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THE TRADITIONS OF THE CAMARILLA
I. THE MASQUERADE
Secrecy is required of all Kindred concerning your true nature. Thou shall not reveal thy nature to those not of the Blood. Doing so shall renounce thy claims of Blood. 
II. DOMAIN
The Prince of each domain holds claim over it, and their judgement upon disputes and any matter relating to the Six Traditions must be accepted by all who reside within the city. The Prince may grant and revoke regency over any tract of land therein, limiting or opening feeding grounds as desired.   

III. THE PROGENY
Thou shall sire another or bring into the Blood a ghoul only with the permission of your Prince. If thou creates a childe without thine elder’s leave, both thee and thy progeny shall be called to judgment.    

IV. THE ACCOUNTING
Those thou create are thine own Childer. Until thy progeny are educated, released and presented formally before your Prince, thou shall command them in all things. Their sins are thine own to endure. 

V. HOSPITALITY
Honor one another's domain. When thou comest to a foreign city, thou shall present thyself to the one who ruleth there. Without the word of acceptance, thou are nothing, Autarkis, and beyond the protection of the Camarilla.

VI. DESTRUCTION
Thou art forbidden to destroy another of thy kind, and condemned by any act of diablerie. The right of destruction belongs only to your Prince.  The Blood Hunt may be called upon any who break these traditions.  
Elysium gatherings will be held every two weeks, on Wednesday night, from 6:00-10 at Mojo’s, beneath the green awning, around the corner from the Clubs and Socs, near Liquor Land.  

Next games:

November 
7

Opening Night!

November
21

December 
5

December 
19

January 

9

January 
23

7 Cardinal Virtues

Faith
You know there is more to life than tragedy and chaos, a greater design.  Everything plays it part in the grand design.


Hope
You nurture the belief that evil cannot win in the end and encourage others to feel some glimmer of Hope when all seems lost.

Charity
Helping others is a noble service, and you give of your time, possessions and energy.  We all need a helping hand from time to time.

Temperance
Moderation in all things is the safest path, resist temptation and extremes.

Prudence
Guided by integrity and a personal set of principles, you think before you act, weighing options and ideas before rushing in.

Justice
You obey a set of codified tenets and strive to ensure that the right thing is done.  Those who break the laws and traditions should be punished.

Fortitude
You have utmost faith in the strength of your own ideas and cannot be swayed by others who attempt to side-track you.

7 Deadly Sins

Pride
Your own wants are more important than the needs of others, you deserve to forge your own destiny and command respect.

Greed
You want it all, and you want it now.  Some is not enough, you want to have more than the others, to gloat and revel in your possessions.

Envy
You like to see others crushed, especially those who think they’re better than you, you know, the ones with all the beauty, money and power.  You deserve more!

Wrath
You anger and rage are not easily contained, and your are prone to destructive acts.

Sloth
Why work when you can convince others to do it for you?  Some call you lazy, you know you’re smart.  If they want it done so badly, let them do it!

Lust
You will have your passions satisfied, no matter who is harmed in the process.  Passions are fleeting though, and you jump from one indulgence to the next.

Gluttony
Go big or go home.  You are an extreme personality, excessive in some ways.  From over-eating to alcoholism, maxing out your credit cards to spending hours at a time in chat rooms, feed your hunger….

Blood

- Each night when you awaken you are down 1 Blood trait.  

- A typical adult has 9 blood traits, 4 of which can be consumed without serious damage.

- You may use your blood, also called Vitae, for a number of purposes, but remember, if you run out you risk a blood frenzy (where you crazily consume anything you can get).

- Feeding from drunks gives a buzz to the kindred drinker, as does feeding from a drug user.

- Drinking from another kindred can be dangerous as three tastes on tree different occasions will create a Blood Bond (an emotional addiction like love only far more twisted).

Using Blood


Spend 1 point of Blood to do any of the following (these do not count as actions during combat, and can be done instantaneously).  You are limited though by your generation as to how much blood you may spend each round.

· Heal a level of normal damage.

· Give yourself and extra Physical trait, which lasts until the end of the scene/combat.

· Many discipline effects cost 1 Blood to invoke.

Spending 2 points of Blood can:

· Make your skin blush, heart beat, and allow you to pass for a normal human for up to an hour.

· Create a Ghoul or Sire a Childe.

Spending 3 points of Blood can:

· Heal one Aggravated wound.  This also takes one day of rest for each wound healed.

Using Willpower


Spend a point of Willpower to produce any of the below effects.  Once spent, Willpower can only return through playing up your Virtue and Vice (at the Storyteller’s discretion based on your actions in game and downtime note).  Willpower returns at a Maximum of one trait per evening.

· Return any and all lost or expended Physical, Social or Mental traits.

· Avoid a Frenzy due to rage, blood or fire.

· Ignore all Wound penalties for a scene/combat.

· Suppress a derangement (temporarily for Malkavians)

· Immediately win any Mental or Social Challenge, before or after the challenge has been played.  Your opponent may counter by spending a Willpower to negate yours.  You may spend a second to reassert the win, but so may they to counter yours.

Humanity


We assume each night that the sun goes down at exactly 18:00.  This is a relative scale, descending through virtuous to aberrant then diabolic.
10
You awaken at 17:30, and are known for virtue.  You will not break the laws (mortal or kindred), even if doing so could help you.  Pious Nuns, honourable police officers, vegans, and true humanitarians have Humanity 10.

9
You awaken at 17:45 and are quite humane in character.  You’re an upstanding, ethical, law-abiding person, essentially adhering to a strict moral code.  An it harm none type thing.  Good teachers, kind Samaritans, caring doctors have Humanity 9.

8
You awaken at 18:00 and are better than average in following an honourable lifestyle.  Respectable bankers, dutiful clerks, and committed counselors have Humanity 8.    

7
You awaken at 18:10 and live a decent lifestyle, avoiding crime but not really caring too much about the law.  Hard-working students, Easter and Xmas Christians, and the average good person in the street has a Humanity of 7.

6
You awaken at 18:20 and have a slight edge about you.  Petty laws such as prohibiting drug-use and theft mean little to you, but you’re no monster.  Football hooligans, stressed-out day-care workers, and one night stands have Humanity 6.

5
You awaken at 18:30 and cause children some discomfort just by your presence.  You don’t really follow society’s laws but try not to break them either (for fear of punishment).  You don’t care about religious salvation or humane philosophy and feel most others are too uptight.  Petty criminals, cranky spinsters, and mean street-kids have humanity 5. 

4
You awaken at 18:40 and have an aura of menace about you, causing children to fear you even if you’re being nice.  You enjoy letting go, and if that means a few people end up dead, so be it.  You laugh at human and religious laws, but still obey most of the Traditions of the Camarilla for fear of destruction if you don’t.  Mafioso goons, gang-members, and creepy morticians have Humanity 4. 

3
You awaken at 18:50 and cause children to cry and act out if in your presence.   You care nothing about human codes and murder is more about how than why not?  High class criminals, pimps, and weapons’ dealers have Humanity 2. 

2
You awaken at 19:00 and cause small children to flee if present.  You enjoy animal-testing, violence, and mayhem.  Mad-doctors, dog-fight promoters and necrophilics have Humanity 2. 

1
You awaken at 19:10 and are monstrous in personality, causing innocence to scream and escape if confronted by you.  You have no qualms starting global wars, enslaving people, cannibalism, or kiddie-porn.  You are a menace to your society.  Serial killers, terrorists and some American presidents have Humanity 1.  

0
You have lost yourself to the Beast.  Surrender your character and create a new one.

Signs and Gestures used during the Game

Language
Make an L with your hand.
 This means you’re speaking in a different tongue, tell those nearby to ignore what you are saying (unless they share your language).

Stealthed
Cross your arms over you chest, try to crouch behind something and do not move.  Most people will ignore you.

Obfuscated
Cross both arms over your chest and place your hands on your shoulders.  You are invisible, and others cannot see you (unless they activate their Auspex at equal or higher level and defeat you in a Mental challenge).  You cannot open doors or interact with the physical world, though people will not walk into you, moving naturally around you (providing there is space).

In the Umbra
Place your hands back to back t the level of your chest.  You are now a spirit and only those with Necromancy or other odd powers may detect you. You can pass through solid barriers.

Masked
Hold one hand up to you chin as though gripping a heater mask.  This means you have altered your features and you should tell people who they see.

Heightened Hearing
Cup your ear with one hand and move up to ten paces away pointing to where your character should be standing.  This represents your eavesdropping ability.

Telepathy
Place a thumb on your temple and point your hand at the person you’re talking to.  This communication is silent (though other characters with Telepathy may try to listen in via a Mental challenge).

Majesty
Thrust your arms out to your side and stand tall.  Others should feel your commanding presence and respond accordingly.

Out of Character
Cover your heart with one hand, often used to ask a rules clarification or leave a scene and go to the washroom out of character.  

The Status Game

Status can be added to your Social traits on all Social challenges. Those with 0 Status are not protected by the Camarilla and only the Prince (or Seneschal) may give or remove the first point of status upon presentation (according to the Tradition of Hospitality).

Others may ignore your Status at will (and you cannot then add them to your Social traits).

