The Masquerade

Character Creation

Character Creation
Your human self

Before you begin to create your character, try and come up with a set structure to work from.  A well-thought out character with personal motivations, ethics and experiences from his mortal life feels better when role-playing, than creating a set of numbers that are pushed together in order to give your character an edge over other players.  When you create your character it needs a history; what has occurred during his life and unlife before he first attended the Middlesborough Elysium.

Concepts

This is the most basic idea for your character.  Think of it as the characters most fundamental aspect.

Some examples:

· Criminal - jailbird, Mafioso, cat burglar, drug dealer, bandit.

· Dilettante - artist, writer, intellectual, gambler, student.

· Drifter - tramp, cowboy, prostitute, hermit, pilgrim.

· Entertainer - comic, musician, film star, clown.

· Investigator - detective, policeman, government agent, inquisitor.

· Kid - child, runaway, nerd, gang member, street urchin.

· Outsider - aborigine, 3rd world resident, homosexual.

· Politician-judge, mayor, MP, public official, civil servant.

· Professional - engineer, doctor, scholar.

· Punk - clubber, mosher, skinhead, punk.

· Reporter - anchorman, journalist, paparazzo, town crier.

· Soldier - bodyguard, mercenary, Green Beret, Knight.

· Worker - trucker, farmer, wage slave, servant, serf.

These are just examples, you can choose anything appropriate to your character.

Nature and Demeanour

Everyone has two psychological states.  Their innermost character (nature) and the one that they let everybody see on the outside (demeanour).  Choose archetypes that fit your idea of the internal nature and outward disposition of your character. Your character's nature should never change, but you may change his demeanour as often as you like (although people may not trust your character if you change it too often).

Natures and demeanours are not essential to the game but they make the character more rounded and less 2 dimensional, adding to the enjoyment of the game.

Personality archetypes

· Architect: You are unhappy unless you are creating something of lasting value.

· Autocrat: You are a control freak, you know you are the best for the job.

· Autist: You give away as little about yourself as possible. Knowledge is power and those who know you can hurt you.

· Avant-garde: You must be the first with anything. You have to be a trend leader not follower.

· Bon Vivant: Life is meaningless so enjoy it as long as it lasts.

· Bravo: You are something of a bully; you like to be feared.

· Caregiver: Many need your love and protection, and you need them to need you.

· Cavalier: You need to work for good. You're bold, intrepid, valiant, and fearless.

· Child: You never really grew up, and want someone to take care of you.

· Competitor: You're driven by the need to win. Life is a contest and society a dichotomy of winners and losers.

· Confidant: You understand and like people. You're a listener and advisor.

· Conformist: A follower at heart, you find it easy to adapt, adjust and comply.

· Conniver: There's always an easier way - which usually involves someone else doing your work.

· Critic: You have high standards and everything must be fully scrutinised for it's worth.

· Curmudgeon: You are a real sourpuss and cynic to the nth degree.

· Deviant: You're just not like everyone else.

· Director: You hate chaos and are forever taking charge to set things right.

· Fanatic: You have a cause and it gives your life meaning.

· Gallant: You are as flamboyant as you are amoral.

· Honest-Abe: You refrain from lying and stealing. You live honestly and openly and are good to others.

· Jester Always the clown, you can't take life, or death, seriously.

· Jobsworth: You have routines and established practices you must live by.

· Judge: You seek justice and reconciliation

· Loner: You are forever alone, even in a crowd.

· Manipulator: You want to understand people more. So you manipulate them to gain insight into them.

· Martyr: You need to be needed, and enjoy being morally superior.

· Masochist: You like to see how much you can take, you gain a certain satisfaction from your suffering.

· Mediator: You are the diplomat. The person in the middle.

· Optimist: You know everything will turn out for the best eventually.

· Pedagogue: You're a teacher. You're dedicated to passing on what you've learned for the benefit of others.

· Penitent: You are unworthy, you must make up for what you are, what you lack, or what you have done.

· Perfectionist: You can't stand imperfection, not in others or yourself.

· Plotter: Everything you do is planned. You are organised and precise.

· Poltroon: The sensible way of dealing with a problem is to avoid it. You never face anything unless there is no other option.

· Praise-seeker: You crave approval and praise, and will go to extreme lengths to get it.

· Rebel: No need for a cause, you rebel out of habit and passion.

· Rogue:  Only one thing matters to you.  Yourself

· Survivor: You struggle to survive, no matter the odds.

· Sycophant: You attach yourself to stronger people and ingratiate yourself to them.

· Thrill-seeker: You live for danger. You feel alive when you are testing the limits of your abilities. You will go out of your way to find dangerous situations.

· Traditionalist: You prefer the orthodox and conservative ways.

· Visionary: Wisdom is your quest, insight your key.

Attributes

Every Vampire character is generally broken down into sections of numbers.  These are the mechanics of your character that must be used when competing against others.  Your character will have: attributes, disciplines, skills and backgrounds.

They represent the basic potential of every person in the world, as well as most other living (and unliving) things. Most people have Attributes scores of between 1 (normal) and 3 (good), though exceptionally gifted individuals may have scores of 4 (excellent) or even 5 (peak of human capacity).  You begin with 1 in each of these attributes.

Abilities

There are three types of Abilities, these are:

· Talents - which can be learned without needing a teacher.

· Skills - which you will need a teacher for.

· Knowledges - some need to be learned from a teacher, some can be picked up during role-play.

To begin designing your character, first work out what kind of person he was as a human.  Determine what kind of job the person fulfilled and choose one level 2 and two level 1 skills from each section (Talents, Skills and Knowledges) to define the abilities picked up during your mortal life.

	Talents
	Stat Used
	Skills
	Stat Used
	Knowledges
	Stat Used

	Alertness
	PER
	Animal Ken
	WIT
	Academics
	INT

	Athletics
	DEX
	Craft
	PER
	Computers
	INT

	Authority
	WTS
	Disguise
	PER
	Finance
	INT

	Brawl
	STR
	Drive
	DEX
	First Aid
	INT

	Climbing
	STR
	Etiquette
	CHA
	Forensics
	INT

	Dodge 
	DEX
	Filching
	DEX
	Law
	INT

	Empathy
	PER
	Firearms
	DEX
	Medicine
	INT

	Expression
	CHA
	Forgery
	DEX
	Science
	INT

	Intimidation
	WIT
	Hide
	STA
	Torture
	INT

	Manipulation
	WIT
	Hypnotise
	WIT
	
	

	Seduction
	CHA
	Lip-read
	PER
	
	

	Subterfuge
	WIT
	Lock-pick
	DEX
	
	

	Streetwise
	CHA
	Melee
	STR
	
	

	Swimming
	STR
	Move Silently
	DEX
	
	

	Throwing
	DEX
	Performance
	CHA
	
	

	
	
	Research
	INT
	
	

	
	
	Survival
	STA
	
	


The Vampire

Now that you have created the once-human side of the character, you can flesh out the vampire aspects. The first decision that needs to be made is to which clan your character belongs to.  You may choose to have no clan, a Pander, if you so wish.  Choice of clan determines the three clan disciplines that you character uses and also an additional free skill point in a particular area.  Pander, being clanless, may choose their disciplines from a set list.

