƭŀȅŜǊ ŀǎ ŀ ōǊƛŜŦ ƴŀƳŜ ƻǊ ƭŀōŜƭΣ ǎǳŎƘ ŀǎ 

ΨDesensitisation, Hysteria or MŜƎŀƭƻƳŀƴƛŀΩ. That character permanently gains this Derangement as a 

Flaw and must pick an appropriate Derangement Trigger whenever they are next outside of combat.  

¦ƴƭŜǎǎ ǘƘŀǘ ŎƘŀǊŀŎǘŜǊ ǎƻƳŜƘƻǿ ŦƛƴŘǎ ŀ ǿŀȅ ǘƻ ǊŜƳƻǾŜ ƻǊ ΨŎǳǊŜΩ ǘƘƛǎ Derangement, you may 

thereafter use any powers of Dementation on 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 

Dementation which would affect them, including Voice of Madness. 

 

ωωωωω ω 59±L[ Lb ¢I9 aLb5 

As a Social action: spend 2 Blood Traits and make a Social Challenge (Enigmas, 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 in Etiquette, Instinct, Leadership, Politics, Self-Control and Subterfuge. 
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ωωωωω ω .!..[9 

No action: spend 1 Blood Trait whenever you use any form of communication such as speech, 

writing, art or messages in electronic media. The message you convey becomes entirely nonsensical 

ŀƴŘ Ŏŀƴƴƻǘ ōŜ ǳƴŘŜǊǎǘƻƻŘ ƻǊ ŘŜŎƻŘŜŘ ōȅ ŀƴȅƻƴŜ ǿƘƻ ŘƻŜǎƴΩǘ ŀƭǎƻ ǇƻǎǎŜǎǎ Babble.  

You may also decide to make this message understandable to anyone who fits conditions that you 

decide at the moment you use Babble, ǎǳŎƘ ŀǎ Ψŀƭƭ /ŀƛƴƛǘŜǎΩΣ Ψŀƭƭ aŀƭƪŀǾƛŀƴǎΩΣ ΨWŀƪƻōΩ ƻǊ ΨŀƴȅƻƴŜ 

ǿƘƻǎŜ ƴŀƳŜ ƛǎ ǇǊƛƳŜ ǿƘŜƴ ŎƻƴǾŜǊǘŜŘ ƛƴǘƻ ƴǳƳōŜǊǎΩ ƛƴ ǿƘƛŎƘ ŎŀǎŜ ŀƴȅƻƴŜ ŦƛǘǘƛƴƎ ǘƘŜ ŘŜǎŎǊƛǇǘƛƻƴ ǿƛƭƭ 

notice the message the moment they could conceivably do so. Additionally, you are instantly aware 

of the identity and location of anyone who does notice your Babble. 

Messages encoded with Babble are both permanent and strangely persistent and cannot be erased 

ōȅ ŀƴȅƻƴŜ ǿƘƻ ŘƻŜǎƴΩǘ ƘŀǾŜ Řƻǘǎ ƛƴ Stealth equal to or greater than your Enigmas.  

No action: whenever you use a voice-based Discipline such as Dominate you may make it so that 

only the creature(s) that you are using that power on understand your instructions. Additionally, 

only characters with Perception or Subterfuge equal to or greater than your Enigmas are aware that 

a power has been used.  

Alternatively, you may elect to exclude any number of characters from voice-based powers such as 

Voice of Madness. 

 

ωωωωω ωω /IL[5aLb5 

As a Social action: spend 1 Willpower Trait and make a Social Challenge (Enigmas, Conscience, 

Conviction) against a character you can see.  

If you win, the character has their Mental Traits reduced to 0 and becomes simple and naïve 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 necessarily without 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 by Childmind until the end of the scene. 

 

ωωωωω ωω aLb5 hC ! YL[[9w 

As a Social action: spend 1 Willpower Trait and make a Social Challenge (Enigmas, Conscience, 

Conviction) against a character you can see.  

If you win, the character becomes unknowingly affected by Mind of a Killer for the rest of the scene. 

The next time that character feels they have been wronged 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 

ΨŀŎŎƛŘŜƴǘΩ ƻǊ ǎƛƳƛƭŀǊΦ  

 

ωωωωω ωω a9[!bD9 

As a Social action: spend 1 Willpower Trait to activate Melange. You become open to the true 

nature of reality and for the rest of the scene you can see any character or thing hidden in any way, 

you are also immune to all powers of Obfuscate, Chimerstry or similar. You can see into all adjacent 

levels of reality, such as the Astral Plane, the Umbra, the Shadowlands or the Dreaming. 

Whilst Melange is active you become highly detached from reality and cannot use any abilities other 

than Enigmas or Awareness. When the power ends you may ask a storyteller one question which 

they will answer truthfully to the best of their ability. 

 

ωωωωω ωω {[99t hC w9!{hb 

As a Social Action: spend 1 Blood Trait as you transform the insecurities of one Character you can 

see into a twisted creature of make-believe. Make a Social Challenge (Enigmas) against the Physical 

Traits (Dodge) of that character. 

LŦ ȅƻǳ ǿƛƴΣ ǘƘŜ ŎƘŀǊŀŎǘŜǊ ƛǎ ŀǎǎŀǳƭǘŜŘ ōȅ ǘƘŜ ΨIƻōƎƻōƭƛƴΩ ǘƘŀǘ ȅƻǳ ŎǊŜŀǘŜ ŀƴŘ ǘŀƪŜǎ ƻƴŜ ƭŜǾŜƭ ƻŦ ƭŜǘƘŀƭ 

damage for each point in Flaws that they have (to a minimum of one). If this damage puts them into 

torpor or Final Death, the ΨIƻōƎƻōƭƛƴΩ takes on a twisted semblance of reality under your command 

(see below), which ends if the character rises from Torpor. 

As a Social Action: if you can see a ΨIƻōƎƻōƭƛƴΩ you have created, you can cause it to suddenly 

appear next to you ŀƴŘ ōŜƎƛƴ Ψ{ƘŀŘƻǿƛƴƎΩ you until you choose to end this effect without requiring 

ŀƴ ŀŎǘƛƻƴΦ ²ƘŜƴ Ψ{ƘŀŘƻǿƛƴƎΩ a creature the ΨIƻōƎƻōƭƛƴΩ no longer takes independent actions. 

No action: if a you are affected by any power or takes damage from an attack when a ΨIƻōƎƻōƭƛƴΩ is 

Ψ{ƘŀŘƻǿƛƴƎΩ you, spend 1 Blood Trait and the ΨIƻōƎƻōƭƛƴΩ takes the effect of the power or damage 

instead of you. 

No action: if you defeat a character in any Challenge when a ΨIƻōƎƻōƭƛƴΩ ƛǎ Ψ{ƘŀŘƻǿƛƴƎΩ ȅƻǳΣ ǎǇŜƴŘ 

2 Blood Traits and your Shadow Twin automatically appears briefly next to that character, striking 

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. 

A ΨIƻōƎƻōƭƛƴΩ has 10 health levels, and as many Willpower Traits as the character it is formed from 

had at its time of creation. It cannot speak except to hurl semi-intelligible abuse. It has the same 

Traits and abilities that its originator had but has no Disciplines except for sharing any levels of 

Obfuscate which you also haveΦ Lǘ Ŏŀƴ ǘŀƪŜ ƛǘǎ ƻǿƴ ŀŎǘƛƻƴǎ ǿƘŜƴ ƴƻǘ Ψ{ƘŀŘƻǿƛƴƎΩ ȅƻǳΣ ǿƘŜǘƘŜǊ 

attacking or performing any other pranks you dictate. 
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ΨIƻōƎƻōƭƛƴǎΩ return to the character that made them at the end of the scene; however you may pick 

one ΨIƻōƎƻōƭƛƴΩ to keep indefinitely which thereafter must remain within a Domain-sized area of 

you, having it count as a free Retainer (you can change your permanent ΨIƻōƎƻōƭƛƴΩ if you find a 

better one). If you have Possession, you can use this power on your ΨIƻōƎƻōƭƛƴΩ without needing line 

of sight to it. 
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DOMINATE 

Dominate solves plot related to mortals and is the best combat discipline. 

Generation can be used like an ability (offensively and defensively) for Dominate tests even though it 

is a background.  13th = 0, 12th = 1, 11th = 2, 10th = 3, 9th = 4, 8th = 5, 7th = 6 etc.  

 

ω /haa!b5 

As a Mental action: spend 1 Blood Trait and speak (or use Telepathy to convey) a one-word 

command of your choosing against a character whose eyes you can see. Make a Mental Challenge 

(Intimidation, Generation).  

If you win, that character must obey your command for the rest of the scene. In distracting 

situations such as combat, Command instead lasts for one round, two rounds if you know Forgetful 

Mind or three rounds if you know Possession. 

If there is ambiguity in your Command, the victim 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.  

 

ωω a9{a9wL{a 

As a Mental action: make a Mental Challenge (Intimidation, Generation) against a character whose 

eyes you can see and who is not currently distracted by something else (such as combat). 

If you lose, you may not attempt to use Mesmerism on them again for the rest of the scene.  

If you win, that character stops what they are doing and waits for you to give them an instruction. 

You then speak aloud a one-sentence instruction which can also include details on a trigger for when 

the instruction is to be completed. The character either immediately attempts to fulfil your 

instruction or carries it subconsciously until the trigger condition is met (as you dictate).  

When triggered, Mesmerism compels the target for one scene or until the instruction is completed. 

The character will remember your instruction being given, unless powers such as Forgetful Mind are 

subsequently used, but will not necessarily recognise they are a supernatural compulsion unless they 

have Cainite Lore or a familiarity with the Dominate discipline.  

A character can only subconsciously carry one Mesmerism trigger at a time, if a second Mesmerism is 

given this only overrides the original if the new Dominate user has equal or greater dots in 

Dominate.   
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ωωω ChwD9¢C¦[ aLb5 

As a Mental action: make a Mental Challenge (Intimidation, Generation) against a character whose 

eyes you can see and who is not currently distracted by something else (such as combat).  

If you lose, you may not attempt to use Forgetful Mind on them again for the rest of the scene. 

If you win, that character stops what they are doing and waits for 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 specify (ie. you need to be able 

to identify unambiguously what you want them to remember). During this time, you may notice if 

the character is under any form of mental control, such as other uses of Dominate, if you defeat the 

character that implanted the original command with a Mental Challenge (Intimidation).  

You can then describe to the character what you wish them 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 Mind on them.  

As a Mental action: once you have given your instruction you may then repeat the Mental Challenge 

(Intimidation, Generation) to access or alter another 15 minute section of their memory. As long as 

you keep passing these challenges you can keep using Forgetful Mind; if you fail the character snaps 

out of their trance (likely with no memory of you using this power) and you cannot use Forgetful 

Mind on them again for the rest of the scene. 

 

ωωωω /hb5L¢LhbLbD 

As a downtime action: If you have access to a willing, duped or restrained (but conscious) character 

for most of a night you may make a Mental Challenge (typically in a downtime period) (Intimidation, 

Generation) against that character provided you can see their eyes. 

If you lose, you cannot attempt Conditioning again on that character until the following downtime 

period.  

If you win, you can: 

¶ Implant a mental compulsion based on a trigger event, similar to Mesmerism with the 

exception that Conditioning does not fade and can be triggered again and again.  

¶ UǘǘŜǊƭȅ ŎǊǳǎƘ ŀ ŎƘŀǊŀŎǘŜǊΩǎ ƳƛƴŘ ƳŀƪƛƴƎ ǘƘŜƳ ŀ ōŀǊŜƭȅ-cognisant slave who will unthinkingly 

obey your instructions without question, even those that are self-destructive.  

 

 

In either case, Conditioning is permanent, but can be removed by another character with 

Conditioning over a similar intensive (typically downtime) period.  
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As a downtime action: make a Mental Challenge (Intimidation, Generation) against the Dominate-

user who has used Conditioning on a character (if they have met final death in the meantime, use 

their last living traits).  

If you win the Conditioning is removed.  If you lose, ǘƘŜ ŎƘŀǊŀŎǘŜǊΩǎ ƳƛƴŘ ƛǎ ǳǘǘŜǊƭȅ ǎƘŀǘǘŜǊŜŘ ŀƴŘ 

they become a mindless vegetable.  

As a Mental action: The compulsion of Conditioning can override even three-trait blood bonds, 

make a Mental Challenge (Intimidation) against their domitor to have the Conditioned character 

follow a command that directly contradicts one given by their domitor.   

 

ωωωωω th{{9{{Lhb 

As a Mental action: spend 1 Willpower Trait and make a Mental Challenge (Intimidation, 

Generation) against a mortal character whose eyes you can see.  

If you winΣ ȅƻǳ ǘǊŀƴǎŦŜǊ ȅƻǳǊ ŎƻƴǎŎƛƻǳǎƴŜǎǎ ǘƻ ǘƘŀǘ ŎƘŀǊŀŎǘŜǊΩǎ ōƻŘȅ ǳƴǘƛl you choose to end this 

power without requiring an action. Your actual body enters a torpor-like state whilst Possession is 

active. If your original body takes damage, or if your possessed body is killed, the power ends 

without requiring an action. 

While Possessing ŀ ŎƘŀǊŀŎǘŜǊ ȅƻǳ ŎƻƴǘǊƻƭ ǘƘŀǘ ŎƘŀǊŀŎǘŜǊΩǎ ōƻŘȅ ŀǎ ƛŦ ƛǘ ǿŀǎ ȅƻǳǊ own and have access 

to their blood pool, Physical Traits and any physical powers or Disciplines. You use your own abilities, 

Beast, Social and Mental Traits and can activate any of your non-Physical Disciplines except for 

Possession, Subsume the Spirit or similar powers.  

Blood Magic is slightly harder to use from Possession and requires the expenditure of an additional 

1 Blood Trait per power activation.  

 

ωωωωω ω AUTONOMIC MASTERY 

As a Mental action: spend 1 Willpower Trait and make a Mental Challenge (Intimidation, 

Generation) against a character whose eyes you can see.  

LŦ ȅƻǳ ǿƛƴΣ ȅƻǳ Ŏŀƴ ǎǿƛǘŎƘ ƻŦŦ ƻƴŜ ƻŦ ǘƘŜ ŎƘŀǊŀŎǘŜǊΩǎ ǎŜƴǎŜǎ ƻǊ ōƻŘƛƭȅ ŦǳƴŎǘƛƻƴǎ ŦƻǊ ǘƘŜ ǊŜǎǘ ƻŦ ǘƘŜ 

scene. In distracting situations such as combat, Autonomic Mastery instead lasts for three rounds. 

Blind characters have their abilities restricted to their dots in BlindfightingΦ {ǘƻǇǇƛƴƎ ŀ ƳƻǊǘŀƭΩǎ 

circulation kills them instantly; Cainites instead cannot spend Blood Traits. 

 

ωωωωω ω /haa!b5 h.95L9b/9 
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No action: spend 1 Willpower Trait whenever you use a power of Dominate to eliminate the need to 

ǎŜŜ ŀ ŎƘŀǊŀŎǘŜǊΩǎ ŜȅŜǎΤ ƛƴǎǘŜŀŘ ȅƻǳ ŎƻƴǾŜȅ ȅƻǳǊ ǿƛƭƭ ǘƘǊƻǳƎƘ ǾƻƛŎŜ ŀƭƻƴŜΦ 

No action: you may use any power of Dominate as a Physical Challenge (Intimidate, Dodge) instead 

of the usual Mental Challenge (Intimidation, Generation) provided you within touch range of a 

ŎƘŀǊŀŎǘŜǊΦ LŦ ȅƻǳ Řƻ ǎƻΣ ȅƻǳ ŜƭƛƳƛƴŀǘŜ ǘƘŜ ƴŜŜŘ ǘƻ ǎŜŜ ŀ ŎƘŀǊŀŎǘŜǊΩǎ ŜȅŜǎ ōǳǘ Ƴǳǎǘ ǎǘƛƭƭ ǎǇŜŀƪ ȅƻǳǊ 

instructions. 

 

ωωωωω ω h.9whbΩ{ Dw!L[ 

As a Mental action: spend 1 Willpower Trait and make a Mental Challenge (Intimidation, 

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 nights up to a 

maximum of your dots in Dominate. You may elect to have this memory loss occur instantly or when 

the character next sleeps (or enters torpor if Cainite). Unlike Forgetful Mind there is no way to 

recover this memory loss using Cainite Disciplines. 

If you fail, you may not use hōŜǊƻƴΩǎ DǊŀƛƭ on that character again for the rest of the scene. 

 

ωωωωω ω w9tw9{{Lhb hC ¢I9 h.±Lh¦{ 

As a Mental action: spend 1 Willpower Trait and make a Mental Challenge (Intimidation, 

Generation) against a character whose eyes you can see.  

If you win, that subconsciously communicates 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 loud so that all can 

hear. 

If you lose, you cannot use Repression of the Obvious on that character again for the rest of the 

scene. 

 

ωωωωω ω [h¸![¢¸ 

Characters who detect any of your uses of Dominate on a creature you have Dominated, such as 

using Forgetful Mind, Aura Perception or similar powers must instantly spend 1 Willpower Trait, 

otherwise their memory of this event is instantly overwritten with contradictory information. 

Additionally, characters who override or cancel any of your uses of Dominate, either with Dominate 

commands of their own or other powers or Disciplines must spend 1 Willpower Trait to make the 

attempt to do so.  
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Finally, you become instantly aware of the location and identity of any character who causes either 

of the above conditions to occur. This power is always active. 