If someone ignores your Status or disrespects you and they are lower in the Status game, they or another close by must expend an Etiquette ability or you have grounds to approach the Harpy and lodge a complaint.

Boons

The Harpy is in charge of the kindred boon system.  If somebody does you an official favour they may owe you a boon, pending on your agreements.  There are three types of boons, Minor, Major, and Life.

Minor Boons are for helping gain an influence, doing some quick research or providing basic assistance by using your own influences in the city.

Major Boons involve teaching another kindred an out of clan discipline, saving the life of a retainer or influence, or any other major favour you can provide, crucial information, silencing a blackmailer, sharing your hunting ground or haven, etc.  

Life Boons are for when another kindred saves your life, and you in turn owe them a life.  They may have pulled you from a burning building, protected you from a Sabbat assault, or even covered up your Breech of the Masquerade.

All boons should be formally announced to the Harpy, and recorded for posterity.  If you ask something of one who owes you and they are slow or disregard your request, you may appeal to the Harpy who has the ability to strip one permanent status from any kindred caught up in a major scandal (including backing out of a boon).  The Harpy can reinstate this status if the matter is remedied to his satisfaction. 

Roles in the Camarilla

Prince

Gains 3 Status.
Can give and remove up to 3 permanent Status

an evening.  Her word is law in the domain, and she can overrule the Primogen on any matter (though risks angering the clans if she disregards her council).  She may call a Blood Hunt on enemies of the city, allowing anybody to destroy the criminal in return for status.  Can grant or remove hunting grounds and institute new laws as she sees fit. 

Seneschal
Gains 2 Status

Second in command, speaks for the Prince when 
she is absent, oversees hunting grounds, havens, and much of the night to night business of the domain. All the powers of the Prince, though may be replaced at her whim.  Can grant and remove up to 2 Status traits an evening.

Primogen
Gains 1 Status

Speaker for their clan, a vote on the Prince’s

council, and in charge of all internal clan business. Can give and remove 1 status trait an evening to any member of their clan with less current status than the Primogen. 

Sheriff

Gains 2 Status

May detain for questioning any kindred or 

ghoul and has the privilege of ignoring the Traditions when in dire need of protecting the Camarilla from threats both internal and from without.  Serves as the Prince’s justice and executioner.  May give 1 status by deputizing a single ally.

Keeper of
Gains 1 Status 
In charge of protecting the sacred vows of non-

Elysium
violent Elysium and can remove 1 status from any who frenzies at, attacks another, or vandalizes an Elysium.  May check for weapons on her discretion and force another to surrender arms or risk her disfavour. May reward a kindred with 1 Status for protecting Elysium, or calming a volatile situation.

Harpy

Gains 2 Status

Oversees Boons and gossip in the city.  May 

remove 1 status from any who ignore status, back out of a boon or are involved in a major scandal, possibly transferring that point of status to the Harpy’s informant.
Generation

Maximum

Maximum 
Blood

Willpower




Attributes

Abilities

14


9


2

9/1

1/5

13


10


2

10/1

2/6

12


10


3

11/1

2/8

11


11


3

12/1

3/9

10


12


4

13/1

3/10

9


13


5

14/2

3/10

8


14


5

15/3

4/12

Generation is how far removed you are from Caine, the higher the number, the more dilute your blood.
Maximum attributes are those for Physical, Social and Mental.  This is the number of adjectives you may have under any category.

Maximum Abilitiles means you can possess a particular ability more than once, for example Brawl, Brawl, Brawl, meaning you’re really good at fighting.

Blood pool (how much vitae is in your body), is determined by the first number.  The second number indicates how much blood you may spend each round (to fuel disciplines, heal, etc).

The first number under Willpower is your starting value, the second number represents your maximum capacity.  

Spending XP




Cost

Attributes 

4-7 – One/point, 
8-9 – 2/point, 

10 and above - 3/point

Abilities 

1 each

Backgrounds 

Gained only through Role-playing

Influence 

Gained only through Role-playing

Disciplines 

Basic (first and second power) – 3




Intermediate (third and fourth) – 6




Advanced (fifth) – 9




Add one extra XP for out of Clan disciplines.  You also need a teacher!

Willpower

3 per point
Downtime Notes
In between games you will have a week to complete your Downtime Note.  This is a list/summary of your character’s actions in between games.  You may deliver your notes to the envelope behind the counter at Nexus by 6 o’clock, the Thursday after game or send them directly to the storyteller via email at kristobaal@hotmail.com.  Notes will be read and answered by the Storyteller.

Each game evening, your mail will be available and you may go into character as soon as you have retrieved and processed your updates.

How to write a downtime note? 

Major Actions x2, Influence Actions, Minor Actions

Each note you may perform two Major actions, spending 10 hours or so on each.  Are you learning a new discipline, spying on somebody, trying to recruit new influence, performing some major task for the Sheriff or Prince, investigating an area, redesigning your haven, creating/repairing something grand?  Be creative and try to be descriptive – how are you recruiting that banker, by bribing her, blackmail, threats, seduction?

Influence actions are just that, you’re asking your allies and Influence to do something for you.  Your friends in the Media may censor or include a story, your Police Sergeant could slip you some inside details about that grizzly murder in the paper, and your Underworld contact may finally have that AK47 you’ve been longing for.   

You may also perform a few Minor actions such as calling a contact, buying something locally, visiting your herd, doing a quick internet search on topic, etc.  Minor actions take an hour or two to complete.

A Sample Downtime Note:

Name: Anthony Hull

Clan: Ventrue

	Major I:  I want to spy on the Toreador Primogen.  Where does he go at nights, can I follow him to his haven?  If he sees me I’ll approach him and feign interest and friendship, apologizing for spying.  I’ll even offer to do something for him if he’ll overlook my faux pas.  If I’m not caught, I’d like to discover what I can about his Herd and Haven (all the better for my plot to take him down and show him the sunrise one day….)

 

	Major II:  It’s time I boosted my Church Influence.  I’ll visit my nun friend, Sister Mary Esther and ask her to put me in contact with her Mother Superior.  I’ll take a bottle of wine and some white roses to my meeting and try to seduce the old woman, playing on her no doubt suppressed sexuality.  I’ll use Awe and Entrancement to make a good impression, and promise to visit her again.  Mid-week, I’ll send her chocolates.  Hopefully seduction works on the old woman, if not I’ll try another tactic next note, and she’ll regret she spurned me!  



	Influence:

Church (2)  I’ll have the Nun, Sister Mary Esther put me in contact with her Mother Superior.  I also want her to take some money from the tithing box and leave it in an envelope marked “MM” at the rear of the church.  If she refuses me, I’ll threaten to expose her drug habit.

My other Church Influence is the Revered Moon.  I’ll ask him to make contact with Jeremy Smith, a lawyer (and an Influence belonging to the Toreador Primogen).  Have Moon scare Smith a little with a fire and brimstone speech, and hint at the evils of serving Satan’s minions.  Tell the Lawyer it’s not too late to repent.  (It would be sweet to scare this influence away from the Toreador, and claim him for myself one night).

Street (1)  I promised some cash to my gang-member in the Mongrel Mob.  Have him visit the church and retrieve the tithing envelope.  Now maybe he’ll do as I asked last week and smash the windows at Velvet Burger (which I know belongs to a Malkavian who I’m trying to put out of business.  These kooks should not have a source of income, I want them dependant on us Ventrue!)



	Minors:  

- I want to buy a cask of fine New Zealand wine from the Saints’ Winery, sending a bottle to the mother superior and saving the rest for future use.

- I’ll call my Contact in City Hall and try to find out why the electricity was cut off for five days at my haven.  An accident or deliberate? 

- The newspaper ran a story about a triple murder in Waverley.  I’ll do a bit of searching and try to find out if kindred are in any way connected to the crime.  I know it would be easier if I had Police Influence, but still, what can I discover? 



Attributes:

	Physical Traits

Brawny

Brutal

Ferocious

Vigorous

Graceful

Lithe

Supple

Nimble

Agile

Dexterous

Quick

Energetic

Wiry

Enduring

Tough

Vicious

Robust

Resilient

Rugged

Stalwart

Steady

Tireless


	Social Traits

Alluring

Beguiling

Persuasive

Seductive

Flirtatious

Gorgeous

Magnetic

Ingratiating

Charming

Charismatic

Diplomatic

Dignified

Elegant

Eloquent

Friendly

Empathetic

Expressive

Congenial

Witty

Intimidating

Commanding


	Mental Traits

Alert

Attentive

Observant

Vigilant

Discerning

Intuitive

Insightful

Perceptive

Reflective

Rational

Logical

Dedicated

Determined

Clever

Cunning

Creative

Wily

Shrewd

Wise

Patient

Knowledgeable

Savvy



	Negative Physical Traits

Clumsy

Cowardly

Delicate

Decrepit

Docile

Flabby

Lame

Lethargic

Puny

Sickly


	Negative Social Traits

Bestial

Ugly

Callous

Vain

Condescending

Dull

Naïve

Obnoxious

Shy

Tactless

Untrustworthy

Bland 


	Negative Mental Traits

Forgetful

Gullible

Oblivious

Impatient

Ignorant

Violent

Submissive

Witless

Shortsighted

Predictable

Scattered


Negative Traits may be used against you in a challenge.  Your opponent may call out one negative trait appropriate to the current challenge (Physical, Social, or Mental).  If you have this negative trait, you suffer -1 to your attribute pool.  If you do not have this negative trait, your opponent suffers the -1 penalty.  In theory these may be used often.  In practice, they are mostly just role-played and disregarded.
Abilities:
Academics
You have studied at a university, or at least with a fine private tutor. You may retest on any Mental challenge and expend this ability.