	Clan
	Weakness
	Three Clan Disciplines

	Assamite
	Vitae Addiction
	Celerity
	Obfuscate
	Quietus

	Brujah
	Easily Frenzied
	Celerity
	Potence
	Presence

	City Gangrel
	Animal Features
	Celerity
	Obfuscate
	Protean

	Country Gangrel
	Animal Features
	Animalism
	Fortitude
	Protean

	Lasombra
	No Reflection
	Dominate
	Obtenebration
	Potence

	Malkavian
	Derangement
	Auspex
	Dementate
	Obfuscate

	Nosferatu
	Chasima=0
	Animalism
	Obfuscate
	Potence

	Ravnos
	Crime Outlet 
	Animalism
	Chimestry
	Fortitude

	Setites
	Photophobia
	Obfuscate
	Presence
	Serpentis

	Toreador
	Art Fascination
	Auspex
	Celerity
	Presence

	Tzimitze
	Territorial
	Animalism
	Auspex
	Vicissitude

	Ventrue
	Selective Feeding
	Dominate
	Fortitude
	Presence

	Pander
	No Clan
	May pick 3 from: Animalism, Auspex, Celerity, Dominate, Fortitude, Obfuscate, Potence, Presence


You receive 4 points to allocate between your disciplines. This can be arranged however you like, between your three clan disciplines.

Animalism:  Abilities to interact with the wild.

Auspex:  Seeing the unseen.

Celerity:  Heightening of one’s speed.

Chimestry: Ravnos ability to create illusions.

Dementate:  Malkavian ability to create madness around them.

Dominate:  Controlling other people.

Fortitude:  Natural resistance to your body. Think armour.

Obfuscate: Invisibility and the ability to create an illusion of someone else over you.

Obtenebration: A Lasombra’s control over shadows.

Potence:  Great bounds of strength.

Presence:  Supernatural charm.

Protean:  Gangrel shapechanging ability.

Quietus: An Assamite’s manipulation of his blood.

Serpentis: The Setites snake related discipline

Thaumaturgy:  Tremere spellcasting.

Vicissitude: Tzimitze ability to craft peoples bodies.

Attributes

As a normal human, you begin with a single point in each of the 7 Attributes.

As vampires surpass mortals, you may allocate additional points to your characters Attributes.

You may allocate 7 additional points between your attributes.  No more than one of these attributes may be raised to 4.  You cannot begin play with an attribute at level 5.

Abilities

During your vampire life, you gain more abilities. You gain a level 3, a level 2 and a level 1 ability in each column. Thus you should end up with:

· 1 single level 3 ability.

· 2 level 2 abilities.

· 3 level 1 abilities.

	Talents
	Stat Used
	Skills
	Stat Used
	Knowledges
	Stat Used

	Alertness
	PER
	Animal Ken
	WIT
	Academics
	INT

	Athletics
	DEX
	Craft
	PER
	Computers
	INT

	Authority
	WTS
	Disguise
	PER
	Finance
	INT

	Brawl
	STR
	Drive
	DEX
	First Aid
	INT

	Climbing
	STR
	Etiquette
	CHA
	Forensics
	INT

	Dodge 
	DEX
	Filching
	DEX
	Law
	INT

	Empathy
	PER
	Firearms
	DEX
	Medicine
	INT

	Expression
	CHA
	Forgery
	DEX
	Science
	INT

	Intimidation
	WIT
	Hide
	STA
	Torture
	INT

	Manipulation
	WIT
	Hypnotise
	WIT
	Lore:
	INT

	Seduction
	CHA
	Lip-read
	PER
	> Occult
	

	Subterfuge
	WIT
	Lock-pick
	DEX
	> Kindred
	

	Streetwise
	CHA
	Melee
	STR
	> Sabbat
	

	Swimming
	STR
	Move Silently
	DEX
	> Own Clan
	

	Throwing
	DEX
	Performance
	CHA
	> Anarchs
	

	
	
	Research
	INT
	> Camarilla
	

	
	
	Survival
	STA
	
	


Backgrounds:

As a member of the sabbat you have little ties to human society. As such you start with 0 points in backgrounds, however they are included here as you may purchase them later.

Fame

You receive a widespread reaction to the mortal world, either as an athlete, entertainer or writer.  This has mixed blessings however, as you may be recognised at inconvenient times.

	Points spent
	

	1
	You’re known to a select subculture of the city - local clubgoers or art fanatics for example.

	2
	A Majority of the populace recognises you face; you’re a local celebrity such as a news anchor.

	3
	You have countrywide renown; perhaps you’re a state senator or minor star of local interest.

	4
	Nationally famous: everybody knows something about you.

	5
	You are an internationally famous media icon.


Contacts

This represents a number of people that you know around the town and local region, whom you can contact to acquire information from.  You must specify each contact’s name and occupation in your characters background history and indicate what sort of information they can pass on to you.

	Points
	Number of contacts

	1
	2 contacts in local area.

	2
	3 contacts in local area, 1 contact in local region.

	3
	4 contacts in local area, 2 contacts in local region.

	4
	5 contacts in local area, 3 contacts in local region

1 contact in country

	5
	6 contacts in local area, 4 contacts in local region.

2 contacts in country.


Herd

This is a group of people whom you can feed from without fear of breaking the Masquerade.  Herd can be used to counter investigation on a point for point basis.

	Points
	Vessels

	1
	3

	2
	7

	3
	15

	4
	30

	5
	60


Information Network (Nosferatu Only)

Over the years you have created a vast group that provide you with information. The information provided by contacts relates to specific details whereas this provides current rumours circulating the city.  These rumours are provided during downtime.

	Points
	Size of network
	Information collected

	1
	Small (key places)
	Common knowledge

	2
	Medium (neighbourhoods)
	As above and snippets of uncommon.

	3
	Large (town)
	As above but more uncommon and snippets of rare.

	4
	Vast (County)
	As above but more rare and some specialised.

	5
	Extreme (Country)
	Information from all sources are leaked to you.


Resources

This is the income of your character.  It can be generated in a number of ways, through employment to illegal activities.