 

ωωωωω ω /I!Lb ¢I9 t{¸/I9 

No action: if you lose rock-paper-scissors outright on a Dominate Challenge, 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 failing the challenge as normal. 

No action: if a character you have Dominated has one or more of your Dominate powers cancelled 

or overwritten, you are instantly aware of which Dominated character this applies to and where they 

are. Additionally, you may spend 1 Willpower Trait to psychically kill them if mortal or drop them 

into torpor if Cainite. 

 

ωωωωω ωω a!{{ a!bLt¦[!¢Lhb 

As a Mental action: spend 1 Willpower Trait and speak a one-word command of your choosing. 

Make a Mental Challenge (Intimidation, Generation) against a number of characters whose eyes you 

can see equal to your dots in Dominate. 

On each challenge you win, that character must obey your command for the rest of the scene. In 

distracting situations such as combat, Mass Manipulation instead lasts for three 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.  

 

ωωωωω ωω ¢¸w!b¢Ω{ D!½9 

As a Mental action: spend 3 Blood Traits and make a Mental Challenge (Intimidation, 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 dots in Dominate.  

Characters reduced to 0 traits in any category at any point in a turn by ¢ȅǊŀƴǘΩǎ DŀȊŜ become utterly 

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 into torpor if Cainite. As a rule, Cainites can heal two 

lost traits for each Blood Trait that they spend. 
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FLIGHT 

²ƛƴ ŎƻƳōŀǘ ōȅ ŦƭȅƛƴƎΧ ōǳǘ ƛƴǎǘƛƴŎǘǳŀƭƭȅΦ 

 

ω D[L59 

No action: whenever you fall, you can instead choose to glide safely to the ground, adjusting where 

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. 

 

ωω C[¸ 

No action: instead of moving you may spend 1 Blood Trait, to fly a number of paces equal to twice 

your dots in Flight. If you have Intensity you can add your leap distance to how far you fly. At the end 

of this movement you Glide gently to the ground if you are still airborne. 

 

ωωω {²hht 

No action: instead of moving you may now fly at your ground movement rate including supernatural 

bonuses such as Celerity. 

No action: if you make a Physical Attack against a character while flying and fail, you may spend 

1 Blood Trait to Swoop quickly out of reach of brawl or melee attacks taking no damage unless the 

character has a long weapon (such as a spear, Arms of the Abyss, Tongue of the Asp) or has Celerity 

equal or greater to your dots in Flight. 

 

ωωωω {h!w 

Outside of combat you can fly at the speed of a normal car. In combat you may choose to fall bodily 

on your opponent.  

No action: if you win outright on a Physical Attack from above an opponent, compare Physical Traits. 

If you have more, you may a deal +2 levels of lethal damage once per turn to one opponent. If you 

do so, you also take 2 levels of lethal damage. 
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ωωωωω C[LDI¢ hC ¢I9 9!D[9 

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 move with you until they are no longer grappled. Characters that are no longer 

grappled will fall if you are flying. Falling characters take one level of lethal damage when they hit 

the ground for each turn you have spent gaining altitude. 

 

ωωωωω ω hb9 ²L¢I THE WIND 

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 attack re-tests on (ie.  Athletics, 

Firearms, Occult or Thanatology) than your Flight. 

 

ωωωωω ωω a9w/¦wL![ ²LbD{ 

Add paces equal to your dots in Flight to your base movement rate. This power is always active. 

No action: spend 2 Blood Traits at any time including mid-Challenge to suddenly and rapidly fly 

incredibly high in the air evading any further attack or other interaction and breaking the sound 

barrier. Characters cannot resolve or initiate any Challenges with you after this point unless they 

have dots in Celerity greater or equal to your Flight.  

You cannot use Mercurial Wings to escape if your movement has been reduced to 0 or a significant 

portion of the area you are in is covered by a material with the indestructible quality, otherwise you 

can fly through almost any inanimate obstacle.  If you possess Fist of Caine you may activate this 

power at the same time despite its usual limitations in order to punch through even an 

indestructible ceiling. 

At the start of the following turn, you can 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 action: you fly at ludicrous speed to any outside location on 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 without Quickened Sight or similar powers. You may spend any number of Blood 

Traits equal to a maximum of your dots in Flight to 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. 

 

ω 9b5¦w!b/9 

Gain three extra health levels, four if you have Resilience, five if you have Aegis. This power is 

constantly active. 

 

ωω a9¢¢[9 

No action: Spend 1 Blood Trait or 1 Willpower Trait to heal two levels of lethal damage. 

 

ωωω w9{L[L9b/9 

No action: whenever you take more than one level of damage from an attack (or per strike if you are 

hit multiple times, such as with Celerity), reduce the amount of lethal damage you suffer by one. If 

you have Aegis you instead reduce the amount of lethal damage from attacks by two, although you 

will always suffer at least one level of damage from an attack. This power is constantly active. 

 

ωωωω w9{L{¢!NCE 

No action: whenever you take aggravated damage you can spend one or more Willpower Traits, 

each trait spent converts one level of aggravated damage to one level of lethal damage. You cannot 

use Resilience or Imperviousness to reduce this damage further.  

 

ωωωωω !9DL{ 

No action: If you take damage that would cause you to fall into torpor, spend 1 Willpower Trait. At 

the start of the following turn you heal one health level of lethal damage and can act normally. 

No action:  if you take damage that would cause you to meet final death, spend 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 damage for that turn. 
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ωωωωω ω t9w{hb![ !wah¦w 

No action: spend 1 Blood Trait if you take damage from a melee weapon. That weapon instantly 

shatters and is ruined unless it has the Indestructible property (the attack still deals damage as 

normal). If you take damage from a brawling attack, the attacker suffers lethal damage equal to the 

damage you suffer. 

 

ωωωωω ω !wah¦w hC YLbD{ 

Gain 10 extra health levels. This power is always active. 

 

ωωωωω ω {9b{hw¸ {IL9[5 

No action: during the movement phase, spend 1 Willpower Trait and announce that 

phosphorescent light is streaming forth from your mouth, eyes and other orifices. For the 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.  

 

ωωωωω ω STAND AGAINST ALL FOES 

No action: spend 1 Blood Trait to activate Stand Against All Foes for 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. 

 

ωωωωω ωω Lat9w±Lh¦{b9{{ 

You cannot suffer more than one level of lethal damage in any turn. This power is always active. 

 

ωωωωω ωω w9{L[L9b¢ aLb5{ 

No action: you may call for a Willpower re-test to defend against any Mental Challenge without 

spending a Willpower Trait. In addition, you lose all derangements that are not part of your Clan flaw 

and cannot ever gain more. If anyone uses Forgetful Mind or 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 skeleton being replaced with adamantium. 

 



153 
 

 

ωωωωω ωω {I!w95 {¢w9bD¢I 

As a Physical action: spend 1 Willpower Trait to grant any character you touch five dots of Fortitude 

until the end of the scene. If they already have Fortitude they can use their own dots or five 

whichever is higher. 

ωωωωω ωωω !5!a!b¢Lb9 

No action: spend 2 Blood Traits if 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 without the Indestructible trait that 

would have damaged you is shattered on your Adamantine body and even Indestructible weapons 

are damaged, losing that equipment property.  

ωωωωω ωωω w9t!Lw ¢I9 ¦b59!5 C[9{I 

You can spend Blood Traits at any time to heal aggravated damage on a one-for-one basis. This 

power is always active. 

ωωωωω ωωω 9¢9wb![ ±LDL[!b/9 

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 aggravated damage from 

sunlight, but not if you use Resistance or similar powers to downgrade all such damage to lethal. This 

power is always active. 

ωωωωω ωωωω !wa hC twha9¢I9¦{ 

No action: spend 3 Blood Traits and designate one of your arms, legs or other members. For 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 have Arm of Prometheus active you may pick a new member to be 

indestructible to replacing the previous use of the power. Each combat round pick one of the 

following specific benefits: 

¶ Speak to the Hand ς all Physical attacks directed at you by one creature you can see are 

ignored for this round. 

¶ Brace for Impact ς you are immune grappling attacks, tentacles or other forms of physical 

restraint and no physical force can move you this round. 

¶ Lay the Smack Down ς your brawling attacks strike for +2 levels of lethal damage and you 

ignore any damage that would be caused from striking an opponent such as Flesh of Fiery 

Touch or Personal Armour.  
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ωωωωω ωωωω W¦DD9wb!¦DI¢ 

No force can restrain your movement and you automatically destroy any barrier, object or effect in 

your path, leaving a you-sized hole in any such entity which is bigger than you. Characters instead 

take one level of lethal damage from trampling plus any Potence-based damage increases you have 

and are bowled aside unless they also have Juggernaught. Characters bowled aside this way cannot 

be trampled further, but may be knocked into dangerous terrain situations (e.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. Apply Resilience as normal to damage of two or more levels. Both powers of Juggernaught 

are always active. 
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MELPOMINEE 

{ƛƴƎ ŦƻǊ ƳŜΣ Ƴȅ ŀƴƎŜƭ ƻŦ ƳǳǎƛŎΧ 

 

ω ¢I9 aL{{LbD ±hL/9 

No action: whenever you speak or sing you may have your speech physically emanate from 

anywhere you can see rather from wherever it would usually emanate from. 

No action: spend 1 Blood Trait. The next time you speak or sing only one character you can see or 

who you have met before can hear your words. If you can see that character, you can use Disciplines 

based on speech, such as Dominate or other levels of Melpominee to quietly affect just that 

character. 

 

ωω ¢hw9!5hwΩ{ .!b9 

As a Social action: spend 1 Blood Trait and begin speaking or singing. As long as you continue to do 

so, characters that you choose to affect who 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 dots in Conscience or Conviction are equal to or greater 

than your Performance. ¢ƻǊŜŀŘƻǊΩǎ .ŀƴŜ has a maximum duration of one continuous song or speech. 

Toreador characters also cannot move or perform actions whilst they can hear your voice, unless 

they spend 1 Willpower Trait to ignore this effect. 

 

ωωω MADRIGAL 

As a Social action: spend 1 Willpower Trait and begin speaking or singing a performance based on 

one emotion of your choice. 

As long as you continue to vocalise, all characters who can hear you experience the emotion 

intensely unless their Conscience or Conviction are equal to or greater than your Performance or you 

choose to exclude them from the effect. Pick one of the following that matches your chosen 

emotion the closest:  

¶ Pride ς Characters must re-test any Challenge they do not win outright if they can. 

¶ Sorrow ς Whenever characters lose a Challenge, they also lose one trait of that category. 

Cainites can heal lost traits by spending Blood Traits on a two-traits for one Blood basis. 

¶ Anxiety ς Characters are too self-conscious to call for an ability re-test on any ability that is 

not equal to or greater than your Performance. 
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¶ Joy ς Characters regain one spent Willpower Trait if this is the first time they have heard a 

Madrigal this night. 

Madrigal has a maximum duration of one continuous song or speech. 

 

 ωωωω {Lw9bΩ{ .9/YhbLbD 

As a Social action: spend 1 Blood Trait and begin speaking or singing at one character you can see 

and who can hear you. Make a Social Challenge (Performance, Conscience, Conviction) against that 

character. 

If you win, that character is emotionally shaken by your haunting performance and loses two Mental 

Traits at the end of each turn you use a power of Melpominee that they can hear (including repeat 

uses of {ƛǊŜƴΩǎ .ŜŎƪƻƴƛng which are cumulative) or that you speak or sing in a mundane way. Cainites 

can heal lost traits by spending Blood Traits on a two traits-for-one Blood basis.  

Characters reduced to 0 Mental traits at any point, become obsessed with your song and 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 those characters in any way that they can. This 

obsession lasts until affected characters heal all lost traits or you choose to stop singing. {ƛǊŜƴΩǎ 

Beckoning has a maximum duration of one continuous song or speech. 

 

ωωωωω DEATH OF THE DRUM 

As a Social action: spend 2 Blood Traits and emit a high-frequency song or shriek. A number of 

characters who can hear you to a maximum of your dots in Melpominee take one level of aggravated 

damage from sonic disruption unless their dots in Conscience or Conviction are equal to or greater 

than your Performance. You may also shatter any unattended items without the indestructible trait 

within a room-sized area around you. 

 

ωωωωω ω !w¢Ω{ ¢w!¦a!¢L/ 9{{9b/9 

As a Social action: spend 3 Blood Traits and 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 Conscience or Conviction are equal to or greater than your Performance or you choose to exclude 

them from this effect. 

Characters affected by !ǊǘΩǎ ¢ǊŀǳƳŀǘƛŎ 9ǎǎŜƴŎŜ lose three Mental Traits at the end of each turn you 

use a power of Melpominee that they can hear (including repeat uses of !ǊǘΩǎ ¢ǊŀǳƳŀǘƛŎ 9ǎǎŜƴŎŜ or 
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{ƛǊŜƴΩ .ŜŎƪƻƴƛƴƎ which are cumulative) or that you speak or sing in a mundane way. Cainites can 

heal lost traits by spending Blood Traits on a two traits-for-one Blood basis.  

Characters reduced to 0 traits are overcome by woe and will attempt to kill themselves by the most 

expedient method possible as long as you are still singing or speaking. !ǊǘΩǎ ¢ǊŀǳƳŀǘƛŎ 9ǎǎŜƴŎŜ has a 

maximum duration of one continuous song or speech. 

 

ωωωωω ω {I!¢¢9wLbD /w9{/9b5h 

No action: spend 1 Blood Trait whenever a character you see takes damage from Death of the Drum. 

You fine-tune the vibrations of the song to do one of the following: 

¶ Rupture Capillaries ς the character takes an additional level of aggravated damage and for 

the rest of the scene the charŀŎǘŜǊΩǎ Ǿƛǎƛƻƴ ƛǎ ƻōǎŎǳǊŜŘ ŀƴŘ Ƙŀǎ ŀƭƭ ŀōƛƭƛǘƛŜǎ ǘƘŀǘ ǊŜƭȅ ƻƴ ǎƛƎƘǘ 

limited to their dots in Blindfighting. 

¶ Shatter Bone ς for the rest of the scene the character takes a level of lethal damage any 

time they move more than one pace with their movement or take a physical action as shards 

of bone move around inside their body. 

 

ωωωωω ωω t9w{L{¢9b¢ 9/Ih  

As a Ritual action: spend 1 Willpower Trait. As long as you are not in a distracting situation (such as 

combat or seeing someone with really great hair) you may activate a number of song or speech-

based powers such as Melpominee or Dominate equal to your dots in Melpominee, paying any costs 

for these as normal. These do not take effect immediately, instead being suspended as a faint echo 

in the room-sized area around you. 

The next time any character capable of hearing enters this room-sized 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 Echo 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 activated Persistent Echo to end the power and reclaim 

any traits spent activating powers that have not been triggered. 

As a Ritual action: spend 1 Willpower Trait whilst touching a device capable of recording sound, 

such as a vinyl record or a mini disc. You may activate Persistent Echo in a similar way as detailed 

above, except that suspended powers are triggered by anyone playing the recording device whilst 

being in the same room-sized area as it.  
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OGHAM 

LŦ ŀ ǘǊŜŜ Ŧŀƭƭǎ ƛƴ ǘƘŜ ŦƻǊŜǎǘΧ 

 

ω /hb{9/w!¢9 ¢I9 Dwh±9 

As a Social action: use 1 Blood Trait to trace an anticlockwise spiral on the ground. Announce that 

thrashing roots, thorns and branches are writhing up in a room-sized area around you until the end 

of the scene. 

Creatures other than you moving on the ground in this area take one level of lethal 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 wooded. Creatures with dots in Survival equal to or greater than 

your Hearth Wisdom are immune to this effect.  You may also permit any creature you can see to 

move freely through the area.  

 

ωω /wLa{hb ²h!5 

As a Social action: use 1 Blood Trait to trace runes and markings on your skin. Gain two additional 

health levels that are lost first and cannot be healed. Whilst you have any health levels from an 

Ogham power remaining any Athletics, Archery, Brawl or Melee attacks you make deal one 

additional level of lethal damage. 

The benefits of Crimson Woad are lost if you wear physical armour, although mystical protections 

such as other Ogham powers or !ǊƳƻǳǊ ƻŦ /ŀƛƴŜΩǎ CǳǊȅ can be used in conjunction. If you activate 

Crimson Woad more than once in a scene, additional health levels granted by it replace, rather than 

add to, any previously existing health levels. Any undamaged additional health levels are lost at the 

end of the night. 

 

ωωω Lb{/wL.9 ¢I9 /¦w{9 

As a Social action: use 3 Blood Traits to 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 from an Ogham power remaining the 

named character suffers from the following penalty depending on the location of the inscription: 

¶ Arms, Legs, Torso ς The named mortal automatically loses the first rock-paper-scissors test 

on a Physical Challenge they make with you in a round, Cainites cannot spend blood when 

they are in the same room-sized area. 
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¶ Forehead ς The named character automatically loses the first rock-paper-scissors test on a 

Mental Challenge they make with you in a round. 

¶ Throat ς The named character cannot speak while you are in the same room-sized area. 

¶ Heart ς 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 of Inscribe the Curse are lost if you wear physical armour, although mystical protections 

such as other Ogham powers or !ǊƳƻǳǊ ƻŦ /ŀƛƴŜΩǎ CǳǊȅ can be used in conjunction. If you activate 

Inscribe the Curse more than once in a scene, the benefits of the previous application are replaced 

by the new one. Any undamaged additional health levels are lost at the end of the night. 

 

ωωωω ahhb !b5 {¦b 

As a Ritual action: use 3 Blood Traits to trace a lunar or solar symbol on yourself or another 

character that is willing or restrained. 