Animal Ken
You are skilled at handling animals and can expend this ability to have a retest involving any fauna.
Athletics
You exercise regularly. Expend this ability to retest on any Physical challenge.



Awareness
You are rarely surprised and have 7 seconds instead of 3 to react.  You may declare you intended action after all other players and excepting those with Celerity, you move first. Expend on use.
Brawl
You have studied boxing, wrestling or a martial art and may retest in any unarmed combat challenge.  Expend this ability to gain +2 Physical traits in the challenge.
Computer
Whether a hacker or a designer, your skills on the keyboard are stupendous.  You receive a retest in all Computer related challenges by expending this ability.
Crafts
You can create some form of art or repair things with your hands - cooking, carpentry, clockwork, sculpture, tapestries, mechanics, blueprints, painting, etc. You can expend to have a retest to ensure the quality of your work.  
Dodge
You are skilled at ducking and evading others. You may automatically Dodge once each night on expending this ability.
Drive
You handle a class of vehicle with confidence and skill, expending to gain a retest to perform stunts or other feats such as tailing or evading.
Empathy
You may understand another’s behaviour and get people to trust you more easily. You can attempt to calm another with a Social challenge, or detect another’s emotional state through reading body language. Expend Empathy and win a Social challenge to determine if another if telling the truth.
Etiquette
You may expend Etiquette to put a positive spin on a negative comment or social faux pas, diminishing tension.  So long as you respect the status of others you can erase a minor social transgression. You may also expend an Etiquette trait to ignore another’s status for one Social challenge without fear of reprisal.
Expression
Words are your playthings and you can compose poetry, speeches, newspaper stories, essays, or even novels if you so devote yourself.  Each composition may have one emotional directive embedded in it, and you can sway your audience to anger or humor, sadness or fidelity based on the content of your piece.   Expend for a retest to ensure successful communication. 
Finance
Whether following the stock-market or investing wisely, you know the ins and outs of the commercial world.  You gain +250 dollars each week of spending money. 
Firearms
You know how to aim with deadly accuracy and can expend this ability to have a retest with all ranged weapons (including bows, guns and throwing knives). 
Intimidation
You know how best to threaten, intimidate, or blackmail others.  This includes simple torture, bullying, and bluffing. Win a Social Challenge against another to cow them into subservience for a scene (your target has a -1 on all other challenges against you during this time).  You may expend this ability for a retest at Intimidation.
Investigation
You can spot subtle clues about people, and are very observant.  Once each night you may expend this ability to discern another’s Vice or Virtue.  Investigation also helps with research and problem-solving.  

Larceny
You have a knack for something criminal, be it forgery, shop-lifting, breaking and entering, smuggling, fencing, pimping, or hot-wiring cars. You gain a retest related to successfully pulling off your chosen crime if you expend this ability.
Law
You know about civil/tax/and international law, and can compose yourself well in a courtroom.  You gain +1 Mental and +1 Social traits in all Judicial hearings on expending Law.
Leadership
Expend this ability to gain a Social retest against any who consider you a leader.  You are used to giving commands and being obeyed.  This can be used by Primogen on their clan-mates, sires on their childer, and those with higher status upon those with less.  Status may be ignored though, and the target must accept your use of Leadership (or risk angering you for insubordination).  

Linguistics

You are proficient in another language.
Medicine
You may bandage wounds, diagnose diseases, and help the healing process. You have a retest on all related challenges, from identifying medicinal herbs to accurately using a needle.  Expend this ability for a retest on any related challenge.
Performance
You can entertain others through singing, dancing, playing an instrument, or your fine oratory skills.  You gain +2 Social traits against every member of your audience who is impressed by your work.
Persuasion
If you engage in a private conversation with another, after about five minutes you may expend Persuasion to ask a point blank question or small favour and play a Social challenge.  If you win, your target must answer truthfully and not be angry with you.  Tie, and your target still answers truthfully but may resent you for tricking them into opening up.  Lose and your target knows you have tried to pry or coerce their behavior.
Politics
You know what goes on behind the scenes in city hall, the government or the local Elysia and can expend Politics to gain a retest on a Mental or a Social challenge to bribe, coerce, cut bureaucratic red-tape, or investigate those with political clout.  
Occult


You are interested and have some knowledge in the dark arts, be 
it Witchcraft, Demonology, Tarot, Kindred, Wraith, or Lupine lore.  You have a retest when dealing with your chosen field and can divine another’s Merits and Flaws through tea-reading, palmistry or dream interpretation if your target cooperates. You may also see something of the future and should consult the Storyteller for deeper insight.
Science
You are interested in why things work, and have a knack for the empirical process.  You enjoy conducting experiments within your chosen field (Chemistry, Psychology, Genetics, etc.) and can use reason and logic to solve most problems.  Expend for a Mental retest when applicable. 
Seduction
You are an effective manipulator of other people’s emotions.  seducing them to achieve what you want.  Win a Social challenge when flirting with another to earn their affection (for the rest of the evening, so long as you are friendly, you gain +2 Social traits against your admirer and they should treat you with some degree of lust).  Expend Seduction for a retest on the initial challenge.  Also, your target must prefer your gender - do not assume everybody is heterosexual.    
Security
You know how to secure a location or computer against Larceny or hacking.  Add 3 to the difficulty of all who would infiltrate your protected domain. Expend Security for a retest when trying to defeat the Security systems of another.
Stealth
You are good at sneaking around and keeping to the shadows, expending this ability for a retest on all attempts to evade notice. 
Streetwise
You are comfortable in streets of cities, and accustomed to dealing with the local crazies who wander about at night.  +2 Social traits in all interactions with gang-members, hooligans, drunks and street-walkers.  You can also navigate the city quite quickly and can expend this ability for a retest on all attempts to tail or evade another on foot.
Subterfuge
You are a gifted liar and can expend Subterfuge if another defeats you in any of the following challenges to convincingly lie (Empathy, Intimidation, Investigation, Performance, Persuasion, or Seduction).  You should play to their success and pretend you are genuine, but there is no lasting effect from their “win.”
Survival
You know how to survive in the wilderness, forage for food, and make a camp fire quickly.  You may expend Survival to gain a retest in any rural setting on a Mental or Physical challenge.
Theology
You are a devoted member of a given faith, or at least know the tenets of belief.  If you announce your faith and call upon your God(s), expend this ability for an instant retest on a Physical or Mental challenge.  Your prayers just might be answered! 
Weaponry
You know how to fight with a sword, knife, baseball bat or other handheld weapon and gain a Physical retest if you expend this trait.  Choose a particular weapon when you select this ability and receive a permanent +1 Physical trait when using your specialized weapon, be it a broken bottle or a cane, mace or razor.
Backgrounds:
Allies:
You have a close friend, relative or retainer, quite skilled in their profession whom you can call on for aid.  Be careful though, allies can get hurt, especially if your enemies link them to you!
Contacts:
You know some important names, and are owed a couple favours.  These are one time boons but are effective when you need an edge.  You may call on your contacts a second time, but should provide some incentives for helping you in the future.   Long-term contacts may become Allies. 
Fame:
You are well known within your field, your city, or even your country.  Most respect your Fame and will bow to your expertise, though envy can be ugly….
Generation
Your vitae is closer to Caine and you can use it to greater advantage than more distant kindred.

Haven
You have access to a secure location during the sunlit hours.  The size, opulence and security of your haven is based on this trait. 

Herd
You have cultivated a group who is receptive to your feeding, whether it be a local gang, scout troupe, or spa clientele.  The size of your herd is based on the rank of this trait and you hunt with greater ease and less danger.

Resources:
Your economic level is determined by this trait. Spending money indicates what’s in your wallet, though vehicles and possessions can be inferred by your relevant rank.  