	Points
	Lifestyle
	Monthly Income
	Assets

	0
	Street
	£20
	£50

	1
	Menial Job
	£150
	£3,000

	2
	Steady Job
	£500
	£20,000

	3
	Good Job
	£1,000
	£70,000

	4
	Exec Job
	£5,000
	£200,000

	5
	Millionaire
	£20,000
	£2,000,000


Retainers

Servants, assistants and other people who are your loyal and steadfast companions.  Many vampires’ servants are ghouls - their supernatural powers and blood-bond-enforced loyalty make them the servants of choice.  Some vampires, particularly those with the animalism discipline, make the use of blood bonded animals such as dogs as their retainers.

Some degree of control must be used to continually control retainers such as blood bonded ghouls, payments and dominate.  Otherwise they may well turn on you.  Each point of Retainer represents a new servant.

Ties and Influences

In order to begin acquiring influence, one must first purchase the relevant merit.  Once this has been done you may begin to develop control that you have chosen.  Purchase of the merit provides the first point in that influence.

Bureaucracy (2 point Merit)

The organisational aspects of local and country government fall within the character's sphere of control. They can bend and twist the tangle of rules and regulations that seem necessary to run our society as they see fit.  The character may have contacts or allies among government clerks, supervisors, utility workers, road crews, surveyors and numerous other civil servants.

	1
	Trace utility bills

	2
	Fake a birth certificate or drivers license

Disconnect a small residences' utilities

Close a small road or park

	3
	Fake a death certificate, passport or green card

Close a public school for a single day

Turn a single utility on a block on or off

Shut down a minor business on a violation

	4
	Initiate a phone tap

Fake land deeds

Initiate a department-wide investigation

	5
	Start, stop or alter a city-wide program or policy

Shut down a big business on a violation

Rezone areas

Obliterate records of a person on a city and county level.


Church (3 point Merit)

Even churches are not without politics and intrigue upon which opportunistic Kindred may capitalise. Church influence usually only applies to mainstream faiths, such as Christianity, Judaism, Buddhism and the Islamic faith. Sometimes other practises fall under the Occult Influence. Contacts and allies affected by Church influence include: minister, bishops, priests, activists, evangelists, witch-hunters, nuns and various church attendees and assistants.

	1
	Identify most secular members of a given faith in the local area

Pass as a member of the clergy

Peruse general church records (baptism, marriage, burial etc)

	2
	Identify higher church members

Track regular congregation members

	3
	Open or close a single Church

Dip into the collection. Limited resource boost

Find the average church-associated hunter

	4
	Discredit or suspend higher-level members

Manipulate regional branches

	5
	Organise major protests

Access ancient church lore


Corporate (2 point Merit)

There are many companies throughout the world that Kindred are able to manipulate and make use of.  Kindred with Corporate Influence are able to obtain specialised items or knowledge and to direct operations into specific areas. Typical Companies are Chemical Plants, Office Buidings, Manufacturing plants, Security Agencies, Storage Space etc.

	1
	Learn about projects, inventory and production facilities.

	2
	Have minor projects performed.

Dip into union funds or embezzle petty cash (resource boost £500)

	3
	Organise minor strikes

Appropriate equipment for a short time.

	4
	Plan and direct local projects.

Use production facilities for own use.

	5
	Plan and direct regional projects.

Expand the company by opening a new building.

Appropriate equipment permanantly.


Finance (3 point Merit)

The world teems with the trappings of affluence and the stones of the rich and famous. Kindred with the Finance Influence speak this language of money and know where to find capital. They have a degree of access to banks, mega-corporations and the truly wealthy citizens of the world. Such characters also have a wide variety of servants to draw upon such as CEO’s, bankers, corporate yes-men, financiers, bank-tellers, stock brokers and loan agents.

	1
	Earn money

Learn about major transactions and financial events

Raise capital (£1,000)

Learn about general economic trends

Learn real motivations for many financial actions of others

	2
	Trace an unsecured small account

Raise capital to purchase a small business

	3
	Purchase a large business

	4
	Manipulate local banking (delay deposits, credit alterations)

Ruin a small business

	5
	Control an aspect of city-wide banking (shut off ATMs)

Ruin a large business

Purchase a major company


Health (4 point Merit)

In our modern world, a myriad of organisations and resources exist to deal with every mortal aches and ill, at least in theory. The network of health agencies, hospitals, asylums and medical groups is subject to exploitation by Kindred with Health Influence.  Nurses, doctors, specialists, lab workers, therapists, counsellors and pharmacists are just a few of the workers within the field.

	1
	Access a person’s health records

Use public functions of health centres at your leisure

Fake vaccination records and the like

	2
	Access to some medical research records

Have a minor lab work done

Acquire a copy of the Coroner’s report

	3
	Instigate minor quarantines

Corrupt results of tests or inspections

Alter medical records

	4
	Acquire a body

Completely rewrite medical records

Abuse grants for personal use (resource boost £250)

Institute large scale quarantines

Shut down business for “health code violations”

	5
	Have special research projects performed

Have people institutionalised or released.


High Society (3 point Merit)

An elite clique of mortals exists that, by virtue of birth, possessions, talents or quirks of fate, hold themselves above the great unwashed masses. High society allows the character to direct and use the energies and actions of this exceptional mass of mortals. Among their ranks, one can find dilettantes, the old rich, movie and rock stars, artists of all sorts, wannabes, fashions models and trendsetters.

	1
	Learn what is trendy

Learn about concerts, shows or plays well before the public

Obtain hard-to-get tickets for shows

	2
	Track most celebrities and luminaries

Be a local voice for the entertainment field

“Borrow” £1,000 as idle cash from rich friends

	3
	Crush promising careers

Hobnob well above your station

	4
	Minor celebrity status

	5
	Appear on a talk show that’s not about to be cancelled

Ruin a club, gallery, festival or other high society gathering


Industry (3 point Merit)

The dark world of the Gothic-Punk milieu is built by pumping and grinding machinery and the toil of endless labourers. A character with the Industry Influence has her ashen fingers in this pie. Industry is composed of union workers, foremen, engineers, contractors, construction workers and manual labourers.