That character gains three additional health levels that are lost first and cannot be healed. Whilst 

they have any health levels from an Ogham power remaining they gain the following benefits 

depending on whether they bear the symbol of the sun or the moon: 

Sun ς 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 ς That character counts as having 0 dots in Self-Control or Instinct for the purposes of resisting 

or directing rage frenzy, but strikes for an additional level of lethal damage with Melee or Brawling 

attacks when in uncontrolled rage frenzy.  

The benefits of Moon and Sun are lost if a character wears physical armour, although mystical 

protections such as other Ogham powers or !ǊƳƻǳǊ ƻŦ /ŀƛƴŜΩǎ CǳǊȅ can be used in conjunction. If 

you activate Moon and Sun more than once in a scene, the benefits of the previous application are 

replaced by the new one unless the second symbol, moon 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. 

 

ωωωωω DRINK DRY THE EARTH 

As a Social action: you can examine the magical resonances surrounding one character, object or 

place you can see. Make a Social Challenge (Hearth Wisdom, Self-Control, Instinct) against a 

character or a Static Social Challenge (Hearth Wisdom) with a storyteller for an object or place.  

If you win, you find out all of the following: 

¶ If a character (or place!?) knows any Blood Magic disciplines (not including Sabbat Ritae), 

Sorcery or True Magic. 
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¶ If the target is currently under the effects of any Blood Magic paths or rituals or other 

enchantments. 

¶ Details of any ley-lines, nodes or other mystical features in an area. 

If you fail any of these challenges, you cannot use this aspect of Drink Dry the Earth on that target 

for the rest of the scene. 

As a Ritual action: you can meditate at a mystical confluence of ley-lines, often termed a Node, 

dragon-nest or cromlech using the magical energies to completely restore one Willpower Trait and 

all of your Blood Traits to a maximum of your current blood pool. If you use Drink Dry the Earth on a 

location more times than you have dots in Hearth Wisdom before the start of the next game, that 

mystical location becomes barren and damaged and will stop functioning until you ritually sacrifice a 

supernatural being at that location. 

 

ωωωωω ω Lb{/wL.9 ¢I9 ChwDh¢¢9b b!a9{ 

As a Social action: allow 3 Blood Traits to bleed into the ground, summoning a mythical being or one 

of the long-dead Elders of the Lhiannan if you also spend 1 Permanent Willpower Trait. Mythical 

beings obey your unspoken commands without question; Elder Lhiannan may see you as a useful ally 

but are not controlled or compelled by you in any way. 

As a Social action: ŘƛǊŜŎǘ ŀ ƳȅǘƘƛŎŀƭ ōŜƛƴƎ ǘƻ Ψ{ƘŀŘƻǿΩ ƻƴŜ ŎǊŜŀǘǳǊŜ ȅƻǳ Ŏŀƴ ǎŜŜΦ ¸ƻǳǊ ōŜƛƴƎ ƎŀƳōƻƭǎ 

ƻǾŜǊ ǘƻ ǘƘŀǘ ŎǊŜŀǘǳǊŜΦ ²ƘŜƴ Ψ{ƘŀŘƻǿƛƴƎΩ ŀ ŎǊŜŀǘǳǊŜ ǘƘŜ ƳȅǘƘƛŎŀƭ ōŜƛƴƎ ƴƻ ƭƻƴƎŜǊ ǘŀƪŜǎ ƛƴŘŜǇŜƴŘŜƴǘ 

actions. 

No action: if a character is hit by a physical attack when a ƳȅǘƘƛŎŀƭ ōŜƛƴƎ ƛǎ Ψ{ƘŀŘƻǿƛƴƎΩ ǘƘŜƳΣ ǘƘŜȅ 

may spend 1 Blood Trait and the being takes the effect of the physical attack instead of them. Any 

ŘŀƳŀƎŜ ƛƴ ŜȄŎŜǎǎ ƻŦ ǘƘŜ ŎǊŜŀǘǳǊŜΩǎ ƘŜŀƭǘƘ ƭŜǾŜƭǎ ƛǎ ŘŜŀƭǘ ǘƻ ǘƘŜƳ ƛƴǎǘŜŀŘΦ 

No action: if a character deals damage with a physical attack when a ƳȅǘƘƛŎŀƭ ōŜƛƴƎ ƛǎ Ψ{ƘŀŘƻǿƛƴƎΩ 

them, they may spend 1 Blood Trait and the being will deal two levels of lethal damage to whatever 

they are attacking. 

Mythical beings can move three paces, have Physical, Mental and Social Traits equal to your Social 

Traits, dots in Brawl and Dodge equal to your Hearth Wisdom, 7 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. Additional effects by creature type are as follows: 

¶ Fomor ς This creature has 10 Health Levels and only takes damage from fire or sunlight, and 

damage from sunlight instantly turns it to stone. 

¶ Drake ς All damage dealt by this creature is fire-based and aggravated.  

¶ Selkie ς This creature can swim or walk on water at a movement rate of 10 paces and can 

ŎŀǊǊȅ ŀƴȅ ŎǊŜŀǘǳǊŜ ƛǘ ƛǎ Ψ{ƘŀŘƻǿƛƴƎΩ on its back whilst doing so. This creature is immune to 

fire damage. No action: the selkie quenches any fire or fire-based power it can see which is 

man-sized or smaller. 

¶ Cockatrice ςAttacks dealt by this creature instantly turn mortals without Fortitude to stone. 
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MYTHERCERIA 

FAE-TALITY! 

 

ω C!9 {LDI¢ 

As a Social action: make an opposed Social Challenge (Enigmas, Conscience, Conviction) against a 

single character you can see.  

If you win, you see that character as they perceive themselves for the rest of the scene. If you fail, 

you cannot use Fae Sight on that character again for the rest of the scene. 

Fae Sight accesses the realm of dreams and often a character will have surreal or symbolic features 

that convey aspects of their personality. Fae Sight will generally show you the true form of a 

character such as a faerie in human form, a Cainite using Possession to control a host or a Lupine in 

war-form. Fae Sight does not function on characters disguising their appearance with Mask of a 

Thousand Faces unless you have more dots in Mytherceria than their Obfuscate. Even if you can now 

ǎŜŜ ǘƘŀǘ ŎƘŀǊŀŎǘŜǊΩs true appearance, that use of Obfuscate is not ended.   

As a Social action: make a Static Social Challenge (Enigmas) against a storyteller when viewing an 

area. 

If you win, you see the area as perceived from the realm of dreams for the rest of the scene. This 

may make you aware of non-obvious 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 Mytherceria in the form of strange glyphs or glowing footprints. 

Illusions created by Chimerstry or the fae Art of Chicanery always seem entirely real when viewed 

with Fae Sight. 

 

ωω 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 mineral or any refined metal or 

gemstone. 

As a Ritual action: spend 1 Blood Trait and make a Static Social Challenge (Enigmas) against a 

storyteller when viewing an area with stone or rock.  

If you win, you reshape up to a room-sized area of that environment to any form you choose using 

materials which are present. If you fail, up to a room-sized 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 will not go into any 

dangerous situations or pass a Ward versus Fae. The Goblins disappear if attacked, but will freely 

talk about building or procrastinate if interacted with.  

 

ωωω !¦w! !.{hwt¢Lhb 

As a Social action: touch an object or part of a place to read any psychic impressions which have 

been left there by momentous events or strong emotions. Make a Static Social Challenge (Enigmas) 

with either a Storyteller or the owner of the object/place.  

If you win you gain a brief vision relating to these psychic impressions which can tell you about an 

ƻōƧŜŎǘΩǎ Ƴƻǎǘ ǊŜŎŜƴǘ ǳǎŜΣ ŎƘŀǊŀŎǘŜǊǎ ǿƛǘƘ ŀƴ ŜƳƻǘƛƻƴŀƭ ŀǘǘŀŎƘƳŜƴǘ ǘƻ ǘƘŜ ƻōƧŜŎǘ ƻǊ ŀƴȅ ǎǘǊƻƴƎ 

emotions previously experienced in the vicinity of the object or any number of other things.  

When this vision fades, or if you fail to activate Aura Absorption on a given place/object, the psychic 

impressions left behind are consumed and cannot be read again by !ǳǊŀ !ōǎƻǊǇǘƛƻƴΣ ¢ƘŜ {ǇƛǊƛǘΩǎ 

Touch or similar powers, you do however gain 1 Blood Trait from consuming these dreams and 

memories. Characters with powers of Obfuscate active do not leave psychic impressions and cannot 

be identified by the impressions of others. 

 

ωωωω /I!bW9[Lb ²!w5 

As a Social action: touch an object and spend 1 Blood Trait to ward it with runes visible only by Fae 

Sight or powers specifically capable of detecting magical effects, such as Mystic Sight. 

As a Ritual action: spend 1 Blood Trait and walk around the perimeter of a room-sized area to ward 

it with runes only visible by Fae Sight or powers specifically capable of detecting magical effects, 

such as Mystic Sight. 

Any character touching a warded object, or who is within a warded area (other than you) becomes 

disorientated as long as they are touching or within the ward. For each pace of movement they take, 

that character loses a mental trait.  

Characters reduced to 0 traits are hopelessly lost, cannot move and must relent on all Mental 

Challenges. Cainites can heal lost traits by expending Blood Traits on a two traits-for-one Blood 

basis. 

Chanjelin Wards are permanent until you end them, you can have a number active at any time equal 

to your dots in Enigmas. 
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ωωωωω wL55[9 tI!b¢!{¢Lv¦9 

As a Social action: spend 1 Willpower Trait, pose a riddle out loud and make an opposed Social 

Challenge (Enigmas) against the Mental Traits (Enigmas, Conscience, Conviction) of a single character 

you can see.  

If you win, that character is compelled to solve your riddle and cannot move or take actions that 

ŀǊŜƴΩǘ ǘǊȅƛƴƎ to solve your riddle (they can still defend challenges normally).  

A character who thinks they know  the answer to an actual out-of character riddle you pose can give 

the answer as their Mental Action. If they are correct, Riddle Phantastique ends granting you 

1 Willpower Trait. If this answer is incorrect, that character takes one level of Aggravated damage 

from sheer frustration. 

Any character who has heard the riddle can, as their Mental Action spend 1 Willpower Trait to 

make a Mental Challenge (Enigmas) against you to puzzle out the answer. If they succeed, Riddle 

Phantastique ends. If they fail, they take one level of Aggravated damage from sheer frustration. 

 

ωωωωω ω {¢hb9 ¢w!±9[ 

No action: spend 1 Blood Trait, until the end of the turn you can freely move through earth or stone 

forming a tunnel behind you that other characters can also move through. 

As a Social action: spend 1 Blood Trait and make an opposed Social Challenge (Enigmas) against the 

Physical Traits (Dodge) of a single character within a tunnel you have made with Stone Travel. 

If you win, that character is crushed by suddenly falling rocks for 3 levels of lethal damage; their 

movement becomes 0 until they spend their Physical action freeing themselves. Characters can also 

free themselves if they have the ability to teleport or move through rock. 

 

ωωωωω ω {¢9![ ¢I9 aLb5 

As a Social action: spend 2 Willpower Traits and make an opposed Social Challenge (Enigmas) 

against the Mental Traits (Enigmas, Conscience, Conviction) of a single character whose eyes you can 

see.  

LŦ ȅƻǳ ǎǳŎŎŜŜŘΣ ȅƻǳ ǘǊŀƴǎŦŜǊ ŀƭƭ ƻŦ ǘƘŀǘ ŎƘŀǊŀŎǘŜǊΩǎ ǘƘƻǳƎƘǘǎ ŀƴŘ ƳŜƳƻǊƛŜǎ ƛƴǘƻ ȅƻǳǊ ƻǿƴ ƳƛƴŘ 

leaving their body an empty husk. Cainites fall into torpor, mortals become comatose. You gain a 

number of Memory Traits Ŝǉǳŀƭ ǘƻ ǘƘŀǘ ŎƘŀǊŀŎǘŜǊΩǎ ǊŜƳŀƛƴƛƴƎ ²ƛƭƭǇƻǿŜǊ ¢ǊŀƛǘǎΦ 

No action: spend a Memory Trait to truthfully answer any question any character you have used 

Steal the Mind on would know the answer to or to call for a Willpower re-test on any Mental 

Challenge, without needing to spend a Willpower Trait. 
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When you have no Memory Traits left, Steal the Mind ends for all characters you have used it on; 

these characters all return to consciousness. Steal the 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 

unspent Memory Trait remaining (these traits are then lost). 

 

 

ωωωωω ωω 9!w¢I {²hw5 

As a Social action: spend 3 Blood Traits and make an opposed Social Challenge (Enigmas) against 

the Physical Traits (Dodge) 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 damage. If the material chosen is wood, the Earth Sword also thrusts 

ƛƴǘƻ ǘƘŀǘ ŎƘŀǊŀŎǘŜǊΩǎ ƘŜŀǊǘΣ ǎǘŀƪƛƴƎ ǘƘŜƳΦ  

 

 

ωωωωω ωω ABSORB THE MIND 

As a Social action: spend 2 Willpower Traits and make an opposed Social Challenge (Enigmas) 

against the Mental Traits (Enigmas, Conscience, Conviction) of a single character whose eyes you can 

see.  

If you succeed, you transfer all of that ŎƘŀǊŀŎǘŜǊΩǎ ǎƪƛƭƭǎ ŀƴŘ ŎŀǇŀōƛƭƛǘƛŜǎ ƛƴǘƻ ȅƻǳǊ ƻǿƴ ƳƛƴŘ ƭŜŀǾƛƴƎ 

their body an empty husk. Cainites fall into torpor, mortals become comatose. You gain a number of 

Memory Traits Ŝǉǳŀƭ ǘƻ ǘƘŀǘ ŎƘŀǊŀŎǘŜǊΩǎ ǊŜƳŀƛƴƛƴƎ ²ƛƭƭǇƻǿŜǊ ¢ǊŀƛǘǎΦ 

No action: spend a Memory Trait to use an ability possessed by any character you have used Absorb 

the Mind on, at their level of ability, for one challenge. 

When you have no Memory Traits left, Absorb the Mind ends for all characters you have used it on; 

these characters all return to consciousness. Absorb the 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 

unspent Memory Trait remaining (these traits are then lost). 
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OBEAH 

Everybody gol-ŎƻƴƎŀΧ 

 

ω {9b{9 LIFE 

As a Physical action: touch a single character; this may require a Physical Challenge (Medicine, 

Dodge) if they are unwilling.  

On a success:  

¶ You learn if the character is Mortal, Cainite or a Ghoul. 

¶ If you have one or more dots in an appropriate Lore ability you will also recognise 

Changelings, Lupines, other Fera or Mages.  

¶ If you have one or more dots in Medicine you are aware of how many health levels the 

character has remaining and how many Blood Traits they have if any.  

 

If you also know the Valeren power Sense Death you can activate this as part of the same action. 

 

ωω !b!9{¢I9¢L/ ¢h¦/I 

When you learn this power, a third eye appears in the middle of your forehead. 

As a Physical action: spend 1 Blood Trait and touch a single character; this may require a Physical 

Challenge (Medicine, Dodge) if they are unwilling or thrashing deliriously.  

On a success your third eye glows warmly and the character feels no pain for the scene. Anyone may 

call for Blood or Willpower re-tests without needing to spend traits when making Medicine or 

Psychology challenges pertaining to that character.  

Mortals under the effect of Anaesthetic Touch will 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. 

 

ωωω /hwthw9 {!bh 

As a Physical action: spend 1 Blood Trait and touch a single character; this may require a Physical 

Challenge (Medicine, Dodge) if they are unwilling.  

On a success your third eye glows warmly and the character is healed of two levels of lethal damage 

or one level of aggravated damage. 
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As a Physical action: spend 2 Willpower Traits to ward as much of a room-sized area around you as 

you wish. The barrier is illuminated by a bright glow from your third eye and moves 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 them or if they as their Mental action spend 

1 Willpower Trait and defeat you in a Mental Challenge (Medicine, Self-Control, Instinct) to force 

entry. {ƘŜǇƘŜǊŘΩǎ ²ŀǘŎƘ does not prevent ranged attacks or powers in either direction. 

 

ωωωωω a9b{ {!b! 

As a ritual action: spend 2 Blood Traits as you quietly converse with a character. Make a Mental 

Challenge (Medicine, Self-Control, Instinct) against that character (they cannot relent).  

On a success your third eye flares brightly and you ǇŜǊƳŀƴŜƴǘƭȅ ŎǳǊŜ ƻƴŜ ƻŦ ǘƘŀǘ ŎƘŀǊŀŎǘŜǊΩǎ 

Derangements; on a failure you cannot attempt the challenge again. Clan flaws cannot be 

permanently cured this way, but can be suppressed for a scene. 

 

ωωωωω ω ¦b.¦w59b ¢I9 .9{¢L![ {h¦[ 

As a ritual action: spend 1 Willpower Trait whilst sharing a moment of quiet contemplation with 

ŀƴƻǘƘŜǊ ǿƛƭƭƛƴƎ ŎƘŀǊŀŎǘŜǊΦ ¢Ƙŀǘ ŎƘŀǊŀŎǘŜǊΩǎ ǎƻǳƭ ƛǎ ǘǊŀƴǎŦŜǊǊŜŘ ŦǊƻƳ ǘƘŜƛǊ ōƻŘȅ ƛƴǘƻ ȅƻǳǊ open and 

glowing third eye and their body enters a torpor-like state. 