0
Bankrupt, no income, a few plastic bags with your possessions.


1
Poor, you have $50 a week to spend. 


2
Middle Class, you have $100 a week to spend.

3
Upper Middle Class, you have $250 a week to spend.

4
Wealthy, you have $1000 a week to spend.

5
Rich, you have $5000 a week to spend. 
Mentor
You have a guide, teacher or other figure who has taken particular interest in your success.  You mentor can offer advice, protection, and more at a level of power based on its rank.
Status
You have some sway in the Camarilla either based on your own merit or that of your Sire.  With power comes responsibility though! 
Influence:
Bureaucracy
Civil Clerks, Power/Water Utilities, Telecom, Customs, Road Workers
Finance
Bankers , Accountants, Stockbrokers, CEOs, Business Owners, Loan Sharks, Real Estate Agents
Health
Doctors, Nurses, Hospital Workers, Pharmacists, Coroners, Therapists, Funeral Directors, Radiologists, Red Cross Workers
High Society
Musicians, Artists, Old Money Families, Actors, Models, Sport’s Celebrities, Posh Bartenders, Gallery Owners, Museum Curators
Industry
Construction Workers, Factory Foremen, Engineers, Electricians, Masons, Dockhands, Sanitation Workers,  
Legal
Lawyers, Crown Attorneys, Law Clerks, Judges, Bailiffs
Media
Journalists, Editors, Photographers, DJs, Broadcasters, Critics
Occult
Antiquarians, Witches, Cultists, Hunters, Satanists
Police
Officers, Detectives, Dispatch, K9, SWAT, Prison Guards, Navy
Political
City Hall Personnel, the Mayor, Otago Councilors, Diplomats
Religious
Priests, Bishops, Ministers, Nuns, Monks, Rabbi, Imams
Street
Gang Members, Buskers, Petty Criminals, Prostitutes, Deviants
Transportation
Bus/Taxi Drivers, Dispatch, Pilots, Captains, Sailors, Couriers, Post
Underworld
White Collar Criminals, Smugglers, Terrorists, Hitmen, Bookies, Drug Czars, Mafiosa, Yakuza, Fences, Black Market Racketeers
University
Professors, OUSA Exec, Registrar, Campus Security, Operational Staff
Below are the types of things you can accomplish in downtime notes through

your influence actions.  A “Police 4” influence can do any of the 1-4 actions, lower

levels being easier of course.   
Bureaucracy

1
Trace Utility Bills, Ease the granting of /hold up permits.

2
Fake a birth certificate/driver’s license, disconnect a single, small residence’s utilities, close a small park or road, get public aid ($250)
3
Fake a death certificate, passport or green card, close a public school for a single day, shut down a minor business on a violation. 
4
Initiate a phone tap, fake land deeds, close a major road, shut off utilities over a single block.
5
Start/stop/alter city programs, rezone districts, shut down a big business on a violation, obliterate city records of a particular person. 
Finance

1
Learn about major financial events/transactions, raise capital $1000 cash, learn the motivations for many financial actions of others, predict general economic trends. 

2
Trace an unsecured, small account, Raise Capital to purchase a small business (single store).

3
Purchase a large business (a few branches, or a single large store).

4
Manipulate local banking (delay deposits, cancel credit cards), Ruin a small business, get a briefcase full of cash ($25,000).
5
Control an aspect of city wide banking (shut off ATMs, create a bank holiday, shift interest rates), ruin a large business, purchase a major company.
Health

1
Access a person’s health records, fake vaccination records and the like, get a single nightly trait of mortal blood.

2
Access medical research records, have minor lab work done, get a copy of a coroner’s report, instigate minor quarantines.

3
Corrupt results of tests or inspections, alter medical records, monitor bloodbank visitations.

4
Acquire a cadaver, rewrite medical reports, shut down a business for health code violations, institute large scale quarantines, have minor medical research performed on a subject, abuse grants for personal use ($250). 

5
Have special research projects performed, have people institutionalized/released, close a hospital.

High Society

1
Learn what is trendy and about upcoming shows before the public, obtain hard to get tickets for performances, be invited backstage. 

2
Track most celebrities and luminaries.  Be a local voice in the entertainment field.  Borrow idle cash from rich friends ($1000).

3
Crush promising careers, open or close a gallery, hob-knob well above your station.

4
Gain minor celebrity status, arrange for special exhibitions, launch a festival, business, or new product.
5
Ruin a club, gallery, festival or other posh gathering, appear on a talk show, make contact with major celebrities.
Industry

1
Learn about industrial projects and movements.

2
Have minor projects performed, dip into petty cash or embezzle funds ($250), arrange small accidents or corporate sabotage.

3
Organize minor strikes, appropriate machinery, use the union to exert control on other factories.

4
Close down or revitalize a small plant, fire at will (despite the unions).
5
Manipulate large local industries, introduce new mass marketed products, stage a  major protest or strike. 
Legal

1
Get free representation for minor cases.

2
Avoid bail for some charges, have minor charges dropped.

3
Manipulate legal procedures (court dates, minor wills and contracts).  Access court funds ($250).

4
Issue subpoenas, tie up court cases, have most legal charges dropped, arrange or cancel parole.
5
Close down all but the most serious of investigations, arrange deportation papers for someone.
Media

1
Learn about breaking stories early.  Submit small articles.

2
Suppress small articles or reports.  Get hold of investigative reporting information.

3
Initiate news investigations and reports, get project funding and waste it ($250).

4
Ground stories and projects, hire/fire reporters/journalists.

5
Broadcast fake stories, kill local articles/reports completey.

Occult

1
Contact common occult groups and know some of their practices.  Recognize prominent occultists.

2
Know and contact some of the more obscure occult figures.  Access most ingredients for rituals.

3
Know the vicinity of certain supernatural entities and possibly contact them.  Access most rare material components, help research/design a basic ritual, locate occult tomes and milk impressionable wannabes for bucks ($250).

4
Help research/design an intermediate ritual, plot ley-lines, divine aspects of the future. 

5
Access minor magic items, unearth an advanced level ritual, run a full scale cult.
Police 

1
Learn police procedures, hear departmental information and rumors, avoid traffic tickets.

2
Have License plates checks, avoid minor violations, get “inside” information.

3
Get copies of an investigation report, have police hassle or detain someone, find bureau secrets.

4
Access confiscated weapons/contraband, impound vehicles, have some serious charges dropped, palm some money from the evidence locker ($1000).

5
Institute major investigations, arrange setups, have officers fired.


Political

1
Identify parties, politicians and platforms, be in the know, have some minor lobbying done.

2
Meet with the mayor, organize a slush fund ($1000).

3
Sway or alter political projects (parks, roadways, city construction).

4
Be a friend of the mayor, crush promising politicians, enact minor legislation.

5
Know all of what happens at City Hall, have access to South Island legislation.

Religious

1
Identify most members of the Faith, pass as a member of the clergy, peruse church records (birth, 

marriage, burial certificates).

2
Identify church superiors, track most of the congregation, suspend lay members.

3
Open or close a single church, dip into the collection plate ($250), access private

information and the church archives, call an average church associated hunter.  

4
Discredit or suspend high level clergy, manipulate regional branches of a faith, appropriate tithes ($5000). 
5
Access hidden church lore, unearth a holy relic, call in an Inquisitor, open/close a monastery or convent. 
Street

1
Get the buzz on the street, harass somebody briefly, identify most gangs and turfs.

2
Lie without fear on the underside of society, know most regulars on the street, access minor contraband.

3
Exert major control over a single gang, target vandalism/graffiti, get pistols or other simple weapons, discover information about other areas of Influence. 

4
Mobilize groups of homeless, get a shotgun or rifle, have a rep respected by all local gangs, pan-handle for big bucks ($250).

5
Arrange an impressive protest, stage a riot, control a major gang.

Transportation

1
Know what goes where, when and why. Travel locally quickly and freely.

2
Track an unwary target using public transportation.  Arrange safe/concealed passage safe from mundane threats (sunlight, robbery, etc).

3
Seriously hamper a person’s ability to travel, import/export.  Avoid most supernatural dangers when traveling (Lupines, etc).

4
Shut down one form of transportation temporarily (bus/train/taxi/harbour/planes), route money your way ($500).

5
Reroute major modes of travel, smuggle with impunity.

Underworld

1
Locate minor contraband (soft drugs, scalped tickets, etc).

2
Obtain pistols, serious drugs, stolen cars.  Hire muscle to rough someone up, fence stolen loot.  Prove that crime pays (score $1000).

3
Obtain a rifle, shotgun or SMG.  Arrange a minor hit.  Meet someone in “the Family.”

4
Arrange a major hit, hire a cleaner or master forger, obtain a sniper’s rifle or some grenades.

5
Arrange gangland assassinations, hire a demolitions’ expert, control the drug flow in a city.

University

1
Know the  layout and policy of the University of Otago, access low-level university resources, book rooms at the OUSA, obtain a student’s records (up to the high school level).

2
Know a contact or two with useful knowledge/abilities.  Have mInor access to facilities.  Fake high school records, obtain college records.

3
Call in faculty favors.  Cancel a class.  Fix grades.  Discredit a student.

4
Organize student rallies and protests.  Discredit faculty or grant tenure/financial aid.  

5
Falsify degrees, have access to anywhere on campus 24/7, open/close fields of inquiry.

Animalism




Retest: Animal Ken
1 Feral Whispers


You can communicate with animals. (NC)
2 Obedience



You can issue basic commands to animals. (Static S)
3 The Beckoning


You can summon animals. Costs 1 Blood. (Static S, call Storyteller)
4 Quell the Beast
You can bring another from frenzy.  For the cost of 1 Blood you can make a target
drowsy, preventing Willpower expenditure for the next hour.  (S vs. S)
5 Drawing out the Beast

You can send your Frenzy to anyone in eyesight, or force another to frenzy merely by

sending out an angry thought. Costs 1 Blood.  (S vs. S).
Auspex




Retest: Investigation
1 Heightened Senses

You can read a letter by touch, smell poisons in food, hear through doors or across the

room, track through scent, and see through basic Stealth. (NC/Static M)
2 Aura Perception

You can see if another is human, kindred, mage, or lupine, read their emotional state and

detect if the last thing they said is a lie or not (Static M) 
3 Spirit’s Touch

By handling an item you can read clues as to the last person who handled it - what were

they feeling, thinking doing.  Costs 1 Blood to activate.  (Static M, call Storyteller)
4 Telepathy

You can carry on silent conversations with others, sending and receiving thoughts.  Make

the telepathy Sign. (NC)  You my also try to drag thoughts from another, asking a

question and searching through their thoughts (M vs. M)
5 Astral Projection

You leave your body, and can travel though the Umbra to spy on others, make the Umbra

sign  If your body is attacked, you jack back instantly, but are disoriented for one round.