	1
	Learn about the industrial projects and movements

	2
	Have minor projects performed

Arrange small “accidents”

Dip into union funds or embezzle petty cash (resource boost £500)

	3
	Organise minor strikes

Appropriate machinery for a short time

	4
	Close down a small plant

Revitalise a small plant

	5
	Manipulate large local industry


Judicial (2 point Merit)

The kindred presence is even present in the hallowed halls of justice and the courts, law schools, law firms and justice bureau’s within them. Inhabiting these halls are lawyers, judges, bailiffs, clerks, DA’s and attorneys

	1
	Get free representation for small cases

	2
	Avoid bail for some charges

Have minor cases dropped

	3
	Manipulate legal procedures (small wills, minor contracts, court dates)

Access public or court funds (resource boost £250)

Get good representation

	4
	Issue subpoenas

Tie up court cases

Have most legal charges dropped

Cancel or arrange parole

	5
	Close down all but the most serious investigations

Have deportation proceedings held against someone.


Media (2 point Merit)

The media serves as the eyes and ears of the world. While few in this day and age doubt that the news in not corrupted, many would be surprised at who closes these eyes and covers these ears from time to time.  The media entity is composed of station directions, editors, reporters, anchors, camera people, photographers and radio personalities.

	1
	Learn about breaking stories early

Submit small articles (within reason)

	2
	Suppress (but not stop) small articles or reports

Get hold of investigative reporting information

	3
	Initiate news investigations and reports

Get project funding and waste it (resource boost £250)

	4
	Access media production resources; Ground stories and projects

Broadcast fake stories (local)

	5
	Broadcast fake stories (county)


Occult (3 point Merit)

Most people are curious about the supernatural world and the various groups and beliefs that make up the occult world but few consider it anything but a hoax a diversion or a curiosity.  They could not be farther from the truth.  This influence more than any other hits Kindred close to home and could very well bring humanity to its senses about just who and what shares this world with them.  Among the occult community are cult leaders alternative religious groups charlatans, would be occultists and New Agers.

	1
	Contact and use common occult groups practises

Know some of the more visible occult figures

	2
	Know and contact some of the more obscure Occult figures

Access resources for most rituals and rites

	3
	Know the general vicinity of certain supernatural entities and possibly contact them

Can access vital or very rare material components.

Milk impressionable wannabes for money (resource boost £250)

	4
	Access occult tomes and writings

Research a basic Ritual

	5
	Research Intermediate Ritual

Access to minor magic items (ref. discretion)


Police (4 point Merit)

To protect and serve is a popular motto among the chosen enforces of the laws but these days even those ignorant of Kindred have reason to doubt the law's ability to enact justice.  Perhaps they should wonder whom the law defends whom it serves and why.  The police influence encompasses the likes of beat cops, desk jockeys, prison guards, special diversions (such as SWAT and homicide), detectives and various clerical positions.

	1
	Learn police procedures

Police information and rumours

Avoid traffic tickets

	2
	Have license plates checked

Avoid minor violations

Get inside information

	3
	Find bureau sects

Get copies of an investigation report

Have police hassles detain or harass someone

	4
	Access confiscated weapons or contraband

Start an investigation

Get money, either from evidence room or as an appropriation (resource boost £1,000)

Have some serious charges dropped.

	5
	Institute major investigations.  Arrange set-ups.

Instigate bureau investigations. Have officers fired.

Close down an investigation


Political (2 point Merit)

Deal-making is second nature to most vampires, so they can get along very well with other bloodsuckers – that is, politicians.  Altering party platforms, controlling local elections, changing appointed offices and calling in favours all falls under the purview of Political Influence.  Well-timed blackmail, bribery, spin doctoring or any sundry tricks are stock in trade on both sides of this fence.  Some of the likely contacts and allies included pollsters, lobbyists, activists, party members, spin doctors and politicians from rural zoning committees to the mayors of major cities.

	1
	Minor lobbying

Identify real platforms of politicians and parties 

Be in the know

	2
	Meet small-time politicians

Garner inside information on processes, laws and the like.

Use a slush fund or find raiser (£1,000)

	3
	Sway or alter political projects (local parks, renovations, small construction)

	4
	Enact minor legislation

Dash careers of minor politicians

	5
	Get your candidate in a minor officer

Enact encompassing legislature


Street (2 point Merit)

Ignored and ofter spat on by their “betters,” those in the dark alleys and slums have created their own culture to deal with life and outsiders who might come calling.  When calling on Street Influence, you use your connections on the underside of the city to fing the homeless, gang members of all sorts, street buskers, petty criminals, prostitutes, residents of the slums or barrios, and fringe elements of so-called “deviant” cultures.

	1
	Open an ear for the word of the street

Identify most gangs and know their turfs and habits

	2
	Live mostly without fear on the underside of society

Keep a contact or two in most aspsects of street life

Access small-time contraband

	3
	Get insight into other areas of Influence.

Arrange some services form street people or ganes.

Acquire pistols or uncommon melee weapons.

	4
	Mobilize groups of homeless.

Panhandle or hold a “collection” (£250)

Get hold of a shotgun, rifle or SMG – possibility of being traced.

	5
	Control a single medium-sized gane.

Arrange impressive protests by street people.


Transportation (2 point Merit)

Most Kindred make their havens in defensible parts of cities.  Traveling across the wilderness is difficult, with the problems of daylight and marauding Lupines. Getting access to special supplies and services can also take a measure of Transportation.  All these things can be controlled with a bit of sway over truckers, harbours, railroads, airports, taxis, border guards, pilots as well as more mundane aspects like shipping and travel arrangments.

	1
	A wizard at what goes where, when and why

Can travel quickly and freely

	2
	Can track an unwary target if they use public transportation

Arrange safe passage from mundane threats (sunlight etc)

	3
	Seriously hamper an individual's ability to travel

Avoid most supernatural dangers when travelling

	4
	Temporarily shut down one form of mass transit

Route money your way (resource gain £500)

	5
	Re-route major nodes of travel

Smuggle with impunity


Underworld Ties (3 point Merit)

The world of crime offers lucrative possibilities to strong-willed or subtle leaders.  Guns, money, drugs and vice – such delicious past times can be led by anyone talented or simply vicious enough to take them.  Underworld Unfluence lets you call on such favours for all manner of illegal dealings.

	1
	Locate minor contraband (knives, small-time drugs etc)

	2
	Obtain pistols, desirous drugs, stolen cars etc

Hire muscle to rough someone up

Fence minor loot

	3
	Obtain rifle, shotgun or SMG

	4
	White-collar crime connections

	5
	Arrange gangland assassinations; Hire a hitman or firebug

Supply local drug needs


University (2 point Merit)

Institutions of learning and research are the purview of the University Influence. Access to the halls of learning can help you with any number of resources, from ancient languages to research assistance to many impressionable young minds. 