²Ƙƛƭǎǘ ȅƻǳ ƘŀǾŜ ŀ ŎƘŀǊŀŎǘŜǊΩǎ ǎƻǳƭ ƛƴǎƛŘŜ ȅour third eye you are instantly aware of the Path of 

Enlightenment they follow, how many Beast Traits they have and the number of dots they have in 

Conscience, Conviction, Courage, Self-Control and Instinct. If that character is on Humanity or a Path 

of Enlightenment that uses Conscience, you 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, Self-Control or Courage, even beyond the normal one-per-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 experience 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 

ŀŎǘƛƻƴΣ ŀƭǘƘƻǳƎƘ ȅƻǳ Ƴŀȅ ŀƭǎƻ ŜƭŜŎǘ ƴƻǘ ǘƻΦ ! ŎƘŀǊŀŎǘŜǊΩǎ ōƻŘȅ ƛǎ ƘŜƭǇƭŜǎǎ ǿƘƛƭŜ ǘƘŜƛǊ ǎƻǳƭ ƛǎ ŀōǎŜƴǘ 

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 can spend 1 Willpower Trait and make a 

Mental Challenge (Conscience/Conviction) against you. If they succeed, their soul returns safely to 

their body.  

 

ωωωωω ω w9b9²95 ±LDh¦w 

As a ritual action: spend 1 Willpower Trait whilst sharing a moment of quiet contemplation with 

yourself or another character away from distractions (such as combat or thumping techno beats). 

As long as your contemplation is not distracted you or the character you are using Renewed Vigour 

on is healed of all lost traits and lethal or aggravated damage. Your third eye glows comfortingly 

during this process. 

 

ωωωωω ω t!Lb Chw t[9!{¦w9 

As a Physical action: spend 1 Willpower Trait and touch a single character; this may require a 

Physical Challenge (Medicine, Dodge) if they are unwilling or dancing crazy.  

On a success, your third eye glows brightly and the character feels pleasure instead of pain for the 

rest of the scene. They may substitute the current levels of damage inflicted upon them for dots in 

Athletics, Awareness, Brawl or Melee to a maximum of your dots in Medicine. Additionally, the first 

time they suffer aggravated damage in that scene, that character regains 1 Willpower Trait. 
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OBFUSCATE 

Avoids encounters. 

Animals are unaffected by Obfuscate. 

 

ω ¢h¦/I hC {I!5h² 

As a Mental action: touch an unattended object that is currently hidden from sight and which you 

ŎƻǳƭŘ Ŧƛǘ ǳƴŘŜǊ ŀ Ψфлǎ ƭŜŀǘƘŜǊ ǘǊŜƴŎƘŎƻŀǘΦ 

That object is supernaturally hidden as long as it is on your person and can only be detected by use 

of Auspex (see Heightened Senses) or if someone knows exactly the object you are hiding and where.  

If you do anything with the object more complex than moving it around (eg. attacking with it), Touch 

of Shadow fades. 

 

ωω ¦b{99b tw9{9b/9 

As a Mental action: if you are currently unobserved you may activate Unseen Presence which lasts 

until you choose to end it, or you do something to make yourself obvious such as talking loudly, 

interacting with an object, attacking or using a Discipline that is not purely sensory against another 

character.  

Whilst Unseen Presence is active, cross your arms over your chest and display a number of fingers 

equal to your dots in Obfuscate; characters cannot perceive you with their senses and will 

subconsciously avoid you without realising that they are doing so including excluding you from area-

based powers. Auspex (see Heightened Senses) can be used to attempt to end your use of Unseen 

Presence. 

 

ωωω a!{Y hC ! ¢Ih¦{!b5 C!/9{ 

As a Mental action: you may make your clothes and features bland and unremarkable. Any 

character observing you will be unable to detect or recall anything specific about your appearance.  

As a Mental action:  you may spend 1 Blood Trait to take on a specific appearance including clothes 

and accoutrements which can either be based on your own imagination or a specific person. In this 

case observers may call for a Mental Challenge (Disguise, Stealth, Investigation) as their Mental 

action once per scene to notice the deception.  

Either use of Mask of a Thousand Faces lasts until you choose to end it, you fall unconscious or the 

disguise is pierced by Auspex (see Heightened Senses).  
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No action: during the movement phase spend 1 Blood Trait and announce that you are fading from 

the perceptions of those around you. For the rest of the turn you may use Stealth to 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 per Unseen Presence. If this happens normal mortals will 

completely forget you were ever there for the scene.  

No action: whenever you attack a target from Vanish, the power ends, but you can still use Stealth 

to re-test any Physical Challenge for the rest of the challenge. You may re-activate Vanish on the 

same turn if you wish. 

Auspex (see Heightened Senses) can be used to attempt to pierce Vanish; however anyone failing 

this challenge must spend their next action staring around dumbfoundedly. 

 

ωωωωω /[h!Y ¢I9 D!¢I9wLbD 

No action: whenever you activate any lower level power of Obfuscate, you may duplicate its effect 

on a number of willing allies up to a maximum of your dots in Stealth.  

You choose the specifics of each activation individually (ie. the details of each Mask of a Thousand 

Faces) and must pay the activation costs for any powers that require them. Cloak the Gathering ends 

for any characters who leave a room-sized area around you, however if this power ends for any 

character other than yourself, only that one character is revealed. 

If Auspex (see Heightened Senses) is used to pierce any of your own Obfuscate powers, you may 

instead choose to reveal any one character benefitting from your use of Cloak the Gathering.  

Characters may only benefit from one application of each Obfuscate power (ie. a character under 

your Unseen Presence cannot activate their own).  

 

ωωωωω ω {h¦[ a!{Y 

No action: spend 1 Willpower Trait to activate Soul Mask for the scene. You are immune to any 

discipline or power that targets your Mental Traits.  

No action: If a character uses Aura Perception on you, you are aware of this and can allow that 

character to see an aura of your own devising. If a character uses Telepathy to scan your thoughts, 

you are aware of this and can allow that character to hear thoughts of your own devising. 

Auspex (see Heightened Senses) can be used to pierce this deception like other powers of Obfuscate.  
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No action: touch a weapon that you can carry and spend 2 Blood Traits. For the rest of the scene, 

the weapon cannot be perceived, although Auspex (see Heightened Senses) can be used to pierce 

this deception like other powers of Obfuscate.  

When fighting with this weapon you may use Stealth to re-test any Physical Challenge and your 

ƻǇǇƻƴŜƴǘΩǎ ŎƻƳōŀǘ ŀōƛƭƛǘȅ ƛǎ ƭƛƳƛǘŜŘ ōȅ ǘƘŜƛǊ Řƻǘǎ ƛƴ ǘƘŜ Blindfight ability.  

Characters with certain Disciplines may substitute other abilities for Blindfight; those with 

Heightened Senses may substitute Awareness, those with Eyes of the Beast can use Survival, those 

with Tongue of the Asp can use Subterfuge. 

 

ωωωωω ω /hb/9![ 

As a Mental action: you supernaturally hide from perception one object that you can see no larger 

than a building as long as it is currently uninhabited and unattended.  

The object cannot be percieved as long you have line of sight to it and can only be detected by use of 

Auspex (see Heightened Senses) or if someone knows exactly the object you are hiding and where. If 

you do anything with the object more complex than moving it around (eg. attacking with it assuming 

you have the Potence to wield it as such!), Conceal fades.  

You can use Conceal to hide a vehicle, causing other drivers to subconsciously avoid it and allowing 

you to use Stealth instead of Drive, Pilot or Seamanship.  

No action: you may spend 1 Willpower Trait to maintain Conceal without needing to be present. 

This use of Conceal lasts until the start of the next game. 
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ωωωωω ω .[L¢I9 !//9t¢!b/9 

As a Mental action:  spend 1 Willpower Trait to activate Blithe Acceptance for the scene. Whilst this 

power is active, nothing about your appearance, equipment or other personal accoutrements can be 

thought of as suspicious or threatening unless Blithe Acceptance is pierced by use of Auspex (see 

Heightened Senses).  

Nobody viewing you will be able to remember that you were present at all unless that character 

knows a name you have given them truthfully.  

Blithe Acceptance ends if you attack another character, act in a deliberately threatening manner or 

use an offensive power. Whenever you attack a target from Blithe Acceptance, the power fades, but 

you can still use Stealth to re-test any Physical Challenges during that turn. 

Symbolise Blithe Acceptance with the use of a Black ribbon or making the Blithe Acceptance hand 

gesture (pinch your nose with one hand, wave the other in the air whilst bending your knees). 

 

ωωωωω ω D9aLbLΩ{ aLwwhw 

No action: spend 1 Blood Trait to make yourself appear in two places at once for the scene. Unless 

DŜƳƛƴƛΩǎ aƛǊǊƻǊ is pierced by use of Auspex (see Heightened Senses) you may use Stealth and your 

Mental traits to substitute for any other ability or Trait category when defending on any non-static 

challenge that targets only one character.  

No action: at the end of the movement phase you may spend 1 Blood Trait to retrace your 

movement and actually go a different way! (You do not count as travelling the original route for the 

purposes of being targeted). 

 

ωωωωω ω a!{Y hC W!b¦{ 

As a Mental action: spend 1 Blood Trait and make a Mental Challenge (Stealth, Self-Control, Instinct) 

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 using Mask of Janus on a mortal.  

On a success you assume ǘƘŀǘ ŎƘŀǊŀŎǘŜǊΩǎ appearance, including 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). Unlike Mask of a Thousand Faces, Mask of Janus also 

foils electronic recording devices such as photographs or closed-circuit television.  

Observers may call for a Mental Challenge (Disguise, Stealth, Investigation) as their Mental action 

once per scene to notice the deception. Auspex (see Heightened Senses) can be used to pierce this 

deception and if successful will end Mask of Janus on both characters it affects. 
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As a Mental action: Spend 1 Willpower Trait (as an action, announce during the movement phase) 

and inform any number of visible characters that they cannot leave. Make a Mental Challenge 

(Stealth, Self-control, Instinct) against each character.  

Each character you defeat cannot perceive any method of escaping the area around them which can 

be as small as a building-sized area or as large as a City-sized area as you choose (per target) when 

you activate the power. 

 Mental Maze lasts for the rest of the night. Auspex (see Heightened Senses) can be used to pierce 

this deception and if successful will end Mental Maze for the Auspex-using character only. 

Characters unaffected by the Mental Maze can force affected characters to leave, at which point 

Mental Maze also ends. 

 

ωωωωω ωω CLOAK OF ABSIMILARD 

Characters attempting to pierce any of your uses of Obfuscate with Auspex or similar disciplines 

must spend 1 Willpower Trait in order to make the attempt. You become instantly aware of the 

location and identity of anyone trying to pierce your Obfuscate. This power is always active. 

 

ωωωωω ωω ±9L[ hC .[L{{C¦[ LDbhw!b/9 

As a Mental action: Spend 1 Willpower Trait and make a Mental Challenge (Stealth, Self-control, 

Instinct) against one character you can see. 

If you win, unbeknownst to that character, all characters other than you cannot perceive them and 

will subconsciously avoid or ignore them without realising that they are doing so, including excluding 

them from area-based powers. The character is likewise 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. 

Auspex (see Heightened Senses) can be used to attempt to end your use of Veil of Blissful Ignorance 

which otherwise lasts for the rest of the night or until sunrise for mortal characters 
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No action: whenever you activate any lower level power of Obfuscate which targets a Character, you 

may spend 1 Willpower Trait to duplicate its effect on any number of willing allies you can see.  

You choose the specifics of each activation individually (ie. the details of each Mask of a Thousand 

Faces) and must pay the activation costs for any powers that require them. Veil the Legions ends for 

any characters who leave a domain-sized area around you, however if this power ends for any 

character other than yourself, only that one character is revealed. 

If Auspex (see Heightened Senses) is used to pierce any of your own Obfuscate powers, you may 

instead choose to reveal any one character benefitting from your use of Veil the Legions.  

Characters may only benefit from one application of each Obfuscate power (ie. a character under 

your Unseen Presence cannot activate their own).  
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OBTENEBRATION 

LǘΩǎ ƻōǘŜƴŜōŀƭŀƴŎŜŘΗ 

 

ω {I!5h² t[!¸ 

No action: Spend 1 Blood Trait to activate Shadow Play for a scene. Whilst this power is active you 

can: 

No action: control the shape and appearance of any already-existing shadows you can see with but a 

thought. 

As a Social Action: gather shadows around you to hide yourself; as long as there is enough pre-

existing shadow to cover you and you are currently unseen, you may hide yourself from sight similar 

to Unseen Presence as long as you do not move, draw attention to yourself, attack or use any non-

sensory powers.  

Cross your arms in a manner similar to Obfuscate. Auspex can be used to penetrate this concealment 

similarly to Obfuscate however you defend against this using Social Traits and Conscience or 

Conviction.  

As a Social Action: cause shadows in a room-sized area to move in a threatening manner causing 

mortals to flee unless they have equal or greater current Willpower Traits than your Conscience or 

Conviction. 

 

ωω {Iwh¦5 hC bLDI¢ 

As a Social Action: spend 1 Blood Trait to extrude supernatural darkness in an area you can see. The 

darkness fills a room-sized area, however you can exclude parts of the area if you wish and can 

decide this on a turn-by-turn basis.  

The darkness blocks out artificial light but instantly vanishes if it comes into contact with fire or 

natural sunlight. Anyone but you attempting to draw line of sight through the area cannot see and is 

limited by their dots in the Blindfight ability as to the levels of abilities they can bid.  

Characters with certain Disciplines may substitute other abilities for Blindfight; those with 

Heightened Senses may substitute Awareness, those with Eyes of the Beast can use Survival, those 

with Tongue of the Asp can use Subterfuge. 

Sound is also somewhat muffled so that no sound travels more than one adjacent room-sized area.  

The inky darkness also causes mortals to choke psychosomatically and take 1 level of lethal damage 

at the end of every turn unless they have equal or greater current Willpower Traits than your 

Conscience or Conviction. 
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As an action: Spend 1 or 2 Blood Traits to conjure rubbery black members from any patch of 

darkness in the room (including powers of Obtenebration). You conjure one such tentacle per blood 

spent which lasts for the scene or until destroyed.  

No action when conjured, Social action otherwise: 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 otherwise: you can direct any number of conjured 

tentacles so they each make one attack; each attack can be on any character within your line of sight 

that the tentacle has a clear path to. Make a Social Challenge (Conscience, Conviction) against each 

attacked ŎƘŀǊŀŎǘŜǊΩǎ tƘȅǎƛŎŀƭ ¢Ǌŀƛǘǎ όDodge).  

If you win, the tentacle(s) wrap around your opponent(s) ς any opponent wrapped by tentacles has 

their movement reduced to 0 unless their Potence is higher than your Obtenebration and takes 

1 level of Lethal Damage per tentacle at the end of each combat round.  

You may 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 can, as their Physical action, destroy one tentacle if they have one or more dot in 

Brawl or Dodge, and/or they may use a Blood re-test or equivalent trait expenditures for non-

Cainites to destroy one tentacle.  

Powers that allow instantaneous travel or teleportation such as Shadowstep can be used to escape 

all tentacles instead.  

 

ωωωω ¢9b9BROUS FORM 

As a Social action: spend 2 Blood Traits to transform into a two-dimensional shadow version of 

yourself. The transformation lasts until sunrise or until you chose to turn back without requiring an 

action.  

Whilst in Tenebrous Form you cannot physically interact with your surroundings or speak, but you 

are immune to damage other than fire or sunlight which strike for double the normal damage. You 

can travel across any surface at the same speed you could walk. 

Characters in Tenebrous Form can physically interact with each other and even make brawling 

attacks by having a comedy two-dimensional punch-up.  

You may use Mental or Social Disciplines with the exception of Blood Magic or Disciplines which 

require properties of a humanoid form such as Melpominee or Feral Claws. You have shadowy eyes 

that permit the use of Dominate, but only if you have some method of conveying instructions such 

as Telepathy.  
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As a Social action: spend 1 Blood Trait and 1 Willpower Trait to transform into hideous shadow 

monstrosity drawn from your own inner darkness. The transformation lasts until sunrise or until you 

chose to turn back without requiring an action. 

Whilst in the form of Black Metamorphosis your limbs become tentacles allowing you to make 

brawling attacks against anyone you can see.  

No action: if you succeed (win or winning tie) on a Physical attack or a Social attack with Arms of the 

Abyss, in addition to the normal effects of the attack, you may spend 1 Blood Trait to apply one 

tentacle to that character (as per Arms of the Abyss) without requiring further challenges.  

No action: if you win rock-paper-scissors outright compare Social traits ǿƛǘƘ ȅƻǳǊ ƻǇǇƻƴŜƴǘΩǎ 

Physical Traits; if you have more you may instead spend 2 Blood Traits to apply two tentacles to that 

character.  

If you apply tentacles on an attack using Black Metamorphosis you may not also use the Celerity 

powers Rapidity, Fleetness or Velocity on the same attack.  

No action: you can call for a Willpower re-test on any challenges re-testing on Intimidation (even if 

you do not have the ability) without needing to spend a Willpower Trait. 

 

ωωωωω ω {I!5h² {¢9t 

No action: spend 2 Blood Traits at the end of the turn to instantaneously teleport from one area in 

shadow to any other area in shadow within the same building-sized area. You briefly perceive all 

available exit points within range and their immediate environs whenever you use Shadow Step, 

taking your pick of which one you wish to emerge from. If you are restrained in any way, Shadow 

Step escapes these restraints.  