You may use other Auspex powers in Astral form, and may be vulnerable to

Necromancy. Costs 1 Blood. (NC)
Celerity

No Retest
1 Blood to Invoke full “Celerity”
1 Alacrity

In combat you may take three steps before any other actions, say three words, declare

your actions last and move first. (NC)
2 Swiftness

You may have a second attack (Physical only) after the initial round of combat (P vs. P). 

This may also be used as a Fair Escape (NC).
3 Rapidity

You may use the Bomb symbol in all speed related challenges, including Dodging attacks

or striking quickly.  This may also be used as a Fair Escape (NC).

4 Legerity

You may have a third attack (Physical only) after the initial round of combat (P vs. P). 

This may also be used as a Fair Escape (NC).
5 Fleetness

You win all ties on speed related challenges.  This may also be used as a Fair Escape

(NC).

Dementation

Retest: Science: Psychology, 
Call out the Vice or Virtue of your target for a free Retest.
1 Passion

You may augment the mood of another, turning the happy into jubilant, the sad to grief

stricken, and the angry to furious.   Choose a negative trait to bestow upon your target. 

This power lasts for half an hour. (S vs. S)
2 The Haunting
Your victim hallucinates, feels paranoid, and is generally schizophrenic for the next hour,

suffering -2 to all Mental challenges.  Costs 1 Blood to attempt.  (S vs. M)
3 Eyes of Chaos
You tap into the patterns of another and can delve into their psyche.  Costs1 Blood to

attempt.  If successful, your target must tell you their Virtue, Vice, or one of their flaws
or negative traits  (something you have not already gleamed by using this power).  Fail,

and for the next half hour you are Entranced by the target, following them lovingly. 

(M vs. M)
4 Voice of Madness


Simply by speaking of a certain terror, you can give a target (or targets) a phobia for the next half hour.  This power costs one Blood to attempt.  (M vs S, play the challenge against all listeners you wish to affect).
5 Total Insanity
You may pass your own Derangements onto another, driving them crazy for the remainder of the night.  The power costs one blood to attempt and demands eye-contact.  Target may not spend Willpower.  (M vs. M)

Dominate



Retest: Leadership
1 Command
Issue a one to three word command which your victim must obey.  This command can be imbedded in a sentence, and requires eye-contact.  Outright suicidal commands fail, but “Attack him,” or “Protect me” work just fine, as do “Sleep, “Sign this document, “Drink from me,” et cetera.  Costs 1 Blood to attempt and the command lasts for about ten minutes. (M vs. M)

2 Mesmerism

Imbed a trigger and an effect.  When the trigger occurs, your target must comply with the effect.  “When I clap my hands, you will spit blood on the person to your right.”  Costs 1 Blood to attempt and demands eye-contact. Only one Mesmerism effect can be present, a second trigger overwrites the first.  (M vs. M)
3 Forgetful Mind

You can twist the memories of another, causing them to forget up to the last 15 minutes of play.  Sneaking past security guards, who forget you were even there, causing another to remember that so and so just slapped him, or wiping the minds of witnesses to a Masquerade violation are all possible.  Costs 1 Blood if you win the Mental challenge and demands eye-contact.  (M vs. M)
4 Conditioning

This power takes two nights to fully use plus one night per point of Willpower your target possesses.  It requires eye-contact and costs 2 Blood to attempt each night.  You must have access to your target for at least three hours, and they can volunteer or be restrained or staked.  You bombard their mind with subliminal messages, effectively making them your slave.  If successful on all Conditioning challenges, you have a puppet.  Every word you speak has the power of “Command” over your victim and they cannot resist your Dominate powers.  Willpower may not be spent against Conditioning.   Once conditioned, a target is immune to the Conditioning of others. And only the ‘Master” can free the puppet – who loses 1 Willpower and two Mental traits permanently.   (M vs  M. Inform the Storyteller if you attempt this power.) 

5 Possession

Your spirit leaves your body and inhabits another, taking on their Physical and Social traits - keeping your own Mental.  Your body is prone and vulnerable, and if attacked you immediately jack back, suffering disorientation for one round.  You may use a target’s Physical disciplines, but keep your own Blood pool, Wilpower, Abilities and Mental and Social disciplines. If your target is killed, you jack back as above.  The power costs 3 Blood to attempt and one Willpower, and demands eye-contact.  You must touch your victim for the transfer to occur, possibly involving a Physical challenge if resisted.   Note you may take over a human body or a ghoul and spend 1 Blood to stay active during the daylight giving you numerous advantages over other kindred.  You may reside in your host until you run out of Blood traits or choose to return to your natural form. (M vs  M. Inform the Storyteller if you attempt this power.) 
Fortitude



No Retest




1 Endurance

You do not suffer any penalties until you hit Torpor, ignoring all Bruised and Wounded effects.

2 Mettle

You gain an extra level of Healthy.
3 Resilience

This power expends one Physical trait on use, or Willpower point, which returns the next night.  You may play a simple test for each point of Aggravated damage you take and on a win or tie you reduce it to normal damage.   This power is reflexive and does not take an action.  It may only be attempted once for each Aggravated wound - if you fail the simple test, the wound stays.
4 Resistance

This power expends one Physical trait on use, or Willpower point, which returns the next night.  You may play a simple test for each point of damage you take and on a win or tie you may ignore the  damage.   This power is reflexive and does not take an action.  Aggravated reduced to normal via Resilience may be further reduced by this discipline though each wound may only be tested once – if you fail the simple test the wound stays.
5 Aegis

You may ignore all damage from any one attack but must sacrifice a Permanent Physical trait (which can be bought back with XP).  This power even works if you have been “killed.”  Ignore the lethal blow, decrease your permanent Physical traits, and keep playing. You are immune to all additional damage for one turn after Aegis has been invoked. But could still be hurt, say if trapped in a burning building.
Obfuscate



Retest: Stealth

1 Touch of Shadow
You can cause a small, handheld item to vanish, making it impossible to find even if you are frisked.  This power costs 1 Blood, and you may retrieve the item any time you wish, pulling it from the shadows.  Up to three items may be hidden at a time, and all return to your person during the daysleep.  Players with Auspex may attempt a Mental challenge to defeat your Obfuscate, but they must have an Auspex rating equal to or greater than your Obfuscate.
2 Unseen Presence
You may move around invisibility but as soon as you speak or interact with the physical world, your Obfuscate drops.  Use the “Obfuscated” sign when this power is active.  All others should ignore you, making you a near perfect spy.  You may use this power to sneak attack another, reducing surprise from 3 seconds to 1.  This power costs nothing to invoke, but can only be used when nobody else is looking at you. or from Stealth 
3 Mask of a Thousand Faces
You may alter your appearance to that of a normal human.  If you wish to mimic another, this power costs 1 Blood.   Use the “Mask” sign, and tell others who they see (instead of you).  This power gives you +1 bonus trait to your Social pool (either Gorgeous or Intimidating).   The  mask drops the moment you fall asleep, are driven into torpor, or choose to resume your original features.  
4 Cloak of Shadows
Your Unseen Presence becomes stronger and you can now speak when Obfuscated.  If you attack you become visible, again reducing surprise from 3 seconds to 1, but you fade from view at the end of each round, regardless of who is watching you.  You become visible for a split second if interacting with the physical world (opening a door, grabbing a book, etc.) but fade from view a moment later.  Opponents trying to strike you while invisible do so at -5 Physical traits and you win all ties if acting defensively.  This power may be used as a Fair Escape and you may spend Blood to extend your cloak over others.  For each other person you wish to hide, spend 1 Blood.  They cannot wander more than two metres from your side without becoming visible again.  You could easily prepare an ambsh with this ability, though each other person you hide becomes visible the moment they attack/interact, only you fade at the end of each round (unless you spend further Blood to hide your allies).  You could also aggressively kidnap another with this power, succeeding in a Physical challenge versus your opponent, spending a Blood, and rendering them invisible.  
5 Soul Mask

You can hide your true thoughts and emotions from all but those with the most potent Auspex.  You may choose the colour of your aura, automatically win against Passion and Eyes of Chaos and answer as you wish if the target of Aura Perception, Persuasion, Seduction, or Empathy.  You are a closed book, and others cannot read you.  This also hides the veins of diablerie in your aura. 
Potence




No Retest    1Blood to Invoke full “Potence”

1 Prowess

You may have a free retest on all strength related challenges including close combat. You can tear a wooden door of its hinges with ease.

2 Might

You may use the Bomb sign on all tests of strength including hand to hand and melee combat.  You could lift a piano and throw it or bend iron bars.