	1
	Know layout and policy of local schools

Access to low level university resources

Get records up to the high school level

	2
	Know a contact or two with useful knowledge or skills

Minor access to facilities; Fake high school records

Obtain college records

	3
	Faculty favours; cancel a class; Fix grades

Discredit a student

	4
	Organise student protests and rallies

Discredit faculty members

	5
	Falsify an undergraduate degree

Free run of facilities


Character Points

You now receive 10 character points to develop your character.  You may gain up to an additional 7 more character points by taking flaws and up to another 4 for increasing the generation of your character up to a maximum of 21 character points. Flaws represent difficulties that your character possesses and must be role-played.

The following chart lists how many character points are required to raise a given stat. Every Vampire Character begins as a 12th Generation.  Character Points may also be used to lower your generation.

	Stat
	CP cost
	Notes

	Generation
	Special
	See the generation chart below

	Attribute
	-2
	Cannot start with more than 1 attribute greater than 3 and this cannot be raised to level 5 with Character Points.

	Discipline
	-3
	Cannot start with any discipline at level 4 or 5.

	Rituals
	-2 (per level)
	

	Abilities
	-1
	Cannot start with any skill at level 4 or 5.

	Background
	-1
	


	14th
	CP Cost
	Blood Pool
	Notes

	10th
	-4
	13
	

	11th
	-2
	12
	

	12th
	
	11
	

	13th
	+2
	10
	

	14th
	+4
	9
	Cannot sire or make ghouls.

Disciplines require 1 extra blood point.


Being supernatural in nature provides Vampires with unnatural abilities as well as just an unnatural life span.

Merits and Flaws can be selected to make your vampire a unique individual.  Merits cost a number of character points and Flaws selected give a number of extra character points.

Merits make life slightly easy for your vampire by boosting their abilities, whilst Flaws are designed to hinder you in some way.  Please note that Merits and Flaws are here to be role-played too.  They aren’t just to give you the “edge”.

If you are not role-playing your flaws, they may be taken away – forcing you to buy them with experience points, or adjusted to something else without your consent.

Merits

In order to gain Merit, you must possess its prerequisite and cannot possess anything listed in the Nulled by box.

	Name
	Point Cost
	Prerequisite
	Nulled by
	Effect

	Acute Sense
	1
	
	Appropriate disability.

E.g. acute vision when blind.
	One of your senses is exceptionally sharp, be it sight, hearing, smell touch or taste.  This Merit can be combined with Auspex to produce superhuman sensory input.

	Alternate Identity
	3
	
	
	In addition to your normal identity, you’ve taken up an alternate role that allows you to run with another group or sect of vampires.  This other self has a believable history and backstory that can stand up to at least cursory checks.  However, your sire, contacts, retainers etc. don’t know that you maintain this second identity, and treat this “stranger” accordingly.

	Ambidextrous
	1
	
	One Arm
	You have a high degree of off-hand dexterity and therefore use both hands effectively.

	Animal Affinity
	1
	Animal Ken
	Animal Repulsion
	You have an innate understanding and rapour with one type of animal.  Animalism may be easier with this Merit.

	Awareness
	10
	PER 3
	Slow
	You have an innate ability to spot things around you prematurely.  This may seem like a sixth-sense.

Characters with this Merit may raise their Perception to 6.

	Baby Face
	1
	Blush of Health
	Nosferatu
	Your skin is pink, you’ve never stopped breathing (even though you don’t need to) and even sneezing comes naturally. You can make your heart beat as long as you have 2 blood.

	Blush of Health
	1
	
	Nosferatu
	You look more hale and healthy in appearance that other vampires, allowing you to blend in with human society much more easily.  You still retain the colour of a living mortal, and your skin feels only slightly cool to the touch.

	Boxing

Training
	3
	Alertness 3

Brawl 3

Intimidation 3
	
	You have been trained in the art of Boxing.  You may deal an extra point of damage with you brawl ability but may only use this for each dot, that you have in brawl (this is unaffected by ESR).

	Bright Aura
	2
	
	
	Your aura appears as a mortal unless the user has PER 5. 

	Brusier
	1
	STR 2
	
	Your appearance is sufficiently thuglike to inspire fear or at least disquiet those who see you.  Not being ugly per se, you do radiate a sort of quiet menance.  You gain +1 ESR bonus to Intimidate if the opponenet has less STR than you. 

	Brutish
	10
	STR 3
	Weak
	You have an innate strength within you.  Characters with this Merit are able to raise their Strength to 6.

	Cat-Like Balance
	10
	DEX 3
	Clumsy
	You possess an innately perfect sense of balance.  Characters with this Merit are able to raise their Dexterity to 6.

	Calm Heart
	3
	
	
	You are more adept at restraining your beast.  Therefore you Frenzy on 1 less blood than normal.

	Coldly Logical
	1
	INT 3

Empathy 3
	
	While some might refer to you as a “cold fish”, you have a knack for seperating factual reporting from emotional or hysterical coleration.  You may or may not be emotional yourself, but you can see clearly when others are clouding the facts with their feelings.  +1 resistance to your defence against Subterfuge.

	Concentration
	1
	
	
	You have the ability to focus your mind and shut out distractions.  When consentrating on something only physical contact will disturb you.

	Deceptive Aura
	1
	
	
	Your aura is unnaturally bright and colourful for a vampire.  You register as mortal when your aurea is percieved unless the user has PER 3+

	Dislodged Heart
	1
	Misplaced Heart
	
	Your heart is located further up or further down (your choice). You may ignore any stakes that are not aimed in the correct position but you will take damage from them.

	Early Riser
	1
	
	Deep Sleeper
	Awaken at twilight instead of true dark.

	Eat and Drink 
	1
	
	
	You have the capacity to eat food and even savour its taste.  While you cannot derive nourishment from eating regular foods, this ability will serve you well in maintaining the Masquerade.  Of course, you cannot digest what you eat, and there will be some point during the eveing when you must force yourself to heave it back up.

	Efficient Digestion
	3
	
	
	You are able to draw more than the usual amount of nourishment from blood.  For every 2 blood points ingested (from someone else) increase your blood pool by 3, rounding down.

	Eidetic Memory
	6
	
	
	Also known as photographic memory.  You are able to recall everything that you experience whenever you need to.

	Elysium Regular
	1
	Fame 1 

(local Camarilla)
	
	You spend an unusual amount of time in Elyiums within and outside the borders of your city.  You see and are seens to such an extent that all the movers and shakers of Elysium at least know you you are.