No action: when you Shadowstep you can take one character within touch range with you who is 

willing or unable to move at the expense of 1 Willpower Trait. 
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No action: spend 1 Willpower Trait to conjure a suit of armour from abyssal darkness. The armour 

grants you additional health levels equal to your dots in Obtenebration, but is instantly destroyed by 

one level of damage from fire or sunlight (and you take the rest, if any). Aegis of Shadows can be 

activated once per scene, fading at the end if not already destroyed. 

No action: you can call for a Willpower re-test on any challenges re-testing on Intimidation (even if 

you do not have the ability) without needing to spend a Willpower Trait. 

Mortals flee your presence unless they have more current Willpower Traits than your dots in 

Conviction or Conscience.  

 

ωωωωω ω THE DARKNESS WITHIN 

As a Social Action: spend 1 Willpower Trait as you conjure a hungry cloud of abyssal shadow from 

one of your orifices. Make a Social Challenge (Conscience or Conviction) against the Physical Traits 

(Dodge) of a single character you can see. 

If you win, the character is smothered by the shadow and cannot perceive anything around them. 

Their abilities are limited to their dots in the Blindfight ability (Awareness if they have Heightened 

Senses, Subterfuge if they have Tongue of the Asp) and they are disorientated and prevented from 

moving even if they have Potence or a method of instantaneous teleportation.  

A character under the effects of the Darkness Within can use their Physical action to spend 1 to 3 

Blood Traits or equivalent trait expenditures for non-Cainites which are swallowed by the hungry 

cloud. Once the cloud has swallowed a number of Traits equal to your dots in Obtenebration it 

returns to you, instantly transferring these as Blood Traits into your blood pool and ending the 

effects of The Darkness Within. Blood transferred this way is filtered by the Abyss and does not 

cause blood bonds. 

 

ωωωωω ω {I!5h² t!w!{L¢9 

No action: spend 1 Blood Trait whenever any character you can see takes damage from tentacles 

conjured by Arms of the Abyss or Black Metamorphosis. The tentacles suddenly surge into that 

ŎƘŀǊŀŎǘŜǊΩǎ ƻǊƛŦƛŎŜǎ ōŜŦƻǊŜ ŘǊŀƳŀǘƛŎŀƭƭȅ ŜȄǇŀƴŘƛƴƎΣ ŎŀǳǎƛƴƎ ƻƴŜ ŀŘŘƛǘƛƻƴŀƭ ƭŜǾŜƭ ƻŦ ŘŀƳŀƎŜ ǇŜǊ 

tentacle at the expense of banishing the tentacles back to the abyss (for cleaning). 
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No action: spend 1 Willpower Trait to infuse your shadow with low-level sentience, causing it to 

occasionally twist and writhe of its own accord. The Shadow Slave has health levels equal to your 

dots in Obtenebration, but you cannot heal these in any way. Shadow Slave can 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 attack while Shadow Slave is 

active, spend 1 Blood Trait and the Shadow Slave takes the effect of the power or damage instead of 

you. Non-damaging Disciplines and powers deal lethal damage equal to the level of that power or 

Discipline used in addition to their normal effects; the Shadow Slave is tied to you as any other 

shadow and cannot directly interact with anything, so most Mental, Social and Beast powers will 

only make it flap around a bit more. 

 

ωωωωω ωω Chw¢LC¸ !D!Lb{¢ !I¦w! a!½5! 

Your Obtenebration effects cannot be dispelled or damaged by sunlight and can be used to block the 

path of sunlight, potentially shielding Cainites within a Shroud of Night or similar. 

 

ωωωωω ωω {I!5h² ¢²Lb 

As a Social Action: spend 2 Blood Traits as you infuse the abyss into the shadow of one character 

you can see (who has a shadow!). Make a Social Challenge (Conscience or Conviction) against the 

Physical Traits (Dodge) of that character. 

If you win, the character is assaulted by their own shadow and takes damage as if they had struck 

themselves once with a Melee or Brawl attack this turn. If this damage puts them into torpor or Final 

Death, their shadow takes on a twisted semblance of life under your command (see below), which 

ends if the character rises from Torpor. 

As a Social Action: spend 2 Blood Traits as you infuse the abyss into your own shadow. The shadow 

takes on a twisted semblance of life under your command (see below). 

As a Social Action: if you can see a Shadow Twin you  have created, you can cause it to teleport next 

ǘƻ ȅƻǳ ŀƴŘ ōŜƎƛƴ Ψ{ƘŀŘƻǿƛƴƎΩ ȅƻǳ ǳƴǘƛƭ ȅƻǳ ŎƘƻƻǎŜ ǘƻ ŜƴŘ ǘƘƛǎ ŜŦŦŜŎǘ ǿƛǘƘƻǳǘ ǊŜǉǳƛǊƛƴƎ ŀƴ ŀŎǘƛƻƴΦ 

²ƘŜƴ Ψ{ƘŀŘƻǿƛƴƎΩ ȅƻǳ ǘƘŜ Shadow Twin no longer takes independent actions. 

No action: if you are affected by any power or take damage from an attack when a Shadow Twin is 

Ψ{ƘŀŘƻǿƛƴƎΩ ȅƻǳΣ spend 2 Blood Traits and the Shadow Twin takes the effect of the power or 

damage instead of you. 

No action: if you damage a character when a Shadow Twin ƛǎ Ψ{ƘŀŘƻǿƛƴƎΩ ȅƻǳΣ spend 2 Blood Traits 

and your Shadow Twin automatically strikes that character once. 
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A Shadow Twin has 10 health levels, no Willpower Traits and as many Blood Traits as the character it 

is formed from had at its time of creation (although these cannot be transferred to any other 

character). It can see through any form of darkness, including Obtenebration, but it cannot speak 

and takes one extra health level of damage from fire or sunlight. It has the same Traits and abilities 

that its originator had, but has no Disciplines except for Potence or Fortitude. It can take its own 

ŀŎǘƛƻƴǎ ǿƘŜƴ ƴƻǘ Ψ{ƘŀŘƻǿƛƴƎΩ you, whether attacking or performing any other labour you dictate. 

Shadow Twins return to the character that made them at the end of the scene; however you may 

pick one Shadow Twin to keep indefinitely which thereafter must remain within a Domain-sized area 

of you, having it count as a free Retainer (you can change your permanent Shadow Twin if you find a 

better one). If you have Possession, you can use this power on your Shadow Twin without needing 

line of sight to it.  
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POTENCE 

Potence lets you fuck shit up  

 

ω twh²9{{ 

If you compare Physical Traits with another character and are tied, you count as having more traits 

unless that character also has Prowess, in 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 in Potence. In addition your dots in Potence allow you to perform feats of strength beyond the 

range of mere mortals (see table XX). 

 

ωω aLDI¢ 

No action: At the end of any turn you spend a Blood Trait for a Blood re-test or for a Potence power, 

regain one Blood Trait. 

 

ωωω VIGOUR 

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 which ŘƻŜǎƴΩǘ ƘŀǾŜ ǘƘŜ Rugged property. 

 

ωωωω Lb¢9b{L¢¸ 

No action: You may spend 1 Blood Trait to activate Intensity for a turn. Whilst intensity is active you 

may: 

¶ Make a mighty leap instead of moving. Your maximum leap distance is a number of paces 

equal to twice your dots in Potence and you may leap over a man-sized target.  

¶ Throw or knock back anyone you damage with a Physical attack unless they have equal or 

greater dots in Potence. Knocked-back opponents are hurled a number of paces equal to 

your dots in Potence in a direction of your choice, 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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ωωωωω t¦L{{!b/9 

If you win rock-paper-scissors outright 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 crossbow. This will destroy after 

ŘŜŀƭƛƴƎ ŘŀƳŀƎŜ ŀƴȅ ǿŜŀǇƻƴ ȅƻǳ ǳǎŜ ǿƘƛŎƘ ŘƻŜǎƴΩǘ ƘŀǾŜ ǘƘŜ Rugged property.  

You can only damage from Puissance once per opponent per turn (i.e. if you have a power such as 

Celerity that lets you strike an opponent more than once per turn). 

 

ωωωωω ω LaPRINT 

No action: spend 1 Blood Trait to activate Imprint for a turn. Whilst Imprint is active: 

¶ 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 

ŘŀƳŀƎŜ ŀƴȅ ǿŜŀǇƻƴ ȅƻǳ ǳǎŜ ǿƘƛŎƘ ŘƻŜǎƴΩǘ ƘŀǾŜ ǘƘŜ Indestructible property. 

¶ Mortals lacking supernatural defences such as Fortitude or the regenerative abilities of 

lupines are killed instantly if they take damage from you.  

¶ You can easily deform solid objects with your hands and feet, allowing you to climb most 

surfaces as part of your normal movement or to excavate a man-sized cube as a Physical 

action. 

 

ωωωωω ω Chw/9 

No action: if you lose rock-paper-scissors outright on a Physical attack, 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 gun or a crossbow. This will destroy after dealing damage any weapon you 

ǳǎŜ ǿƘƛŎƘ ŘƻŜǎƴΩǘ ƘŀǾŜ ǘƘŜ Indestructible property. You still take any of the consequences of failing 

the challenge as normal. 
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ωωωωω ω w9[9b¢[9{{ t¦w{¦L¢ 

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 dots in Potence and you can easily reach the roof of a two-storey 

building.  

As a Physical action: if you are in an open space (or if the roof is not heavily reinforced!) you can 

spend 1 Blood Trait (as an action) to make a special mighty leap straight up with such force that you 

Ŏŀƴƴƻǘ ōŜ ǘŀǊƎŜǘŜŘ ŀǘ ΨǇƘȅǎƛŎŀƭ ǎǇŜŜŘΩ ǘƘŀǘ ǘǳǊƴΦ  

Whilst you are in the air you cannot be attacked other than by ranged weapons or by airborne 

opponents with a movement rate greater than your jump distance.  

¸ƻǳ ŎƻƳŜ ŎǊŀǎƘƛƴƎ Řƻǿƴ ŀǘ ΨǇƘȅǎƛŎŀƭ ǎǇŜŜŘΩ ǘƘŜ ŦƻƭƭƻǿƛƴƎ ǘǳǊƴ ƛƴ ǘƛƳŜ ǘƻ ƳŀƪŜ ŀ ǇƘȅǎƛŎŀƭ ŀǘǘŀŎƪ 

against anyone within leap distance of where you took off.  

 

ωωωωω ω a!{¢9w hC ¢I9 ChwD9 

Downtime action: you can shape metalwork with nothing more than your bare hands, imbuing it 

with your supernatural strength. Items you make predominately from metal can have one more 

property than normal. Typically, this means four properties for Crafts 6+, three for Crafts 1-5 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 from Master of the 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 

relevant Crafts ability. 

Masterwork (Melee Weapon, 2) ς This weapon strikes for an additional level of damage. 

Indefatigable (Armour, 2) ς Whenever the wearer is struck for lethal damage, they take one less 

level of damage to a minimum of one. 

No action: spend 1 Blood Trait if you strike an opponent wearing metal armour or carrying a metal 

weapon or other object; instead of dealing damage with that strike, you destroy that object unless it 

has the Indestructable property. 
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ωωωωω ωω CL{¢ hC /!Lb9 

No action: whenever you deal damage to a character, provided you ƘŀǾŜƴΩǘ ŀƭǊŜŀŘȅ ŀŎǘƛǾŀǘŜŘ Fist of 

Caine or any disciplines other than Potence or Flight in the same round, you may spend 3 Blood 

Traits to deal additional damage equal to your dots in Potence. This extra damage is not applied if 

you are using a weapon entirely relying on mechanically generated force such as a gun or a 

crossbow. Fist of Caine will destroy any weapon you use (after dealing damage). 

 

ωωωωω ωω CL{¢ hC ¢I9 ¢L¢!b{ 

No action: spend 1 Blood Trait to activate Fist of the Titans for a turn. Whilst Fist of the Titans is 

active you may elect to throw or knock back anyone you damage with a Physical attack unless they 

have equal or greater dots in Potence.  

Knocked-back opponents are hurled a number of paces equal to twice your dots in Potence in 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 opponent and anything or anyone they collide 

with. 

ωωωωω ωω 9!w¢I{Ih/Y 

As a Physical action: spend 3 Blood Traits as you strike the ground with the full force of your 

Potence sending a shockwave rippling from you. Anyone standing in contact with the ground takes 3 

levels of lethal damage or 4 levels if you know Imprint and have activated it for the turn. 

Anyone without equal or greater levels of Potence is knocked a number of paces equal to your dots 

in Potence directly away from you 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 

dangerous watch or a sphere of annihilation. 

  



184 
 

PRESENCE 

This Discipline is a true asset to the Sabbat. 

 

ω !²9 

As a Social action: spend 1 Blood Trait. Anyone within a room-sized area must pay attention to what 

you are doing; you always count as being able to see the eyes of anyone affected by your Awe.  

Characters affected may as a Social action spend 1 Willpower Trait and make a Social Challenge 

(Leadership) against you. If they win they are no longer affected by Awe.  

Mortals affected by Awe cannot leave your presence unless you give them permission to do so. 

 

ωω 5w9!5 D!½9 

As a Social action: spend 1 Blood Trait and make a Social Challenge (Leadership, 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 the rest of the scene they 

cannot knowingly move towards you. 

 

ωωω 9b¢w!b/9a9b¢ 

As a Social action:  spend 1 Blood Trait and make a Social Challenge (Leadership, 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 scene. Entrancement is broken if you perform an offensive action against 

the character. 
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ωωωω {¦aahb 

As a Social action:  spend 1 Blood Trait and make a Social Challenge (Leadership, Conscience, 

Conviction) against any character within the Domain who you have been introduced to.  

If you win, that character will immediately attempt to present themselves to you 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 such as Psychic Projection or Mist Form if they wish, so long as 

they make themselves visible to you.  

Summon can be attempted on a character once per scene and lasts for the rest of the night or until 

the character presents themselves to you. 

 

ωωωωω a!W9{¢¸ 

As a Social action:  spend 1 Willpower Trait. Anyone within or who enters a room-sized 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 may, as their Social action, spend 1 Willpower Trait to make a Social Challenge 

(Leadership, Conscience, Conviction) against you. If they succeed they are no longer affected by your 

Majesty for the rest of the scene.  

If you overtly insult someone or take an offensive action against someone (most uses of Presence 

and many uses of Dominate or Animalism are not offensive) then your Majesty also fails and cannot 

be reactivated during the same scene.  

Characters with active Majesty ŀǊŜ ƛƳƳǳƴŜ ǘƻ ǘƘŜ ŜŦŦŜŎǘǎ ƻŦ ƻǘƘŜǊ ŎƘŀǊŀŎǘŜǊǎΩ Majesty. You may 

symbolise Majesty with the use of a Purple ribbon or making the Majesty hand gesture (hold your 

arms by your sides with your palms flat). 

 

ωωωωω ω [h±9 

As a Social action:  spend 1 Willpower Trait and make a Social Challenge (Leadership, Conscience, 

Conviction) against a character.  

If you win, that character acts as if they are three traits blood bound to you for the rest of the scene 

That character will do absolutely anything for you, will fight to the death to protect you and 

ǿƻǳƭŘƴΩǘ ŜǾŜƴ ŎƻƴǎƛŘŜǊ ƘŀǊƳƛƴƎ ȅƻǳ ƛƴ ŀƴȅ ǿŀȅΦ ¢ƘŜȅ may spend 1 Willpower Trait if they wish to 

avoid performing a suicidal action or committing a grossly immoral act, ie.  a 1-trait sin for a Cainite. 

If they do so, this resistance lasts for the duration of Love but does not prevent them from 

performing other, less objectionable acts for you. 
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ωωωωω ω t!w![¸{LbD D[!b/9 

As a Social action:  spend 1 Blood Trait and make a Social Challenge (Leadership, Conscience, 

Conviction) 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 or having a safe dropped on them) they can defend themselves normally and as 

their next Social action they may make a Social Challenge (Leadership, Self-Control, Instinct) against 

you. 

If you lose, they can act normally. If you win they immediately enter a fear frenzy which cannot be 

avoided with Courage or Willpower Traits. 

 

ωωωωω ω {¢!w a!Db9¢L{a 

Whenever a character sees you in a recording or depiction created with an appropriate Crafts ability 

and they are not otherwise distracted by combat or similar, they must use their Social action to 

make a Social Challenge (Leadership, Conscience, Conviction) where they are defending against you. 

If you win, that character will thereafter take no offensive actions against you and will treat you as a 

trusted friend unless they ever see you perform an offensive action against them. The character may 

spend 1 Willpower Trait to resist Star Magnetism for a scene, unless they can see you or your 

visage. 

As a Mental action: if you have Dominate, spend 1 Blood Trait whilst viewing a recording or 

depiction of you created with an appropriate Crafts ability and speaking a one-word 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 Challenge (Intimidation, Generation) 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 your Command, the victim 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. This aspect of Star Magnetism lasts 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 in Auspex equal or greater than your Presence will notice that all is not as it seems to be, but 

cannot tell what you are actually saying (without using further Auspex powers or similar). 
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ωωωωω ω !.{9b¢ {²!¸ 

Whenever you create a physical artwork with the Crafts ability, you may pick a one-sentence 

message or an emotion that your artwork conveys to viewers. 

Any character viewing the artwork, experiences the emotion or message unless they have dots in 

Conscience or Conviction equal to or greater than the Crafts used to create the artwork. Affected 

characters are subject to one of the following effects associated with the emotion they are feeling: 

¶ Anger - The character cannot use Self-Control or Instinct to resist or guide frenzy whilst the 

artwork is visible. 

¶ Pain ς The character loses one Willpower Trait the first time they receive damage that night 

whilst the artwork is visible. 

¶ Fear ς The character cannot use Courage to resist frenzy whilst the artwork is visible. 