3 Vigor

Your hands are lethal weapons, causing an additional level of damage with all strength related attacks.  You could tear a door off a car, break iron bars, or jump directly upwards, one storey.

4 Intensity

You win all ties involving Strength, including most forms of combat.   You could lift a car and throw it, punch through into a bank vault, or jump directly up or down two stories.

5 Puissance 

You cause a third level of damage with all strength related attacks.  You could swing a bus at someone, climb by digging you r fingers into rock or steel, or jump up or down three stories.

Presence




No Retest
1 Awe

You may have an immediate retest on any Social challenge, including disciplines.
2 Dread Gaze

You can give someone the evil eye and they must flee in terror for the next half hour.   If forced to remain in your presence, they suffer -1 on all challenges against you and should act terrified or humbled. This power costs 1 blood to attempt.  (S vs. S)
3 Entrancement

You may force another to become your close confidante, making them trust and admire you.   This does not mean they will tell you all their secrets, but you do win all Social ties against your victim, and they cannot attack you nor speak negatively about you for the next hour.  Costs 1 Blood to attempt.   If you are rude to or attack your victim, the Entrancement immediately ends and you may not attempt it again on this target tonight.  You may use Dominate or other Disciplines on your target, so long as you phrase everything nicely. (S vs. S)
4 Summon

You may call another to you by your force of will alone.  Inform the Storyteller you wish to use this power, and he will visit your target, play the challenge, and if successful, your target must immediately attempt to  respond to your Summons.  Despite what they should feel, the target does not think to fear you, only that they really must meet with you.  They sense where you are, and will come to you with all reasonable haste even if you change location.   Victims may not stop to gather weapons nor tell their allies where they are going.  This power costs 1 Blood if Successful, spent when your victim arrives.  (S vs. S) 
5 Majesty

Spend a Blood and use the “Majesty” symbol.  For the next hour, so long as you are peaceful and kind, none may attack you nor speak negatively against you without expending a Willpower.  This allows them an  attempt to defeat you in a Social challenge.  If they fail the challenge, they may not attempt to pierce your Majesty again this night.  You may use other disciplines on your targets, but should take care not to be rude or aggressive.  If you attack or frenzy, your Majesty ends immediately.  To use again on any given night you must expend a Blood and a Willpower for each additional use.
Protean




No Retest
1 Eyes of the Beast

Your eyes glow red in the darkness and you can see in pitch black.   This is an obvious breech of the Masquerade but can be covered up by sunglasses.  Also, you suffer only a maximum of -2 penalty to attack an invisible opponent.   This does not mean you can see or detect Obfuscated kindred, only that if you are in combat and your opponent vanishes, you have a better chance of striking them (if they stick around and continue combat).  
2 Earth Meld
This power costs 1 Blood and allows you to sink down into any natural earth (soil, sand or grass). 0 You cannot sink into stone, wood, concrete, brick, or any other manufactured surface.   This power takes one round to fully effect, during which time you can take no action.  Clothing and small handheld items go with you, but you may not take any other creature.  Afterwards, you are safe six feet under, suffering no harm from the sun, nor any other attacks (unless someone spends the time to dig you up).  You may rise to the surface at any time you wish, remaining below as long as you like (though you lose 1 blood every day as per the daysleep).   If someone does try to dig you up, you immediately sense the transgressor, no matter the time of day or night, and can burst out of the Earth to attack.  Hopefully it’s nighttime though….
3 Feral Claws
You may grow long bestial claws, capable of inflicting aggravated wounds on kindred and other supernatural creatures.  This power costs 1 Blood and the claws last as long as you like.
4 Shape of the Beast

Choose an animal, most typically a bat or wolf.  You can shift your features, and become that animal, gaining it’s natural abilities though keeping your disciplines which may be used if applicable.   Wolves, bears, large dogs, great cats, etc. will grant you extra physical traits, while flying creatures give you that ability and spiders, snakes and scorpions could add venom to your arsenal.  It costs 1 Blood and one round of inaction to shift shape.
5 Mist Form

You become a cloud of fog, able to fly at low altitudes, or up sheer surfaces, seep under doors or through cracks, and ignore all Physical damage, even that from fire.   Sunlight still harms you and has the power to dissipate your form, though on rainy or overcast days you could conceivably remain active.  It costs 1 Blood and one round of inaction to invoke this discipline and you maintain the ability to use your disciplines when in this form if applicable (such as Aura Perception, Summon, or Animalism powers).

Necromancy




Retest: Occult
The Sepulchre Path


Each power on this Path costs 1 Blood to invoke.
1 Insight



Look into the eyes of a corpse and see its final moments. (Static M)
2 Summon Soul
You must have a fetter from or be in a location important to the spirit. It will answer up to

three questions you pose to the best of its abilities after which time the soul returns to the

Shadowlands. (S vs. S)
3 Compel Soul
You must first Summon a soul, as above.  Now you can force it to perform some specific action – spying on another, stealing something, haunting a location or person for a night, etc.  (M vs M)

4 Haunting
Once Summoned you can bind a spirit to a location or fetter for a year and a day by spending an additional 2 Blood.  Thereafter, you will not need to Summon the Spirit to Compel it.  The power of the spirit is also greater, and it can assume a variety of poltergeist-type powers. (M vs. M)

5 Torment
You can now engage spirits in Physical attacks, harming them directly with your fists.  Slain souls dissipate into Oblivion.  (P vs. P)

The Ash Path 


Each power on this Path costs 1 Blood to invoke.

1 Shroudsight



Your eyes glaze over and you can see into the Shadowlands.
2 Lifeless Tongues
You may now speak directly to the energy of all spirits, receiving a retest on all other

Necromancy powers.
3 Dead Hand
You can reach into the Shadowlands and hide any object you can carry.  Spend another Blood to retrieve the item when you wish.

4 Ex Nihilo
You may now step into the Shadowlands, opening a rift in the Shroud.  This power may b used as a Fair Escape and no others may follow you unless they also have this power.  For each extra Blood you spend you may take a willing target with you.  Expend a Willpower to bring over an unwilling victim.  Without your guidance, most others will be lost and powerless in the Shadowlands.
5 Shroud Mastery
You can tear a permanent hole in the Shroud, allowing spirits greater power in the physical world.  You perform all other Necromancy powers at +2 traits while in this locale.

The Bone Path


Each power on this Path costs 1 Blood to invoke.

1 Tremens



You can cause a corpse to move, sit up, roll over, shriek, grab a hold of someone’s leg etc.  This is quite terrifying to humans, who will likely flee.  The corpse must be in your line of sight.
2 Apprentice’s Brooms
You can fully animate a corpse, feeding it the trait of blood it cost to invoke this power.  For the remainder of the night you will have a simple Zombie under your control.  It will attack, clean, dig or perform any other task you set to it providing it is menial in nature.  Zombies cannot think, are immune to Mental and Social disciplines and suffer no wound penalties until destroyed.  If you spend a second blood to activate this power your creation has one dot of Potence, allowing it a retest on all physical combat. 

3 Shambling Hordes
Expend a Willpower on animating a zombie and your minion will serve for a year and a day.  You may control a number of zombies equal to your Mental + Social traits.

4 Soul Stealing
You can now reach into a living being and pull forth its soul.  The husk collapses until a spirit returns to it but you can animate the husk as a zombie using Apprentice’s Brooms above.  This power costs a Willpower to invoke.  You can trap the soul in a mirror or glass container or seek to destroy it outright if you use the Torment discipline.  If the glass is shattered the soul returns to its body.  You must touch your target to use this power, perhaps necessitating a Physical challenge. (M vs. M)

5 Daemonic Possession
You can now allow an intelligent spirit to return to the physical world and possess a body devoid of a soul (as per Soul Stealing) or any normal, fresh corpse.  The cadaver continues to decay, rapidly, and can survive up to lunar month before rotting away completely, unless immersed in formaldehyde or the like.  The spirit retains its personality from life and all former knowledge.  It can even use basic Mental and Social disciplines it had in unlife.  You may have to Summon a particular Soul if you wish to raise someone specific.  By spending two extra Blood on activating this power, the intelligent cadaver has all of the benefits of your improved zombie (above).  
Necromantic Rituals

*
Call of the Hungry Dead


With ten minutes of concentration and a hair from the head of your victim, you may plague a target with the moans and screams of the deadlands.  They suffer the Negative trait: Oblivious and cannot speak for the next half hour.  If they open their mouth only screams and shrieks come forth., scaring most mortals.
Eyes of the Grave

This takes ten minutes of concentration in a cemetery or place of death, but can be used once thereafter at any point in the evening.   Simply make eye contact with the target and they see their own demise reflected in your eyes.  This unsettles them and can cancel a Retest to any one challenge.  If they have a second retest, it may still be used as normal.   