	Fairy Affinity
	2
	
	
	You attract the fae.  You may enter Arcadia if you can find the entrance.

	Firearms Training
	3
	Filching 3

Firearms 3

Lore Firearms 3
	
	You have had some degree of firearms training.  You may reload a type of firearm in half the normal amount of time.  This may only be used once, for each rank in firearms that you possess.  This is unaffected by ESRs.

	Fitness
	4
	
	
	You are more healthy than the norm and you receive an extra level of health.

	Focused
	10
	
	Weak Willed
	You have a powerful force of your own will.  Characters with this Merit may raise their WillPower to 6.

	Focus of Spirit
	8
	
	
	When Psychically Projecting or Possessing another, you are able to use any other discipline rather than those normally allowed.

	Force of Will
	3
	
	Weak Willed
	You cannot be Dominated by a skill of three or less.

	Former Ghoul
	1
	
	
	You were introduced to the Blood longer before you were made kindred.  Your long experience as a ghoul gives you insight into and comfort with vampiric society.  You reieve a bonus of +1 to your resistance to social ESR by neonates.

	Fortress Haven
	3
	Resources 4
	
	Your haven is difficult to get to and is well guarded.

	Fortified Holdings
	3
	Holdings

Resources 5
	
	Half of the holdings that you possess have been modified to provide you with extended protection.  This includes security alarms, motion sensors etc.

	Friend of the Underground
	3
	
	Noferatu
	While you’re not a Nosferatu, you know your way around the sewers, tunnels, ducts, subway tubes and other subterranean passages of your home town.  The local Nosferatu (and any other creatures dwelling down in the muck) may not actually like you, but they’re not inclined to kill you on sight when they see you in their territory.

	Friendly Face
	1
	
	
	You have a face that reminds everyone of someone, to the point where strangers are inclined to be well-inclined toward you because of it.  You receive a +1 ESR to your seduction when meeting someone for the first time.

	Ghoul Family
	4
	
	Ghoul Pack
	You have a family of 4 human ghouls who serve you.

	Ghoul Pack
	4
	Animalism
	Ghoul Family
	You have 4 ghouled animals who serve you

	Guardian Angel
	6
	
	
	Someone or something is watching over you and is protecting you from harm.  In times of great need you may be supernaturally protected.  You can counter 1 situation per 6 months.

(including final death)

	Hardened
	10
	STA 3
	Fragile
	Your body is naturally tough and more resilient to damage than others.  Characters with this Merit may raise their Stamina to 6.

	Harmless
	1
	Fame 1
	
	Everyone, of one particular group, in the city knows you and knows that you’re no threat to their plans.  While that sort of estimation may seem insulting, it’s also what’s kept you from being killed.  If you start acting in a way that demonstrates that you are no longer harmless, others’ reactions to you will likely change as a result.

	Healing Touch
	2
	
	
	Normally vampires can only seal the wounds they inflict after feeding, by licking them.  With but a touch, you can achieve the same effect.

	Holdings
	3
	Resources 3
	
	You own a number of properties that have been in your possession for a number of years.  These can be used as places to rest and as places to hide out.  You own two hideouts for each point of Herd that you possess.

	Immaculate Beauty.
	10
	CHA 3
	Grotesque
	A glow of inner light fills your being and others are drawn to you.  Characters with this Merit may raise their Charisma to 6.

	Inoffensive to Animals
	1
	
	Animal Repulsion
	Animals do not fear you as they do with other Kindred.   Animals may not enjoy being in your company, but they don’t actively flee from you.

	Iron Will
	3
	Force of Will
	Weak Willed
	You cannot be affected by Mind Spells with a skill of three or less.

	Magic Sensitivity
	1
	
	
	You have a supernatural gift that allows you to know if any magic if being used within a 10’ radius of yourself. This does not include disciplines. It will manifest as an irritation in your mind.

	Martial Arts Training
	3
	Alertness 3

Brawl 3

Dodge 3
	
	You have been trained in some sort of martial arts.  If you are in melee combat and a blow connects with your forearms, you may lessen the damage by one point.  You may only do this once for each point that you have in Alertness (this is unaffected by ESRs).

	Medium
	2
	PER 3
	Slow
	You can sense and hear the spirits.  Though you cannot see them you can speak to them.  They will not aid you or give you advice for free, they will want something in return.

	Mental Superiority
	10
	INT 3
	Dim Witted
	High stimuli to your brain have caused an increase in the amount of information that you can process.  Characters with this Merit may increase their Intellegence to 6.

	Misplaced Heart
	1
	
	
	Your heart is on the right side of your torso rather than the left. You may ignore any stakes that are not aimed in the correct position but you will take damage from them.

	Mole
	3
	Contacts
	
	You have an informer buried in a kindred circle who funnels you all sorts of information as to what their peers are up to.  You may include a single contact in a kindred body such as the Sabbat and Anarchs once, each time you purchase this merit.

	Occult Library
	2
	
	
	You possess a library of occult materials.  You are not necessarily familiar with the contents of the library but it is an invaluable aid to research.

	Open Road
	3
	
	
	Unlike many Kindred, you like to travel.  You have a solid knowledge of safe travel routes, and methodologies, not to mention haven space available in any number of destinations.  Unless someone out there knows your exact route and is specifically looking for you, you can move between cities unimpeded by encounters with hostiles.

	Out-of-Clan

Discipline
	5
	
	
	You start with a level 1 discipline chosen from the Caitiff selection list.

	Paranoia, Limited
	2
	3 different “Supernatural” Lores at level 2
	
	You know that there are many creatures out there that would love to destroy you.  You go out of your way to prepare contingency plans, vary your movement patterns and habbits and otherwise make yourself a difficult target.

	Precocious
	5
	
	
	You learn quickly.  The time taken between learning one ability is halved (you must wait 1 month rather than 2 before raising an ability again).  You must specify which ability this is for.

	Sabbat Survivor
	1
	Sabbat Lore 1
	
	You’ve lived through at least one Sabbat attack and/ or attempted recruitment.  Your experience helps you anticipate situations where you might potentially be endangered by the Sabbat once again.  This merit comes into play most frequently as a means of avoiding ambushes and the like.

	Spirit Mentor
	3
	
	
	You have a ghostly companion and guide.  For the most part the benefit it can give is from advice.  It is the spirit of someone once living.

	Stalwart Will
	3
	Iron Will
	Weak Willed
	You cannot be Dominated by others with a skill of 4 or less.

	Strong Blood
	5
	
	Infertile Vitae
	A Kindred who tasts this blood will recognise the potency of it.  Diabolists will lust after it.  Any blood bond will add an extra point to the bond than normal.