¶ Aggression ς The character regains one Willpower Trait the first time they deal damage to 

another character that night whilst the artwork is visible. 

¶ Subliminal Message ς 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 that dismisses or 

contradicts that message whilst the artwork is visible. 

Characters can only be affected by one use of Absent Sway per night; each message or emotion lasts 

while the artwork is visible and ends instantly if the artwork is destroyed. For the rest of the night 

after viewing the artwork characters are aware of the message or emotion, but can ignore this if 

they choose. 

 

ωωωωω ω w9b9² ¢I9 9!w¢I[¸ t[9!{¦w9{ 

As a Social action:  spend any number of Blood Traits up to a maximum of your dots in Presence and 

make a Social Challenge (Leadership) against the Beast Traits (Conscience, Conviction) of any 

character you can see.  

If you win, that character is suddenly overwhelmed by forgotten feelings from their mortal existence 

and loses Willpower Traits equal to the number of Blood Traits you 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 Traits by Renew the Earthly Pleasures is 

overwhelmed by emotions and cannot take actions until the end of the scene. 
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ωωωωω ω /h-OPERATION 

As a Social action:  spend 1 Willpower Trait to affect all characters in a room-sized area around you 

with one of the following, for the rest of the scene: 

¶ Spark of Rage ς !ƭƭ ŎƘŀǊŀŎǘŜǊǎ Ǝŀƛƴ ŀ wŀƎŜ CǊŜƴȊȅ ǘǊƛƎƎŜǊ ƻŦ ΨōŜƛƴƎ ƛǊǊƛǘŀǘŜŘ ōȅ ǎƻƳŜƻƴŜΩΦ 

Characters cannot use Self-Control or Instinct to resist or guide frenzy whilst you are visible 

to them. 

¶ Co-operation ς All characters automatically resist any Rage Frenzy that would target another 

character under the effects of co-operation. If this is caused by a power or discipline, that 

power or discipline fails unless the character using it has dots in that power greater than 

your Presence. Characters must also spend 1 Willpower Trait to insult, plot against or 

initiate any hostile action against another character affected by Co-operation. 

 

ωωωωω ωω TROI[9Ω{ t!{{Lhb 

As a Social action:  spend 1 Willpower Trait and make a Social Challenge (Leadership, Conscience, 

Conviction) against a number of characters equal to your dots in Leadership.  

If you win on one or more of these challenges pick one of the following emotions to affect each 

character you defeated: 

¶ Fear - each character spends their next action fleeing from you and for the rest of the scene 

they cannot knowingly move towards you. 

¶ Friendship - each character will take no offensive actions against you and will treat you as a 

trusted friend for the rest of the scene. This use of ¢ǊƻƛƭŜΩǎ tŀǎǎƛƻƴ is broken if you perform 

an offensive action against an affected character. 

¶ Anger ς each character enters rage frenzy directed towards you, or another character or 

object you can see. Self-Control, Instinct or Willpower cannot be used to resist this frenzy.  

 

ωωωωω ωω C!¢I9w Ybh²{ .9{¢ 

As a Social action:  spend 1 Willpower Trait. Anyone within or who enters a room-sized area around 

you for the rest of the scene must acknowledge your authority, cannot be rude to your face, 

assumes anything you say is true and cannot take offensive actions against you.  

Characters affected may, as their Social action, spend 1 Willpower Trait to make a Social Challenge 

(Leadership, Conscience, Conviction) against you. If they succeed they are no longer affected by your 

Father Knows Best for 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 end Father Knows Best. 
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If you overtly take an offensive action (other than as mentioned above) against someone (most uses 

of Presence and many uses of Dominate or Animalism are not offensive) or act in a manner that 

makes you seem inferior, then Father Knows Best also fails and cannot be reactivated during the 

same scene.  

As a Social action:  spend 1 Blood Trait and make a Social Challenge (Leadership, Conscience, 

Conviction) against any number of characters you can see, verbally forbidding them from taking one 

course of action. 

If you win against all characters, those characters cannot take the forbidden course of action for the 

rest of the scene whilst your Father Knows Best is active. 

Characters with active Father Knows Best ŀǊŜ ƛƳƳǳƴŜ ǘƻ ǘƘŜ ŜŦŦŜŎǘǎ ƻŦ ƻǘƘŜǊ ŎƘŀǊŀŎǘŜǊǎΩ Majesty or 

Father Knows Best. You may symbolise Father Knows Best with the use of a Purple ribbon or with a 

Ψ²ƻǊƭŘΩǎ .Ŝǎǘ 5ŀŘΩ ƳǳƎΦ 

 

ωωωωω ωω ¦bIh[¸ t9b!b/9 

As a Social action:  spend 1 Blood Trait and make a Social Challenge (Leadership) against the Beast 

Traits (Conscience, Conviction) of one character you can see.  

If you win, that character must fall to their knees and begin loudly confessing their sins and any 

secrets they have in their native language. If the character has sinned on Humanity or a Path of 

Enlightenment they will give details of these sins, if the character is hiding information or has any 

secrets, especially Dark Secrets, they will confess these as well. The 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 this time. Unholy Penance 

lasts for one scene or until that character confesses to committing a one-trait sin, a secret that is 

likely to get them or an ally killed or something you yourself find deeply abhorrent or shocking. 

Unholy Penance also ends if that character is in direct mortal peril, whereupon they immediately 

enter a fear frenzy which cannot be avoided with Courage or Willpower Traits. 

 

ωωωωω ωω CLRES OF CONVICTION 

As a Ritual action:  spend 1 Willpower Trait and make a rousing speech to any number of characters 

in a room-sized area that suggests a course of action that achieves a specific goal. 

Anyone listening to the whole speech is compelled to immediately pursue the course of action you 

suggest unless their dots in Conscience or Conviction are equal to or greater than your Leadership or 

the goal you suggest is obviously suicidal or unachievable.  

Anyone attempting to complete the course of action (whether they are forced to or not) can 

substitute your dots in Leadership for their Self-Control, Instinct or Leadership. Cainites attempting 
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to complete the course of action enter a mental state very similar to frenzy until their goal is 

achieved. In this state they cannot enter further frenzies and can call for a Willpower 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 regain one spent Willpower Trait. Fires of 

Conviction lasts for the rest of the night, or until your stated goal is achieved. 

 

ωωωωω ωω aLb5 b¦a. 

As a Social action:  spend 1 Willpower Trait and make a Social Challenge (Leadership, Conscience, 

Conviction) against a single character you can see. 

For the rest of the night that character is unaffected by blood bonds or vinculae, cannot use the 

Empathy ability and cannot experience any feelings of love, friendship or loyalty. The character is 

immune to any Social Disciplines or powers which are not seventh-level or higher. 
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PRIMORDIA 

LǘΩǎ ŎƭƻōōŜǊƛƴΩ ǘƛƳŜΦΦΦ ƴƻ ǿŀƛǘΣ ǿǊƻƴƎ ŎƘŀǊŀŎǘŜǊΧΦ 

 

ω RADIATE 

No action: spend 1 Blood Trait to emit ionising radiation in a room-sized area around you for a scene 

or until you choose to end this power. When you use Radiate, you can see and identify all forms of 

radiation which are visible to you as glowing traces. Any character other than you exposed to 

Radiate for an entire scene loses a Physical Trait; Cainites can heal lost traits on a two-traits for one 

Blood basis. 

 

ωω ELECTROMAGNETIC PULSE 

As a Mental action: spend 1 Blood Trait to emit a burst of electromagnetic radiation. All electronic 

devices within a room-sized area around you stop working for the rest of the scene unless they have 

the indestructible trait or have been shielded against radiation (such as using the special material 

trait for lead lining). 

Unshielded electronic devices larger than a smartphone are 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 the Dodge ability equal to or greater than your Science. 

 

ωωω TERATOGENESIS 

As a Mental action: spend 2 Blood Traits and make a Mental Challenge (Science) against the Physical 

Traits (Dodge) of one character you can see. 

If you win, you ǎǳŦŦǳǎŜ ǘƘŀǘ ŎƘŀǊŀŎǘŜǊΩǎ ōƻŘȅ ǿƛǘƘ ƳǳǘŀƎŜƴƛŎ ǊŀŘƛŀǘƛƻƴΦ CƻǊ ǘƘŜ ǊŜǎǘ ƻŦ ǘƘŜ ǎŎŜƴŜΣ 

whenever they heal damage or 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 on a two-traits 

for one Blood basis, but this also triggers the effects of Teratogenesis. Characters reduced to 0 Social 

Traits by Teratogenesis become a hideous mass of flesh incapable of taking actions or moving. 
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ωωωω THE SILENT KILLER 

As a Mental action: spend 2 Blood Traits and make a Mental Challenge (Science) against the Physical 

Traits (Dodge) of one character you can see. 

If you win, you bombard that character with an intense burst of ionising radiation and they lose one 

Physical Trait for each dot in Primordia you possess unless they are suitably protected from radiation 

(such as wearing protective gear with the special material trait). Cainites can heal lost traits on a 

two-traits for one Blood basis. Any character reduced to 0 physical traits takes one level of 

aggravated damage for each trait they are forced to lose beyond this. 

 

ωωωωω RADIANT FORM 

As a Physical action: spend 3 Blood Traits to transform into a glowing semi-solid being of pure 

energy until the end of the scene or until you chose to end the transformation.  

Whilst in Radiant Form you can pass through any solid matter which is not made from a dense metal 

such as lead or gallium. If 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 and your brawling attacks 

strike for +2 levels of damage. 
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PROTEAN 

Does agg, maybe some other stuff. City Gangrel  (or those taught Protean by City Gangrel) may 

choose to substitute Streetwise for Survival. 

 

ω 9¸9{ hC ¢I9 .9!{¢ 

No action: spend 1 Blood Trait to activate Eyes of the Beast for a scene. Whilst this power is active, 

your eyes glow a soft, feral red and you are able to see clearly in all forms of darkness, you can even 

partially mitigate supernatural darkness caused by Obtenebration (see Shroud of Night). 

 

ωω C9w![ /[!²{ 

No action: spend 1 Blood Trait to grow long, bestial claws from your fingers which last until sunrise 

or until you chose to sheath them. Your brawl attacks with Feral Claws deal one level of aggravated 

damage instead of one level of lethal damage and you can climb any non-horizontal surface at your 

normal movement rate. 

 

ωωω 9!w¢I a9[5 

As a Physical action: spend 1 Blood Trait while touching soil to begin slowly sinking into the bosom 

of the earth along with your clothing and small personal possessions. At the end of the turn you 

enter a semi-tangible and semi-conscious 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 torpor. You are aware of the passage of time and can elect to return to your normal 

form on the surface at any point without requiring an action.  

If the soil you inhabit is significantly disturbed (by digging, explosions or similar) then you 

immediately return to wakefulness, shooting up to the surface and showering dirt in all directions 

(you can act on the following combat round). 

 

ωωωω {I!t9 hC ¢I9 .9!{¢  

As a Physical action: spend 1 Blood Trait to transform into either a wolf or a bat. Your 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 until you 

chose to turn back, without requiring an action.  
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In wolf form your base movement rate increases to 5, your claws and teeth allow you to brawl so 

that all damage you do is aggravated 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 equal to your dots in 

Protean (optionally modified by weather conditions).  

As a Mental action: spend 1 Blood Trait when in wolf form to track a target from their spoor. Make 

a Mental Challenge (Survivalύ ŀƎŀƛƴǎǘ ŀ ŎƘŀǊŀŎǘŜǊΩǎ aŜƴǘŀƭ ¢Ǌŀƛǘǎ όStealth) 

If you win, you can track the target for one scene unless their dots in Obfuscate are 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 actually see through any Obfuscate powers. 

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 pierce Obfuscate. 

As a Mental action: you may spend 1 Blood Trait to make a Mental Challenge (Survival) against a 

characterΩǎ aŜƴǘŀƭ ¢Ǌŀƛǘǎ όStealth).  

If you win, the power in question is ended unless their dots in Obfuscate are higher than your dots in 

Protean. 

 

ωωωωω aL{¢ Chwa 

As a Physical action: spend 2 Blood Traits to transform into a floating cloud of mist. Your 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 until you 

chose to turn back, without requiring an action.  

Whilst in Mist Form you cannot physically interact with your surroundings or speak, but you are 

immune to damage other than fire or sunlight. Characters in Mist Form can physically interact with 

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, you may use Mental or Social Disciplines with the exception of Blood Magic or 

Disciplines which require elements of a humanoid form such as Dominate and Melpominee.  

 

ωωωωω ω C[9{I hC a!w.[9 

Gain extra health levels equal to your dots in Protean. Your body cannot be transformed or 

transmuted against your will unless the character doing so has equal or greater Vicissitude (or a 

similar power) than your dots in Protean. These powers are always active.  

No action: if your heart would be staked you can spend 1 Blood Trait to subtly deflect this. Only 

characters with Medicine or Auspex greater than your dots in Protean will notice you have not been 

staked.  
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ωωωωω ω 9!w¢I /hb¢wh[ 

No action: When Earth Melded you may move through soil, clay or humus at your normal (non-

flying) movement rate. You can continue moving this way until you emerge into air, or you can end 

this power at any time without requiring an action.  

Whilst using Earth Control you supernaturally sense your surroundings, to the range of your normal 

senses (including Heightened Senses if you possess Auspex). You can make Physical Attacks against 

other Cainites using Earth Meld, Earth Control, Flow within the Mountain or similar powers, but you 

must emerge from the ground to attack other characters. 

No action: you emerge quietly and unexpectedly from the ground. For the rest of the turn you may 

use Survival to re-test any Physical Challenge. 

If the stone you pass through is significantly disturbed (by digging, explosions or similar) then you 

angrily return to the surface (you can act on the following combat round) 

 

ωωωωω ω [hYLΩ{ DLC¢ 

As a Physical action: spend 3 Blood Traits to transform into a perfect facsimile of any creature you 

have ever fed upon. Your clothing and small personal possessions are absorbed into this form, unless 

it is humanoid in which case you can use equipment normally. The transformation lasts until sunrise 

or until you chose to turn back, without requiring an action.  

Whilst using [ƻƪƛΩǎ DƛŦǘ your Traits, Disciplines and Abilities do not change with the exception that 

you can use any unusual methods of locomotion, such as flying, possessed by your new form and 

your natural Brawling attacks strike for aggravated damage. You are indistinguishable from the 

creature you are duplicating; this deception cannot even be detected by supernatural means, for 

example you have the aura of the duplicated creature and cannot be detected as a Wyrm-creature 

by Lupines.  

 

ωωωωω ω twh¢9¦{Ω .!b9 

No action: if you deal or receive damage from a Brawling attack, you may spend 1 Blood Trait to 

smear your opponent with some of your blood. The blood-smeared character immediately returns 

to their natural form, ending all powers and Disciplines 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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ωωωωω ωω ¢¦wb!.h¦¢ 

No action: if you fail a Physical Challenge against another character, instead of calling for a Blood Re-

test you may spend 3 Blood Traits to suddenly sink into the ground in a manner similar to Earth 

Meld, avoiding the consequences of the failed Challenge. You can then move a number of paces 

underground up to your movement rate for the turn, at the end of which you pop to the surface. If 

you are beneath the character you were making a Challenge with at the end of this movement, you 

can suddenly pop up behind them, automatically striking them once with a Brawl or Melee attack 

(Celerity or similar powers cannot be used to multiply the number of strikes nor you do not count as 

beating the target outright on the Challenge).   

 

ωωωωω ωω IhaUNCULUS 

As a Physical Action: spend 2 Blood Traits to produce a 3-inch high duplicate of yourself from within 

your mouth (see below), the Homunculus relies on your blood to live, so will generally obey you 

without hesitation. 

As a Social Action: if you can see your Homunculus, you can cause it to come scurrying over next to 

ȅƻǳ ŀƴŘ ōŜƎƛƴ Ψ{ƘŀŘƻǿƛƴƎΩ ȅƻǳ ǳƴǘƛƭ ȅƻǳ ŎƘƻƻǎŜ ǘƻ ŜƴŘ ǘƘƛǎ ŜŦŦŜŎǘ ǿƛǘƘƻǳǘ ǊŜǉǳƛǊƛƴƎ ŀƴ ŀŎǘƛƻƴΦ 

²Ƙƛƭǎǘ Ψ{ƘŀŘƻǿƛƴƎΩ ȅƻǳ ǘƘŜ Homunculus no longer acts independently. 

No action: if you are affected by any power or take damage from an attack when a Homunculus is 

Ψ{ƘŀŘƻǿƛƴƎΩ ȅƻǳΣ ǎǇŜƴŘ 2 Blood Traits and the Homunculus takes the effect of the power or damage 

instead of you. 

No action: if you damage a character when a Homunculus ƛǎ Ψ{ƘŀŘƻǿƛƴƎΩ ȅƻǳΣ ǎǇŜƴŘ 2 Blood Traits 

and your Homunculus automatically strikes that character once. 

A Homunculus has 10 health levels, no Willpower Traits and as many Blood Traits as you had 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 voice. It has the same Traits and abilities as you do, but has no 

Disciplines except for Protean (with the exception of Homunculus!), Potence or Fortitude. It can take 

ƛǘǎ ƻǿƴ ŀŎǘƛƻƴǎ ǿƘŜƴ ƴƻǘ Ψ{ƘŀŘƻǿƛƴƎΩ ȅƻǳΣ ǿƘŜǘƘŜǊ ŀǘǘŀŎƪƛƴƎ ƻǊ ǇŜǊŦƻǊƳƛƴƎ ŀƴȅ ƻǘƘŜǊ ƭŀōƻǳǊ ȅƻǳ 

dictate. 