Spirit Beacon


Spill a trait of your blood upon a severed human head or freshly exhumed skull, and this item becomes an unholy beacon, attracting ghosts and spirits.  You have a free retest in all challenges versus ghosts while this skull is present.  At dawn, it crumbles to dust.
**

Cadaver’s Touch

You must chant an elegy while melting a wax replica of a human target.  This takes one hour to perform. Thereafter, for the rest of the night, the human becomes pale, loses a pulse, and suffers from both a Repugnant and a Decrepit negative trait.  This is a great way to scare a human with their own mortality, or make one pass freely amongst kindred or to confound a hunter.  At dawn, the ritual fades.
Call on the Shadow’s Grace

By speaking to the dark side of a victim, you can unmask its dirty secrets.  You must spend an hour in complete darkness, chanting the victim’s name.  Thereafter, if you confront your victim in the evening, win a Mental challenge against their Mental traits to learn one of their flaws, negative traits, or Vice.  The victim chooses what to reveal to you, and must forget their disclosure, feeling only a cold shiver pass over them.   Subsequent uses reveal different information ( a victim cannot tell you the same info already revealed).  
Unearthed Fetter

You must have the finger bone of a victim to use this ritual, and bathe it in infant’s blood.  For the rest of the evening, if tied to a silver chain, the finger will swing and point to any remaining fetters of the owner (helping you with Sepulchre powers).   
***

Soulguard Crystal
The moment you are reduced to final death, before you can be diablerized, your soul travels to a specially prepared crystal awaiting reanimation by another member of the family.  If you inhabit a new body, through the use of Daemonic Possession, and it consumes the crystal, the copse will take on your physical appearance and you will be reborn back into the undead Giovanni, making the Possession permanent.  To make the phylactery, you will need to bury the crystal in a clay pot containing the brain of a person with true faith for the duration of one lunar cycle, new moon to new moon.  The earth must then be given the entire life’s blood of a virgin, and you can retrieve the functioning phylactery to keep safe.
Thaumaturgy



Retest: Occult
The Path of Blood



1 A Taste for Blood



By sipping the smallest drop of another’s blood you can tell much about the target, their age, nationality, if they are a ghoul or mage or suffer from any major diseases or derangements.  If the target is kindred, you learn their clan, generation, and merits or flaws linked to irregularities of the blood.  This does not take a full trait of vitae, and you are not one step bound towards the donor.  
2 Blood Mastery

If you have a trait of another’s blood on your person you can win any one challenge against them automatically.  The vitae point sizzles and burns away in a wisp of crimson smoke.  This discipline drives the members of Clan Tremere to collect Vitae from as many targets as they can.
3 Blood of Potency

You may expend two traits, be they Physical, Social or Mental, to gain a “virtual generation.”  Up to six traits may be distilled, thereby lowering your generation by a maximum of 3 and allowing you to target much older kindred with your Dominate powers.  This power lasts for one hour and the expended traits do not return until you awaken the next evening.
4 Theft of Vitae

You may expend from 1-5 Mental traits and target anybody within fifty feet of you.  If you win the challenge, the target loses the expended number in blood as it is ripped from their body, causing two levels of damage.  The blood enters your body and can be immediately used to heal or power other disciplines.  Excess vitae spills out around you but cannot be used for Blood Mastery having circulated though your system.  It may be lapped up by other hungry kindred and may provoke a blood frenzy if you steal the final drops from your target. Expended Mental traits return at dawn.  (M vs. P)
5 Cauldron of Blood

You may boil the blood of your target, expending from1-5 Mental traits.  If you win the challenge, your victim loses blood equal to the number expended, and suffers an aggravated wound for each boiled trait. (P vs. P)
Lure of the Flames 


Each power on this path costs 1 Blood to use.
1 Hand of Flame
Spending one round in concentration, you may cause your hand(s) to ignite, causing you no damage.  You now cause kindred Aggravated wounds and can ignite other substances. (P vs. P)

2 Flame Bolt

You can send a projectile arrow of flame at any target within 100 feet causing one Aggravated wound on impact then fizzling out.  If you aim at a flammable material, it will ignite, possibly harming you. (M vs. P)

3 Wall of Fire

Point at any area within 50 feet and you may cause a wall of fire to spring up  (two metres high and of equal diameter or length).  Anyone caught in the wall or passing through it takes one Aggravated wound per round in the fire.   The wall fades when you wish, move 50 feet away, or lose consciousness.  This power takes one round of concentration to invoke. (M vs. P)
4 Engulf

Spend a round and lock on your target.  Your victim combusts, taking two Aggravated wounds immediately and one each following round, unless they spend the time dousing the flames.  The flaming victim can attack others, causing one Aggravated wound per Physical strike, and flammable material ignites.  (M vs. P)
5 Firestorm

After a round of concentration you may cause fire to rain down upon any area within 50 feet, blanketing a small room or zone 20 feet in diameter.  Everybody caught in the storm takes one Aggravated wound per round until they can escape, and flammable material ignites.   You can will the storm to end.  (M vs. P)
Movement of the Mind 

Each power on this path costs 1 Blood to use.

1 Force Bolt

You can send a concussive blast that knocks an opponent within twenty feet over (robbing them of an action this round).  You may also target an item, disarming an opponent, or moving any item you can lift up to five feet. (M vs. P)
2 Manipulate

By concentrating on an item within 50 feet you can perform one handed operations, such as typing on a computer, aiming and firing a gun, picking a pocket, or closing and locking a door. (M vs. P)
3 Flight

By concentrating you can lift yourself or another person/item up to 300 lbs in weight.  This cannot cause damage to another, unless you drop something heavy on a victim, but it is good for immobilizing your target, hovering in the air as long as you maintain your focus.  Used on yourself, you can fly at a quick walking pace up to any height you are comfortable, using this power as a Fair Escape.  If you lose concentration, this power ends.  (M vs. P)
4 Repulse

You can emanate a shockwave, sending all people and objects of 300 lbs or less hurtling up to 20 feet away from you, causing all victims one level of damage.  (M vs. P)

5 Control

You can now use any of the other powers on this path up to 200 feet away and lift up to one ton.  Thus you could drive a car remotely, or hurl it at a victim with only the power of your mind.  You can fling multiple victims  (equal to your number of Mental traits, causing two damage each) or immobilize them all hovering in their air.  They can still talk, or use disciplines, but cannot attack with their arms or legs.   If used to fly, you can do so at increased speed, taking nine “steps” per round, instead of three.  (M vs. P) 
Thaumaturgical Rituals
*
Communicate with Kindred Sire



By mediating on an item from your sire for ten minutes you can establish instant telepathic communication.   
Defense of the Sacred Haven
By smearing a trait of your blood over a window you mystically prevent sunlight from entering a room.  You must remain in the room for this ritual to remain in effect.
Deflection of Wooden Doom



The first stake that pierces your heart magically disintegrates.  You may cast this on an ally as well.  It takes fifteen minutes to invoke and you or your recipient should carry a toothpick to represent this ritual.

Devil’s Touch

You cause your victim’s Vice to manifest, and for the next hour your target must revel in their sin. (P vs. P)

The Open Passage




You can mystically unlock any door or even create a hole in a solid wall lasting three rounds though only you and your allies may pass through the breech.  It takes an hour and a trait of your blood to cast this ritual.

Principal Focus of Vitae Infusion

Essentially you spit out a blood trait in a cough drop form, and can save it for later consumption.  You may make one of these each night and any victim eating these risks being Blood Bound to you.

Scent of the Lupine’s Passing



You need a sprig of wolfsbane to cast this ritual, thereafter you can sniff out lupines, recognizing them in human form, and gaining one free retest against a lupine the night the ritual is cast. 
Wake with Evening Freshness

If surprised in your haven during the day you will immediately awaken and suffer no disorientation penalties for three rounds (though sunlight may still harm you).

Ward vs. Ghouls

Inscribing a trait of your blood  over the threshold of a room will cause all ghouls who breech your ward one level of damage each round.   This could also work to trap them in a room.  If you inscribe this ward on an item, cause one level of damage each round the item is handled by a ghoul.  Ghouls present when you cast this ritual can donate a blood trait to gain immunity from your ward, as you wish.   This ritual ends when you wish it to, or the following night at Midnight.

Pangs of Proserpina
You force a human or kindred to become incredibly hungry.  Your victim must feed within the next fifteen minutes, or suffer two levels of internal damage due to hunger.  Blow a kiss at your target to invoke.
**

Bone of Lies





Cast over a finger bone, you must bathe it in nine traits of blood (human or kindred), which seep into the marrow.  Thereafter, if a victim holds the bone and tells a lie, it blackens, reveling the deception.  This will work nine times until crumbling to dust and is the surest lie-detector of Clan Tremere.   

Incorporeal Passage

You must cast this ritual in front a mirror, spending fifteen minutes in concentration.  Thereafter, and for the next hour, you may choose to fade away if targeted by a physical challenge, suffering no harm from attacks, which pass right through you.   You can also step through barriers or walk through walls.  If your mirror is shattered you lose two traits of blood which run from your eyes like tears.   

Pavis of Foul Presence




You must wear a piece of blue silk upon your person for this ritual to work.  Thereafter, any successful use of the Presence discipline on you is reflected back at your opponent, so you have Entranced her, or countered another’s Majesty with your own.  Each time you reflect Presence you must spend a blood.
Rutor’s Hands

Cutting off one of your hands and plucking out one of your eyes allows you to create this rapid, scuttling spy.  Take 3 levels of aggravated damage, and fee your servant one of your vitae each week.  Thereafter it can have one free Major Action to spy on an enemy (and you learn that much more about your foes). 