	Supernatural Ally
	4
	
	
	You have an ally of a supernatual nature.  This is created using standard character creation rules (must be approved by ref).  The ally is not a personal slave, it has its own needs and allegencies but may help out it times of great need.  This is a two-way relationship as your ally will also requre aid from you occassionally.  If you do not assist your ally, it may leave.

	Ties* - Bureaucracy
	2
	
	
	Government agencies and bureaus (specify)

	Ties* – Church
	3
	
	
	Ties to the chruch (specify)

	Ties* – Corporate
	2
	
	
	Ties in the coporate world (specify)

	Ties* - Finance
	3
	
	
	Stock markets and banks (specify)

	Ties* - Health
	4
	
	
	Ties in the Medical World (specify)

	Ties* - High Society
	3
	
	
	Ties amoungst the Upper Crust of society (specify)

	Ties* - Industry
	3
	
	
	Factories and industry (specify)

	Ties* – Judicial
	2
	
	
	Ties in thelegal profession (specify)

	Ties* – Media
	2
	
	
	Ties in themedia world (specify)

	Ties* - Occult
	3
	
	
	Supernatural factions (specify)

	Ties* – Police
	4
	
	
	Ties in the local police (specify)

	Ties* - Political
	2
	
	
	Ties in the Political world (specify)

	Ties * - Street
	2
	
	
	Ties in the Street (specify)

	Ties* - Tranportation
	2
	
	
	Public transport (specify)

	Ties* – Underworld
	3
	
	
	Ties in the criminal world (specify)

	Ties* - University
	2
	
	
	Educational sectors (specify)

	Unbondable
	5
	
	
	No matter how much blood you take from another you cannot be Blood-bound

	Weapon Training
	3
	Alertness 3

Melee 3

Lore Weapons 3
	
	You have been trained in one specific melee weapon.  You may deal an extra point of damage when using this weapon.  This may only be used once, per point of melee that you possess.  This is unaffected by ESR’s.


*Once purchased, you may start acquiring influence in this area.  These are treated as backgrounds.

Flaws:

Representing specific defisciencies or drawbacks aside fro inherent weaknesses common to many people, Flaws grants additional Flexibility points. Each flaw is rated in terms of its value, ranging from one to five, depending on the severity: The higher the value, the more debilitating the Flaw. A character may total up to seven points of Flaws.  The flaws taken should be thought about – they are, after all, problems that your character faces for their entire life.  Your character must “make sense”. 

For example:

Eric, the gangrel was sired in the mid 60’s during a carnival.  As such he suffers from a moderate addiction to LSD and has a mild phobia of being alone.  This comes from the many nights spent hallucianting and needing support from others.

Compared to:

Billy the Ventrue has mild allergy to clay, mild phobia to pigeons and nightmares of being chased by a girl in pig tails. – However frightening as this is, it doesn’t make any sense.
	Name
	Point Gain
	Prerequisite
	Nulled by
	Effect

	Addiction
	Your body has become addicted to some kind of drug.  Vampires cannot be directly afflicted by drugs and so you must feed from a mortal body that contains your “fix”. This must be done each night after awakening or suffer an ESR penatly due to stress.

	Mild
	1
	
	
	You are addicted to a common low harmful drug such as alchohol.  ESR’s –1 if you do not get your fix.

	Moderate
	2
	
	
	You are addicted to an uncommon drug.  ESR’s –2 if you do not get your fix.

	Severe
	3
	
	
	You are addicted to highly illegal strong drugs. ESR’s –3 if you do not get your fix.

	Allergy:
	You are allergic to some substance, in a manner unlike mortal allergies.  There are three different levels of severity that you can select from;

	Mild
	1
	
	
	Injested in blood -1 to ESR's for 10 mins.  If touched you get a feeling of revulsion.

	Moderate
	2
	
	
	Injested in blood -2 ESR's for 10 mins.  If touched -1 to ESR's for 5 mins.

	Severe
	3
	
	
	Injested in blood -3 ESR's for 10 mins.  If touched -1 ESR's for 10 mins.

	Amnesia
	2
	
	
	You can't remember anything before your Embrace.  However, your past may come back to haunt you.

	Anachronism
	2
	
	
	Old fashioned in sense of dress and ideas.  Modifiers will be imposed for certain situations.

	Animal Repulsion
	1
	
	Inoffensive to animals / any animal affintiy
	Animals fear you more than they do others of your kind.  Larger, more aggressive animals may even attack you.

	Beacon of Unholy
	2
	
	
	You radiate palpable evil. Clergy and devout mortals know instinctively that there is something horribly wrong with you, and react accordingly.  Churches and other places of worship are barred to you as well.

	Blood Hunted
	4
	
	
	You have been made the target of a blood hunt, and for you to return to you home city is death.  Should you ever return there, you will be killed.

	Clumsy
	2
	
	Cat-Like Balance
	You are not as nimble as others.  Reduce your Dexterity by 1 point. (XP cost to reach level 5 DEX is doubled)

	Colour Blind
	1
	
	
	You can only see in black and white, although you can sense colour density (shades of grey).  This makes Aura Perception very difficult.

	Compulsion
	1
	
	
	You have a psycological compulsion of some sort, which can cause you a number of different problems.  This may be for cleanliness, perfection, bragging etc.

	Confused 
	2
	
	
	Whenever you are in a situation where there is mutliple stimuli (such as when a number of people are talking at once), your confusion will be especially strong.  At all other times it will be mild.

	Dark Secret
	1
	
	
	You have a highly embarassing secret.

	Deaf
	4
	
	
	You cannot hear sound.  Your Perception is 0 for hearing purposes.

	Deep Sleeper
	1
	
	Early Riser
	You will over sleep for 1 hour after dark.

	Diabloic Sire
	2
	
	
	You Sire is (or was) engaged in acts that could cause tremendous uproar.  You will never be trusted.

	Disease Carrier
	2
	
	
	Your blood contains some form of disease.  Victims that are fed from and not killed, have a chance of contracting the disease from you.

	Disfigured
	2
	
	Nosferatu
	A hideous disfigurement makes you ugly and easy to notcie and remember.

	Dim Witted
	2
	
	Mental Superiority
	You are more naturally slow to comprehend situations around you.  Reduce your Intellegence by 1 point.

(XP cost to reach level 5 INT is doubled)

	Dulled Bite
	2
	13th - 14th Generation / Caitiff
	
	For some reason, your fangs never fully developed.  When feeding, you need to find some method of making the blood flow.