Homunculus lasts until you use Homunculus again or the creature dies or falls into torpor. If you do 

not feed the Homunculus at least one Blood Trait per night it also gets very grumpy and will 

eventually wither and die, otherwise the creature counts as a free Level 5 Retainer. If you have 

Subsume the Spirit or Eyes of the Szlachta, you can use this power on your Homunculus without 

needing line of sight to it. 
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ωωωωω ωω Chwa hC ¢I9 .[hh5{²!wa 

As a Physical action: spend 3 Blood Traits to transform into a swarm of small creatures, such as rats, 

scorpions or koi carp. Your 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 until you choose to turn back which requires no action. 

In swarm form your base movement rate increases to 5 and you can fit through any gap small 

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 have Earth 

Control. Your claws, teeth, suckers or stings allow you 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 with Celerity) as combatting you 

involves tediously killing multiple component creatures. Conversely, area-of-effect attacks such as 

Firestorm or Breathe the Sandstorm can damage you fully, although your mastery of your myriad 

form prevents all of your component creatures being easily killed at 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 simple non-combat tasks 

for you or just staying out of trouble. Picƪ ƻƴŜ ƻǊ ƳƻǊŜ ƻŦ ȅƻǳǊ ƘŜŀƭǘƘ ƭŜǾŜƭǎ ǘƻ ΨōǊŜŀƪ ƻŦŦΩ ŀƴŘ ŀŎǘ 

independently. Damage to one part of your swarm body, cannot affect other detached parts. You do 

not fall into torpor until all of your detached parts are full of lethal damage and you do not 

experience 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 partially reduced into torpor 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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ωωωωω ωω {I!t9 hC ¢I9 .9!{¢Ω{ ²w!¢I 

As a Physical action: spend 3 Blood Traits to transform into a massive hybrid of your own body and 

the animal you feel most kinship with, often you will look alarmingly like the Crinos form 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 transformation lasts. The transformation 

lasts until sunrise or until you choose to turn back which requires no action.  

You cannot speak intelligibly or use tools or armour in this form and your Social Traits become 3. 

Your brawling attacks strike for +1 level of damage and all 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 pierce Obfuscate. 

As a Mental action: you may make a Mental Challenge (Survivalύ ŀƎŀƛƴǎǘ ŀ ŎƘŀǊŀŎǘŜǊΩǎ aŜƴǘŀƭ ¢Ǌŀƛǘǎ 

(Stealth).  

If you win, the power in question is ended unless their dots in Obfuscate are higher than your dots in 

Protean. 

 

ωωωωω ωω {t9/¢w![ .h5¸ 

As a Physical action: spend 3 Blood Traits to transform into an intangible version of yourself that 

otherwise appears identical to your normal form. Your 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 until you chose to turn back, without 

requiring an action.  

Whilst in Spectral Body you cannot physically interact with your surroundings, but you can speak 

normally and are immune to damage other than fire or sunlight. Characters in Mist Form or Spectral 

Body can 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 same speed you could walk and can 

phase through any object narrower than you, unless you also possess Earth Control, in which case 

you can even phase through solid earth. 

In Spectral Body, you may use Mental or Social Disciplines including Blood Magic or Disciplines which 

require the ability to speak, such as Dominate and Melpominee.  
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ωωωωω ωω w9{¢hw9 ¢I9 ahw¢![ ±L{!D9 

As a Physical action: spend 2 Blood Traits to transform your body into an idealised human form with 

no bestial features. The 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 any similar physical flaws such 

as Disfigured, One Eye or Permanent Wound. You appear mortal, your skin is flushed and healthy and 

your heart beats normally. Even your aura appears mortal to powers such as Aura Perception. 

You may substitute your Social Traits in any 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 

¢ƘŜǊŜΩǎ ōƛƴ ŀ ƳǳŘŘŜǊΧ 

 

ω {L[9b/9 hC 59!¢I 

As a Mental action: Spend 1 Blood Trait to create an aura of silence around yourself for a scene. The 

aura fills a room-sized area, however you can exclude parts of the area if you wish and can decide 

this on a turn-by-turn basis.  

Anything in the aura cannot emit sound, however sound from outside the area can still be heard 

within; if you leave one room-sized area to another, the aura of silence follows you. 

No action: spend 1 Blood Trait to make your Silence of Death remain in a room-sized area for the 

rest of the night, or until you cancel it without requiring an action. 

 

ωω {/hwtLhbΩ{ ¢h¦/I 

No action: spend 1 Blood Trait to quickly coat a weapon, piece of ammunition or a fist with 

poisonous blood which remains potent for the rest of the scene.  

Anyone struck with the poisoned weapon loses physical traits equal to your dots in Quietus, wiping 

off or otherwise discharging the poison in the process.  

Multiple poisoned strikes (i.e. from re-application) are cumulative. Mortals 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 by {ŎƻǊǇƛƻƴΩǎ ¢ƻǳch at any given time, but do not 

necessarily have to use it yourself. 

 

ωωω 5!DhbΩ{ /![[ 

As a Physical action: spend 1 Blood Trait and touch an opponent, which may require a Physical 

Challenge (brawl, dodge) if the target is unwilling.  

On a success, the opponent takes no damage, but becomes indelibly marked by a smear of blood. 

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 action: At any point until sunrise, you may trigger the mark regardless of distance or 

line of sight to the opponent. Spend any number of Willpower Traits to a maximum of your dots in 

Quietus and make a Mental Challenge (occultύ ŀƎŀƛƴǎǘ ȅƻǳǊ ƻǇǇƻƴŜƴǘΩǎ tƘȅǎƛŎŀƭ ǘǊŀƛǘǎ όOccult, Self-

Control, Instinct). 

If you win, the marked character takes 3 levels of Lethal Damage for each Willpower Trait you spent 

as you telekinetically cause the blood in their body to thrash around.  

 

ωωωω .!![Ω{ /!w9{{ 

No action: spend 1 Blood Trait to quickly coat a weapon, the ammunition for a single ranged 

weapon or a fist with corrosive blood which remains potent for the rest of the scene.  

Anyone struck with the corrosive weapon takes aggravated damage equal to the damage the attack 

would normally do.   

You may only have one weapon poisoned by .ŀŀƭΩǎ /ŀǊŜǎǎ at any given time, but do not necessarily 

have to use it yourself. 

 

ωωωωω ¢!{¢9 hC 59!¢I 

As a Physical action: spend 1 Blood Trait  to spit blood at an opponent as a Mental Challenge 

(Occult) or Physical Challenge (Athleticsύ ŀƎŀƛƴǎǘ ǘƘŜ ƻǇǇƻƴŜƴǘΩǎ tƘȅǎƛŎŀƭ ¢raits (Dodge).  

On a success the acidic blood deals 2 levels of aggravated damage or you may choose to destroy one 

object visibly carried by your opponent unless it has the Indestructible property.  

You can combine Taste of Death with powers such as Celerity which allow you to target multiple 

opponents or damage opponents multiple times without additional expenditures. If you have 

Projectile your acidic blood deals 3 levels of aggravated damage.  

As a Physical action: spend 1 Blood Trait to 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 man-sized hole in a larger object. 
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ωωωωω ω BLOOD SWEAT 

As a Physical action: spend 1 Willpower Trait and make a Mental Challenge (Occult) against the 

Physical Traits (Dodge) 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 have in Quietus. Mortals 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. 

Additionally, Cainites other than you who can see the character at this point enter rage frenzy 

focused on that character unless they spend Self-Control, Instinct or Willpower Traits to suppress or 

direct the frenzy as normal.   

 

ωωωωω ω 5995 ¢I9 I9!w¢Ω{ 59{Lw9 

As a Ritual action: spend 5 Blood Traits when you are not distracted by combat or similar 

commotion. You meditate in perfect silence for a few moments and regain 1 Willpower Trait. You 

cannot benefit from this use of 5ŜŜŘ ǘƘŜ IŜŀǊǘΩǎ 5ŜǎƛǊŜ more than once per scene.  

As a Mental action: spend 2 Blood Traits and make a Mental Challenge against the Physical Traits 

(Dodge) of one character you can see.  

If you win, that character is enveloped in maddening silence and cannot hear anything except their 

heartbeat. Characters lose one Mental Trait for each dot you have in Quietus. Characters reduced to 

0 mental traits gain a permanent derangement. Cainites can heal lost traits by expending Blood 

Traits on a two traits-for-one Blood basis. 

 

ωωωωω ω t¦wLCL/!¢Lhb 

As a Physical action: spend any number of Blood Traits to a maximum of your dots in Quietus and 

touch yourself or a single character; this may require a Physical Challenge (Brawl, Dodge) if that 

character is unwilling.  

You end one ongoing power or Discipline affecting the character you touch provided you have spent 

Blood Traits equal to or greater than the level of the power or Discipline affecting them. Purification 

does not affect blood bonds, vinculae or constant powers such as Fortitude. 
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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 with a Brawling attack, or whenever a character strikes 

you with a Brawling attack, you may drain one Blood Trait from that character. Draining blood using 

Leech still causes the kiss in mortals and does not prevent blood bonds or other repercussions. 

 

ωωωωω ωω .!![Ω{ .[hh5¸ ¢![hb{ 

No action: spend 2 Blood Traits 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 damage above what the weapon would 

normally do and all damage dealt by the weapon is aggravated.   

You may only have one weapon poisoned by .ŀŀƭΩǎ .ƭƻƻŘȅ ¢ŀƭƻƴǎ at any given time, but do not 

necessarily have to use it yourself. Others using the dangerously corrosive weapon suffer one level 

of aggravated damage at the end of every turn they use it. Any weapon poisoned by .ŀŀƭΩǎ .ƭƻƻŘȅ 

Talons is destroyed at the end of the scene unless it has the Indestructible trait. 

 

ωωωωω ωω 5!a ¢I9 I9!w¢Ω{ wL±9w 

As a Physical action: spend 1 Willpower Trait and make a Physical Challenge (Brawl, Dodge) 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 Blood Traits. Mortals instead 

fall unconscious for the scene or until they next take damage. 

No action: a character under the effects of 5ŀƳ ǘƘŜ IŜŀǊǘΩǎ wƛǾŜǊ must spend any number of Blood 

Traits for any purpose you silently decree. 
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SANGUINUS 

Lend us a hand... 

 

ω .wh¢I9wΩ{ .[hh5 

No action: spend any number of Blood Traits. Each turn you can spend a maximum number of Blood 

Traits on .ǊƻǘƘŜǊΩǎ .ƭƻƻŘ equal to your dots in Sanguinus. One other character you can see who 

knows one or more dots in Sanguinus and with whom you share a vinculum heals one level of lethal 

damage or two lowered traits per blood you spend.  

As a ritual action: spend 5 Blood Traits as long as you are not currently being distracted (by combat, 

a catchy tune etc.). One other character you can see who knows one or more dots in Sanguinus and 

with whom you share a vinculum heals one level of aggravated damage. 

 

ωω h/¢hth5 

No action: spend 1 Blood Trait and pick one of your members or organs. One other character you 

can see who knows one or more dots in Sanguinus and with whom you share a vinculum has that 

member attached to their body in a location of your choice. Simultaneously you lose the member or 

organ from your own body. At any one time, a character can benefit from or bestow a number of 

bonus organs or members equal to their dots in Sanguinus. 

Bonus members provide the following benefits: 

¶ A character with an additional arm can use transformational powers such as Feral Claws or 

Vicissitude modifications, but not Potence ŦǊƻƳ ǘƘŀǘ ŀǊƳΦ ¢ƘŜȅ Ŏŀƴ ǎǳōǎǘƛǘǳǘŜ ǘƘŜ ŘƻƴƻǊΩǎ 

Brawl or Melee for their own. 

¶ Whenever anything sudden happens or combat starts, a 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 occurs. They can also ǎǳōǎǘƛǘǳǘŜ ǘƘŜ ŘƻƴƻǊΩǎ Perception for 

their own. 

¶ A character with an additional leg has their base movement increased by 1. 

¶ A character with an additional organ has their number of health levels increased by 1. 

Conversely, lost members inflict the following penalties: 

¶ A character without an arm cannot perform actions using that arm. 

¶ A character with one eye or ear cannot use the Perception ability. If you lose both eyes your 

abilities are limited to your dots in Blindsight. 

¶ A character with one leg has their base movement reduced to 1. A character with no legs has 

their movement reduced to 0. 

¶ Each organ a character donates lowers their number of health levels by 1. 
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As a ritual action: spend 1 Blood Trait to activate Gestalt. All characters within line of sight of each 

other who simultaneously activate Gestalt, or who have one or more dots in Sanguinus and who 

spend 1 Blood Trait and 1 Willpower Trait gain the following benefits for the rest of the scene: 

¶ They may substitute the Mental Traits of any other character who activated Gestalt instead 

of their own. 

¶ They may transfer Willpower Traits to any other character that activated Gestalt without 

requiring an action.  

No action: whenever any character in the Gestalt is subject to a Mental effect, they may spend 

1 Blood Trait to have another character in the Gestalt suffer that effect instead of them.  

 

ωωωω ²![Y hC /!Lb9 

As a ritual action: spend 1 Blood Trait whilst you can see one or more willing Characters who knows 

one or more dots in Sanguinus and with whom you share a vinculum. For each other Character you 

increase your effective dots in the Generation background by 1 for the purposes of Dominate or 

other Disciplines only (do not re-calculate anything else based on your Generation)and raise your 

maximum Blood Pool by 2.  

If you do so, each Character lowers their dots in Generation by 1 for the purposes of Dominate or 

other Disciplines only and lowers their maximum Blood Pool by 2. Those Characters may also 

transfer any number of their Blood Traits to you and one of them may elect to exchange total 

Physical Traits with you. 

Walk of Caine lasts for one scene. You can only benefit from one use of Walk of Caine at a time. 

 

ωωωωω /h!D¦[!¢95 9b¢L¢¸ 

As a ritual action: spend 3 Blood Traits to merge physically with one or more adjacent willing 

Characters who spend 1 Blood Trait and who know one or more dots in Sanguinus and 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 the Coagulated Entity cannot 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 this between 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. 

 

ω 9¸9{ hC ¢I9 {9wt9b¢ 

As a Social action: spend 1 Blood Trait and make a Social Challenge (Subterfuge, Conscience, 

Conviction) against a 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. The character can defend themselves normally 

and if they are attacked or take damage then Eyes of the Serpent ends immediately. 

 

ωω ¢hbD¦9 hC ¢I9 !{t 

No action: spend 1 Blood Trait and 1 Willpower Trait to extend a long, hollow, forked tongue from 

your mouth which lasts until the end of the scene or until you chose to end this power. 

Your brawl attacks with Tongue of the Asp strike for one level of aggravated damage instead of one 

level of lethal damage; instead of dealing damage you can drink 1 Blood Trait from your opponent 

who is affected by the kiss if mortal.  

Whilst Tongue of the Asp ƛǎ ŀŎǘƛǾŜ ȅƻǳ Ŏŀƴ ΨǎŜŜΩ ōȅ ǎensing vibrations in the air and are not affected 

by any form of normal darkness. You may substitute your dots in Subterfuge for Blindfight. 

 

ωωω {YLb hC ¢I9 !559w 

As a Physical action: spend 1 Blood Trait to transform into a squamous version of your current form 

(including already squamous forms such as Form of the Cobra) until dawn or until you choose to end 

the transformation without requiring an action.  

Assuming your base form was human; you still have limbs and can use weapons. Your distended jaw 

allows you to drink 2 Blood Traits with bite attacks or Tongue of the Asp.  

No action: whenever you take aggravated damage from a source other than fire or sunlight you can 

spend one or more Blood Traits, each trait spent converts one level of aggravated damage to one 

level of lethal damage. You cannot use Resilience or Imperviousness to reduce this damage further. 
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ωωωω Chwa hC ¢I9 /h.w! 

As a Physical action: spend 1 Blood Trait to transform into a human-sized 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 lasts. The transformation lasts until dawn or until you 

choose to end it without requiring an action.  

In snake form you can bite (using Brawl) 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: spend 1 Blood Trait if you bite a mortal. Poison from your bite to inflicts seven levels of 

aggravated damage instead of the damage you would do normally. This bite leaves no obvious 

wounds and resulting deaths are likely to be diagnosed as heart failure. 

 

ωωωωω I9!w¢ hC 5!wYb9{{ 

As a ritual action: you 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.  

Characters without a heart are immune to staking and can pick one Frenzy Trigger which they no 

longer have whilst their 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 with a pencil and can put you to final death by dealing a single level of 

aggravated damage to the heart.  

As a ritual action: with the correct heart you can reverse Heart of Darkness ŀƴŘ ǊŜǘǳǊƴ ŀ ŎƘŀǊŀŎǘŜǊΩǎ 

heart to their body. 

 

ωωωωω ω !{t9/¢ hC ¢I9 Dh5 

As a Physical action: spend 1 Blood Trait and 1 Willpower Trait to enhance yourself with one of the 

five divine aspects of Set. Your body does not change significantly, however you gain distinguishing 

features appropriate to the aspect you have chosen and red hair marking you as favoured of Set. The 

transformation lasts until dawn or until you choose to end it without requiring an action.  

No action: spend 1 Blood Trait to transform into a different divine aspect of set without ending 

Aspect of the God. 

Pick one of the following aspects: 
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¶ Set the King ς You become regal and imposing and can call for a Willpower re-test on any 

challenges re-testing on Intimidation or Leadership (even if you do not have the ability) 

without needing to spend a Willpower Trait. 