Soul of the Homunculi




You can create a small gargoyle-like creature which serves you as an assistant/spy.  It takes one month to form the Homunculus, and the minion has 3 Physical traits, three levels of Health, and three blood.  It can also have one discipline power - either Unseen Presence, the Haunting or Dread Gaze (with 6 traits to bid). 
Leech Casket

You imbue a small vessel with the ability to suck the blood from a victim who comes into contact with it.  Usually a small bottle, your victim feels a tingling sensation, but does not know exactly what has happened, unless they see you using the casket against them.   Simply inform your target they lose one blood trait, and feel a sharp chill.  This will no doubt cause them to be suspicious of your character, but it’s no secret that people don’t like the Tremere.   Up to five traits can be stored in the casket, but only one from any particular victim.  The casket can be smashed if dropped from a height above three stories r with any level of Potence.  At that point the stored blood becomes useless.
Ward vs. Spirits





As the ward vs. Ghouls, but now all ghosts are barred entry or harmed.

Ward vs. Lupines


As the ward vs. Ghouls, but now all lupines are barred entry or harmed.

***

Blood Contract


Spend a blood to write a contract, and another by each party who wants to sign it.  The terms must be met to the letter or the violating party immediately fall into Torpor.  The only way to negate the contract is to fulfill it or burn the original.  Those who sign must do so willingly (and not be Dominated into it).
Nectar of the Bitter Rose
You allow up to five kindred to benefit from a single diablerie.  You all gain black veins in your aura, but also the added Generation and bonus discipline.  Obviously, this ritual is monstrous in the eyes of the Camarilla.

Ward vs. Kindred




As the ward vs. Ghouls, but now all kindred of any Clan you name when casting this ritual are barred entry or harmed.

Ward vs. Demons
As the ward vs. Ghouls, but now all infernal entities are barred entry or harmed.

Merits

*

Acute Sense

+2 on all challenges related to your Acute Sense.
Ambidextrous

You may use weapons with either hand, no penalty.
Bruiser


+2 to all attempts to Intimidate.

Catlike Balance

+2 on all attempts to keep your balance (tightrope walking, etc.)
Concentration

You suffer no environmental penalties due to stress/chaos.
Debt of Gratitude
Another kindred owes you a small favour.
Eat Food

You are able to consume and keep down normal food.
Friendly Face

+2 at Empathy and attempts to bring another out of frenzy. 

Inoffensive to Animals
You are inoffensive to normal animals, unlike most kindred.

Natural Leader

+2 on all Leadership challenges.
Oriented

You have both uncanny time and direction sense.

Prestigious Sire

Your sire has power and status, and you benefit by extension.
Protégé


Your sire and his/her allies are protective of you.
**

Blush of Health

Spend a blood to make your heart beat and warm your skin.
Code of Honour

+2 versus opponent’s attempts to Seduce/Persuade you.
Deceptive Aura

You win all ties on opponent’s attempts to read your Aura.
Early Riser

You awaken each night as though you had a Humanity of 10.

Enchanting Voice
+2 on all challenges involving your Voice.
Healing Touch

Spend a blood to close wounds or relieve pain with a touch.

Magic Resistance  
Free Retest on all attempts versus opponent’s Thaumatugry.
Medium

You can see/hear/call spirits in a séance like environment.
Minor Boon

Another Kindred owes you an official Favour, see the Harpy.

Scholar of Enemies
You have studied the lore against a known Camarilla threat.

Tempting

+2 to all Seduction/Persuasion challenges.

***

Calm Heart

You have a retest to avoid all triggers to frenzy. 
Clan Friendship

Another Clan is particularly fond of you.

Daredevil

+2 on all crazy stunts and fighting opponents clearly superior.
Efficient Digestion
You receive two blood traits for every one you drink.

Lucky


You have one retest each night on any one challenge you wish.
Oracular Ability

You have futuristic visions and are Immune to Surprise.
Spirit Mentor

A ghost looks out for you, offering aid and advice.
Spot the Tell

You can see through opponents’ Subterfuge, it never works!

Unbondable

The Blood Bond does not work on you nor can you be addicted to Vitae.
****

Blasé


You are immune to the Presence discipline.
Huge Size

+1 Healthy Trait.  You may have 2 Physical traits over your Generation.
Iron Will

You are Immune to the Dominate discipline.

Major Boon

Another kindred owes you a significant favour, see the Harpy.

True Love

You gain one Willpower to spend each night when supporting your Love.
*****

Life Boon

Another kindred owes you his/her unlife, see the Harpy.

Nine Lives

You have a knack for surviving against all odds.  Enemies beware!
True Faith

Your belief in the Holy can cause other kindred to flee from you.
Flaws

*

Cast No Reflection
You have no image in Mirrors or on film.
Corrective Lenses
You need glasses to see correctly, without them -2 to all Vision.
Dark Secret

You are hiding something dark, twisted or embarrassing.
Deep Sleeper

You wake up later than most, as if your Humanity were 3.
Hard of Hearing
-2 on all Listening attempts.
Infamous Sire

Your Sire is hated or a traitor to the Camarilla, and you are suspect.

Intolerance

You dislike something and are prejudiced (racist, homophobic, etc).
Nightmares

You suffer during the daysleep, and wake each night down 2 blood traits.
Prey Exclusion

You refuse to drink from a certain creature (animals, Catholics, etc.)
Repulsed by Garlic
You cower and flee from garlic, ingesting it causes Aggravated wounds.
Short


+1 on all Stealth attempts, but you can only take 2 steps in Combat, not 3.
Smell of the Grave
You smell like a muddy ditch, -2 on attempts to charm humans.
Sire’s Resentment
Your sire actively works against you.
Soft-Hearted

You cannot harm innocence and suffer double Humanity penalties.
Speech Impediment
You speak with a thick accent, lisp or stutter.
Superstitious

You perform strange little rituals to ward off bad luck.
Touch of Frost

Your touch withers plants.
Unconvinced

You have publicly spoken out against the traditions of the Camarilla.
Vulnerability to Silver
Silver causes aggravated damage to you.
**

Amnesia

You are very forgetful and have lapses in time and judgement.
Ancestral Link

You must sleep on a handful of dirt from your homeland.
Disfigured

You are quite ugly and suffer -2 Social traits on all attempts to charm.
Dulled Bite

Your teeth are not very sharp and you must find other ways to feed.
Eerie Presence

Children and innocents are noticeable upset by your presence.
Enemy


Somebody out there hates you, and is working against you.

Hatred


You hate a particular thing and actively/ irrationally work against it.
Lunacy


You suffer strange shifts in character based on the phases of the moon.
Minor Debt

You owe another kindred a Minor Boon, and are beholden to the Harpy.
One Eye /Bad Sight
You suffer a -3 on all Vision challenges.
Phobia


You are terrified of some item and must flee when confronted by it.
Selective Palette
You will only feed from a certain type of vessel (corpses, bankers, etc)
Short Fuse

You anger easily and lose all ties to shrug off anger frenzies.
Territorial

You dislike leaving your haven and are at -1 on all challenges outside.

Uppity


You have trouble controlling your tongue, and often disregard status.
Vengeful

Something bad happened in your past and you want payback!
Ward


You have a human to care for and protect, causing all kinds of problems.
***
Child


You were embraced as a youngster, and many still look down on you.
Cursed


Something has cursed you for a past transgression.  


Fangless

You fangs have been ripped out.  -2 to all Social challenges vs. Kindred.
Haunted

A ghost makes your unlife miserable.
Hydroparalysis

You cannot cross running water, be it the Leith or a garden hose.
Infectious Bite

Your bite cannot be healed with your saliva, and victims develop rashes.
Lame


You walk with a cane or crutches, and have trouble running.
Monstrous

You are hideously ugly and cannot engage in face to face Social charm.
Parasitic Infestation
Lice or worms thrive on you, -2 blood on awakening, -2 Social to charm. 

Permanent Wound
You awaken each night at your second Bruised level of Health.
Repelled by Crosses
You cower and flee before all crosses.
Slow Healing

You must spend double the blood to heal your wounds.
Unretractable Fangs
Your fangs will not retract, you are a walking masquerade violation.
****

Bound


Another kindred is your regnant through the Blood Bond.
Clan Enmity

One of the Clans dislikes you and is open in their loathing. 
Conspicuous Consumption
You feed by eating flesh, or something more than just blood.
Deaf/ Mute

You have trouble hearing/speaking, and must write all dialogue.
Disease Carrier

You transmit a particular disease through your bite.
Grip of the Damned
There is no pleasure in your kiss, simply pain and agony.
Hunted


Something powerful is after you, be it a Lupine or a Church Hunter.
Major Debt

You owe another kindred a Major Boon and are beholden to the Harpy.
Thin Blood (14th generation)
All costs in blood to activate disciplines are double.
*****

Flesh of the Corpse
Your wounds are very slow to heal and leave disfiguring scars.
Life Debt

Another kindred saved you life, and you owe a Life Boon (see the Harpy).
Light Sensitive

You lose all ties in bright, flashing lights, be they cameras or disco lights.
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