¶ Set the Warrior ς You become tall and muscular gaining three additional health levels. You 

can substitute your dots in Subterfuge for the Brawl or Melee abilities and use your Social 

Traits in place of your Physical Traits. 

¶ Master of Storms ς Your clothes and (red) hair whip to and fro as if buffeted by strong wind; 

you can substitute your dots in Subterfuge for the Dodge ability. No action: spend 1 Blood 

Trait, for the rest of the turn ranged attacks you make using Athletics, Archery or Firearms 

are guided by storm winds, have unlimited range and strike for +1 level of damage. 

¶ Lord of All Outside Egypt ς You perfectly blend in as a native 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 dots in Subterfuge for the Streetwise and 

Bureaucracy abilities. Disciplines and powers such as Aura Perception cannot detect when 

you are lying, unless the character using that power has equal or higher dots in it than your 

Serpentis. 

¶ Ruler of the Desert ς Your skin flushes in a similar manner to Blush of Health, your heart 

resumes beating and your skin becomes tanned and weather-beaten. Your aura appears 

mortal when viewed by powers such as Aura Perception. Additionally you are immune to all 

poisons including those created by Disciplines such as Quietus unless the character poisoning 

you has equal or greater dots in that Discipline than your Serpentis. 

 

ωωωωω ω BREATHE THE SANDSTORM 

As a Physical action: spend 3 Blood Traits to 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 your dots in Serpentis are hit by the full force of the 

sandstorm and take three levels of aggravated damage unless they have dots in the Dodge ability 

equal to or greater than your Subterfuge.  

 

ωωωωω ω h.{9{{Lhb 

As a Social action: spend 1 Blood Trait and make a Social Challenge (Subterfuge, Conscience, 

Conviction) against one character whom you are talking to about a specific experience, object or 

category or objects. 

If you win, provided that it is 21:00 or earlier, without knowing why, the character will want to 

possess or experience the subject 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 character which 

cannot be directed or avoided by spending Self-Control, Instinct or 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 down. Obsession lasts 

for a number of games or downtime periods equal to your dots in Serpentis. 

ωωωωω ω htIL5L!b LbC9{¢!¢Lhb 

As a Physical action: spend 1 Willpower Trait and touch an opponent, which may require a Physical 

Challenge (brawl, dodge) if the target is unwilling.  

On a success, the opponent takes no damage, but is mystically marked and starts experiencing an 

odd squirming feeling within their innards. 

As a Social action: At any point until sunrise, you may trigger the mark regardless of distance or line 

of sight to the opponent. Spend any number of Blood Traits to a maximum of your dots in Serpentis 

and make a Social Challenge (Subterfugeύ ŀƎŀƛƴǎǘ ȅƻǳǊ ƻǇǇƻƴŜƴǘΩǎ tƘȅǎƛŎŀƭ traits (Subterfuge, 

Conscience, Conviction). 

If you win, the marked character loses 1 Blood Trait and takes 2 levels of Aggravated Damage for 

each Blood Trait you spent as you transmute their blood into poisonous snakes. A character killed by 

Ophidian Infestation ruptures into a swarm of bloody snakes under your unspoken control.  

The swarm is treated as one creature with health levels equal to the Blood Traits lost by the 

character killed by Ophidian Infestation. The swarm has a base movement of three paces and is 

immune to Social, Mental and Beast Challenges. It has no Blood or Willpower Traits and has Physical 

Traits equal to its health levels. As its Physical action the swarm can sacrifice up to two health levels 

to automatically deal two levels of aggravated damage to one character within brawling distance. 

 

ωωωωω ω tIh.L! 

As a Social action: spend 1 Blood Trait and make a Social Challenge (Subterfuge, Conscience, 

Conviction) against one character whom you are talking to about a specific experience, 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 effects of Phobia, the most recent 

use of the 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 dots in Serpentis. 

 

ωωωωω ω ¢¸tIhbL/ .9!{¢ 

As a Physical action: spend 3 Blood Traits to 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 

equipment while the transformation lasts. The transformation lasts until dawn or until you choose to 

end it without requiring an action.  
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In Typhonic form you may choose to modify your Physical Traits to be equal to your Social Traits, 

your brawling attacks strike for +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 more Blood Traits, each trait spent converts one level of aggravated damage to one 

level of lethal damage. You cannot use Resilience or Imperviousness to reduce this damage further. 
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SPIRITUS 

Every rock and tree and mountain has a life, has a spirit, has a name. 

 

ω SPEAK WITH SPIRIT 

No action: spend 1 Blood Trait to activate Speak with Spirit. For the rest of the scene you can smell 

the presence of spirits in the near-Umbra, judging their approximate power and distance. You can 

identify animal spirits with accuracy and can communicate with them through telepathic visions and 

empathic sensations. This communication is two-ǿŀȅ ŀƴŘ ƴŜŜŘ ƴƻǘ ƘŀǾŜ ǘƘŜ ǎǇƛǊƛǘΩǎ ŎƻƴǎŜƴǘΣ 

however spirits are not compelled to obey you or even necessarily like you. 

 

ωω SUMMON SPIRIT BEASTS 

As a Beast action: spend 1 Blood Trait to 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 Domain-sized area around you in the real world. If you summon 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 using Speak with Spirit, which it will obey unless 

the request goes against the nature of that spirit. Spirits exist in the near-Umbra, can see the real 

world, but generally cannot be seen back without special powers. Spirits can generally do one of the 

following: 

¶ Observe an area within a domain-sized area and report back when a condition is met. 

¶ Remain with you for a scene using their supernatural insight to aid your own perceptions; 

you may substitute your dots in Cosmology for Animal Ken, Awareness, Empathy, 

Investigation, Spirit Lore or Subterfuge. 

¶ Possess an object, bestowing it with a single one-trait property for one scene beyond any 

properties it previously had. 

 

ωωω ASPECT OF THE BEAST 

No action: spend 1 Blood Trait to become possessed by an animal spirit of your choice granting you 

one of the following benefits for the rest of the night, or until you activate Aspect of the Beast again: 

¶ CŀƭŎƻƴΩǎ 9ȅŜ ς You can substitute your dots in Cosmology for Investigation and you can see 

anything you have a clear line to within a City-sized area around you with great clarity. 

¶ Sounds of the Cricket ς You can choose to emit an annoying grating sound whenever you 

wish. Cainites subjected to this noise for a number of turns equal to their dots in Instinct or 

Self-Control enter rage frenzy with you as the target. 
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¶ Swiftness of the Stag ς you can substitute your dots in Cosmology for Dodge and your base 

movement rate increases by a number of paces equal to your dots in Spiritus. 

¶ Strength of the Bear ς you can substitute your dots in Cosmology for Brawl and you can end 

Aspect of the Beast to call for a Blood re-test on a Physical Challenge without needing to 

spend a Blood Trait. 

¶ Ferocity of the Cougar ς you can substitute your dots in Cosmology for Courage and can end 

Aspect of the Beast to resist any fear frenzy, instead of spending a Willpower Trait. 

¶ .ŜŀǾŜǊΩǎ .ƛǘŜ ς you can use Cosmology to re-test bite attacks. You can end Aspect of the 

Beast whenever you bite a character to deal an additional level of damage with your bite. 

¶ {ŜǊǇŜƴǘΩǎ Venom ς you can use Cosmology to re-test bite attacks. You can end Aspect of the 

Beast whenever you bite a character to inject that character with venom that deals seven 

levels of aggravated damage to mortals. 

¶ /ƘŀƳŜƭŜƻƴΩǎ /ƻƭƻǳǊǎ ς You can substitute your dots in Cosmology for 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 manner to Unseen Presence, this can be pierced by Auspex (see 

Heightened Senses) as if you had Obfuscate equal to your dots in Spiritus.  

¶ Leapfrog ς You can substitute your dots in Cosmology for Athletics, you can end Aspect of 

the Beast to make a mighty leap instead of moving. Your maximum leap distance is a 

number of paces equal to twice your dots in Spiritus and you may leap over a man-sized 

target.  

¶ Ears of the Hare ς You can substitute your dots in Cosmology for Awareness, you have acute 

hearing and whenever a combat starts you can end Aspect of the Beast to move three paces 

or shout three words before combat starts. 

¶ Nose of the Hound ς You can substitute your dots in Cosmology for Survival and you have 

acute senses that allow you to track a target that has passed through the area a maximum 

number of days ago equal to your dots in Spiritus (optionally modified by weather 

conditions). As a Mental action: spend 1 Blood Trait to track a target from their spoor. Make 

a Mental Challenge (Survival) against a characterΩǎ aŜƴǘŀƭ ¢Ǌŀƛǘǎ όStealth).If you win, you can 

track the target for one scene unless their dots in Obfuscate are higher than your Spiritus. If 

you fail you cannot find any tracks, but either way Aspect of the Beast ends once you have 

found your quarry or lost their trail. 

¶ Squirrel Balance ς you can substitute your dots in Cosmology for Athletics, you can balance 

effortlessly on any object that can support your weight and can end Aspect of the Beast to 

take no damage from falling. 

 

ωωωω ENGLING FURY 

As a Ritual action: you may entirely consume the soul of one animal spirit in the near-Umbra, such 

as those summoned with Summon Spirit Beasts to restore 1 Willpower Trait. Using Engling Fury 

lends strength to your beast and counts as a level 1 sin on any Path (even if such an act fits with your 

/ƘŀǊŀŎǘŜǊΩǎ ŜǘƘƛŎǎύΦ 
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ωωωωω THE WILDEBEEST 

As a Beast action: spend 3 Blood Traits to transform yourself into a feral, semi cat-like version of 

yourself. Your 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 until you choose to turn back which requires no action.  

Your Social Traits become 3. You may choose to modify your Physical Traits to be equal to your Beast 

Traits, your brawling attacks strike for +1 level of damage and you gain 3 extra health levels. You also 

possess keen senses that allow you to attempt to pierce Obfuscate. 

As a Mental action: you may spend 1 Blood Trait to make a Beast Challenge (Cosmology) against a 

ŎƘŀǊŀŎǘŜǊΩǎ aŜƴǘŀƭ ¢Ǌŀƛǘǎ όStealth).  

If you win, the power in question is ended unless their dots in Obfuscate are higher than your dots in 

Spiritus. 

 

ωωωωω ω {tLwLT FORM 

No action: spend 2 Blood Traits and announce that you have transformed into a ghostly, glowing 

animal. For the rest of the scene you can see fully and target spirits or other characters in the near-

Umbra with any powers, abilities or attacks. They can target you in the same way. Additionally you 

can fly at your normal movement speed. 

As a Beast action: Spend and 1 Willpower Trait whilst you are in Spirit Form. At the end of the turn 

you are transported into the near-Umbra along with any clothing or equipment you are carrying.  

As a Beast action: whilst you are in the near-Umbra to transport yourself instantly into a 

coterminous area of the real world along with any clothing or equipment you are carrying that 

originated in the real world. 
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TEMPORIS 

Allows time travel plots to occur. 

 

ω ¢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 Time Magic or the activation of Celerity within a building-sized area around you. 

You are aware of the distance and direction of such powers and know instinctively how they work. 

 

ωω w!a.[9 hb 

As a Mental action: spend 1 Blood Trait (as an action) and make a Mental Challenge (Occult, Self-

Control, Instinct) against a single character.  

LŦ ȅƻǳ ǿƛƴΣ ǘƘŜ ŎƘŀǊŀŎǘŜǊΩǎ next action must be the same as the last one they took before or during 

the activation of Ramble On. Their next movement must also be the same as their last movement. If 

either of these things are impossible, that character must simply skip their next action or movement. 

 

ωωω ½ha.L9Ω{ /¦w{9 

As a Mental action: spend 1 Willpower Trait and make a Mental Challenge (Occult, Self-Control, 

Instinct) against a single character.  

If you win, that character is slowed in time for the rest of the scene. Slowed characters have a base 

movement of one pace, cannot activate Celerity and cannot call for ability re-tests on challenges.  

If a slowed character has dots in Celerity equal to or greater than your Temporis they can, as their 

Physical action, spend 1 Blood Trait to instantly end ½ƻƳōƛŜΩǎ /ǳǊǎŜ. 
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ωωωω Cwh½9b h.W9/¢ 

No action: Spend 1 Blood Trait to freeze in time one object (or group 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 action: spend 1 Blood Trait to use Frozen Object on any attended object that you can 

ǎŜŜ ƻǘƘŜǊ ǘƘŀƴ ŀ ŎƘŀǊŀŎǘŜǊΩǎ ŎƭƻǘƘƛƴƎΦ aŀƪŜ ŀ aŜƴǘŀƭ /ƘŀƭƭŜƴƎŜ όOccult, Self-Control, Instinct) against 

all characters in contact with the object.  

If you win on all challenges, the object is frozen in time. 

Objects frozen in time keep any energy or momentum but appear still and hover in place (fires 

appear not on fire and do not trigger Frenzy). Frozen objects cannot be moved in any way for the 

rest of the scene, or until you choose to un-freeze themΣ ǿƘƛŎƘ ŘƻŜǎƴΩǘ ǊŜǉǳire an action. You may 

also permit objects to re-enter normal time whenever another character next touches them.  

 

ωωωωω /[h¢IhΩ{ DLC¢ 

No action: spend 1 Blood Trait to accelerate time so that you can activate a single target attack or 

Discipline against two characters. You may instead choose to activate two different single target 

Disciplines simultaneously against two separate characters using the same action who are valid 

targets for their respective powers. In this case this action occurs at the slowest of the two Challenge 

speeds if these are different and you must pay the activation cost for the second Discipline.  

No action: if you win-rock-paper scissors on a Challenge outright you may spend 1 Blood Trait to 

apply the effects of the power twice, double the duration of the effect or apply the effects of 

another single-target 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 power. You may use this use of ClothƻΩǎ 

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 as /ƭƻǘƘƻΩǎ DƛŦǘ take one level of 

lethal damage as you are clawed at by unseen things that lurk in the corners of your vision. If you 

attempt to use any of the powers of Celerity, Dual Thought, Black Metamorphosis or similar powers 

that allow attacks against multiple characters or multiple strikes on one target at the same time as 

/ƭƻǘƘƻΩǎ DƛŦǘ you are removed from reality by these unseen forces at the end of any round in which 

you do so. 

 

ωωωωω ω /OWALKER 

No action: when a power or attack is declared against you, spend 1 Willpower Trait to step outside 

of time and automatically defend against that power or attack unless your opponent has Celerity or 

Auspex equal to or greater than your dots in Temporis.  
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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 you may elect to remain in the alternate dimension in 

which case unseen beings lurking at the corner of your vision strike you for one level of lethal 

damage. Otherwise you return to the normal timeline. In the round you reappear, extra preparation 

time allows you to automatically succeed on one Mental or Physical Challenge you make (although 

this may be re-tested normally).  

 

ωωωωω ωω I![[ hC I!59{Ω /h¦w¢ 

As a Ritual action: you may spend 1 Willpower Trait to compress ǘƛƳŜ ǎƻ ǘƘŀǘ ŀƴƻǘƘŜǊ ǎŎŜƴŜΩǎ ǿƻǊǘƘ 

of time can now pass without the first scene ending. This affect applies to anyone in a room-sized 

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 Mental action: spend 1 Willpower Trait to transport everyone in a room-sized area around you 

to the start of the following evening. Characters other than you or any character with Time Sense are 

refreshed by this process and regain 1 Willpower Trait if this is the first time that they have 

benefitted from Iŀƭƭ ƻŦ IŀŘŜǎΩ /ƻǳǊǘ this night, which it is by definition. Characters with Time Sense 

instead feel a sense of repetition and deja-vu from this process and count any night they start due to 

Iŀƭƭ ƻŦ IŀŘŜǎΩ /ƻǳǊǘ as an extension of the previous night.  
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THANATOSIS 

Names are for tombstones, baby... 

 

ω I!DΩ{ ²wLbY[9{ 

No action: spend 1 Blood Trait to 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 a Physical action: spend 1 Blood Trait to hide any armour you are wearing or any object you 

could fit into a large pocket in a pouch of your flesh. The item is hidden until you choose to retrieve 

the item without requiring an action. Once per scene a character can use their Physical action to 

make a Mental Challenge (Investigation) against your Physical Traits (Thanatology).  

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 from your flesh by dealing you at least one level of damage. 

 

ωω PUTREFACTION 

As a Physical action: spend 1 Blood Trait and make a Physical Challenge (Thanatology, Dodge) to 

touch a character within melee range. 

If you win, that character starts to physically decay whenever they exert themselves for the rest of 

the scene. Whenever that character participates in rock-paper-scissors, they lose one Physical Trait 

and one Social Trait (including one for each re-test) after the Challenge is resolved, regardless of the 

outcome. 

Characters reduced to 0 traits must relent on all Challenges in that category. Cainites can heal lost 

traits by expending Blood Traits on a two traits-for-one Blood basis. 

 

ωωω ASHES TO ASHES 

As a Physical action: spend 2 Blood Traits to transform into pile of ashes. The transformation lasts 

until sunrise or until you chose to turn back without requiring an action.  

Whilst Ashes to Ashes is active, you cannot physically interact with your surroundings, speak or 

move, but you are immune to damage including fire or sunlight and can perceive the area around 

you. If you are deliberately spread over a wide area, you may choose where to re-form anywhere 

you were spread to, however you take a single level of lethal damage and may be missing the odd 

fingeǊ ƻǊ ƴƻǎŜ ƛŦ ȅƻǳ ǿŜǊŜƴΩǘ ŀƭǊŜŀŘȅΦ While in this form you cannot activate Disciplines other than 

Fortitude. 
































































































































































































































































































































































































































