	Emotional Isolation
	1
	
	Empathy
	You have seen too many friends and family die and suffer around you.  The pain of seeing so much agony around you that you have isolated yourself emotionally from all others.  You often come across and utterly without feeling.  Due to your emotional isolation, you receive a +1 resistance modifier against anything that targets your emotions.  You may never, however, purchase the Empathy Talent.

	Enemy
	1-5
	
	
	Somebody hates you and wants you dead.  Must be described in some detail in your history.  Refs decide points value.

	Fragile
	2
	
	Hardened
	Your body is more fragile than most.  Reduce your Stamina by 1 point. (XP cost to reach level 5 STA is doubled)

	Glowing Eyes
	3
	
	
	You have the stereotypical glowing eyes of a vampire of legend, which gives you a bonus of +1 ESR to your Intimidation.  However, you are in permanent breach of the Masquerade and must constantly disguise your condition (contacts don’t cut it); the glow impairs your vision and you suffer –1 ESR to your sight based abilities and hide.

	Grip of the damned
	4
	
	
	There is no ecstasy in your Embrace – Only terror and pain.  When you feed, your kiss does not produce the usual ecstasy, so your victims scream and shout.  This, therefore, requires some measure of force when you feed.

	Grotesque
	2
	
	Nosferatu /

Immaculate Beauty
	You have some problem with your personal habits that cause problems when enountering people, this can be anything from overpowering body odour, to an ugly appearance.  Reduce your Charisma by 1. (XP cost to reach level 5 CHA is doubled)

	Guilt Wracked
	4
	
	
	You simply cannot come to grips with the fact that you must drink blood to survive.  You suffer horrible guilt over each time you feed and try to avoid doing so as much as possible.  This means that you rarely have much blood in your system, leaving you vulnerable to both attacks and hunger based frenzies.  If you have more than half your generation’s blood inside you, at any point, you will frenzy.

	Hunted like a dog
	3
	
	
	Another sect or group of vampires – be it an independent clan or the Sabbat as a whole – has decided that you’re a target for extermination, and pursues you relentlessly.  On the bright side, the enemies of your enemy may well wish to help you out.

	Hydrophobia
	3
	
	
	You can't cross running water unless you are at least 50' above ot.  "Running water" us any body of water at least 2 feet wide and not completely stagnant.

	Illiterate
	1
	
	
	Due to lack of education or a condition such as dyslexia you are unable to read or write, though you may be numerate.

	Impatient
	1
	
	
	You have no patience for standing around and waiting.  You want to do things now, and the Devil take the hindmost.  

	Incomplete Understanding
	1
	
	Camarilla Lore 1
	The whole matter has been explained to you, but you’re still not quite sure how this whole Camarilla / Masquerade thing works.

	Infertile Vitae
	1
	Insubstantial Vitae
	Strong Blood
	Your blood does not possess any normal effects of thrawl.  You cannot create ghouls.

	Insubstantial Vitae
	1
	Meagre Vitae
	Strong Blood
	Your blood is less potent than normal Kindred.  You cannot blood bind other vampires but can bond mortals.

	Intolerance
	1
	WIT 4
	
	You dislike a particular sort.  Type of animal, class of person etc.  You will become unreasonable in the presence of your intolorance.

	Irretractable Fangs
	1
	
	
	Your fangs are permanantly down.  This may cause a breach of the Masquerade.

	Jealous Adversaries
	2
	Overextended

Retainers 2
	
	Your enemies take every opportunity to reduce your power and influence, and if that means lying, cheating or killing, so be it.  Furthermore, your enemies block every attempt you make it move into new areas of control.

	Light Sensitivity
	5
	
	
	You are even more vulnerable to light than other vampires. Bright lights can be painful, but it can be mitigated by wearing sunglasses.   Sunlight or moonlight will cause damage to any exposed flesh.  Sulight causes double damage, and even moonlight causes the same damage as normal sunlight would (not aggravated). Vampires with this flaw tend to stick to dark places out of habit and safety for as with sunlight, moonlight is not stopped by windows.

	Lord of the Flies
	2
	
	
	A swarm of flies swirl constantly around you, attracted by your undead state.  Their constant presence makes it difficult for you to interact socially (-1 ESR penalty) and give away your presence (-1 ESR penalty to move Silently and Hide)

	Magic Susceptibility
	2
	
	
	You are susceptible to the magical rituals of the Tremere, as well as to other magics.  Spells have twice the normal effect on you, and for Willpower oppossed spells, your Willpower is at -1 to its normal rating.

Spells that grant bonuses to abilities boost half the intended amount (rounded down).

	Meagre Vitae
	1
	
	Strong Blood

14th Gen
	Your vitae is not as potent as others of your kind is.  You cannot Sire new Vampires.  With every attempted Embrace, the new childe dies.

	Mute
	4
	
	
	Your vocal apparatus doesn't function, for whatever reason, so you can't talk.

	Nightmares
	1
	
	
	You have horrendous nightmares every time you sleep.  Memories of them haunt you every night.  When you are stressed you will be -1 to all ESR's for the night.

	Old Wound
	2
	
	
	You have one or more wounds that refuse to heal and look unsightly.  If the wound is visible, you suffer a –1 ESR penatly to all social abilities.

	One Arm
	3
	
	Ambidextrous
	You have only one arm.  You must hide one of your arms.

	One Eye
	3
	
	
	You have only one eye.  You must wear an eye patch.

	Open Wound
	2
	Old Wound
	
	Your old Wounds continuously seep blood, which costs you an extra blood point per evening (-1 blood pool).  You get an additional –1 to social ESR’s if the wound is visable.

You will also awaken down one health level.

	Overconfident
	1
	
	
	You have an exaggerated opinion of your own worth and capabilities - you will never hesitate to trust your own abilities, even in situations where you risk defeat.  Because your abilities may not be enough, such overconfidence can be very dangerous.  When you fail, you quickly find someone else or somehting else to blame.

	Overextended
	2
	3 different sectors of Influence.
	
	You’ve got your fingers in too many pies, and people are starting to notice, which means that a lot of people have a vested interest in trimming back your operations.

	Paranoia, Extreme
	3
	3 different “Supernatural” Lores at level 2
	
	You are certain that the world is full of creatures and people who wish to see you destroyed.  You do not necessarily feel concerned about those individuals who loathe you from a distance.  It is the ones you let get near to you, the ones your profess some caring towards you, who are the real danger.  You are constantly alert for signs that one or more acquantances are out to get you.

	Permanent Wound
	3
	
	
	When you were Embraced, your body was wounded.  Whenever, you awaken from slumber and your body resets to its “default” state, your wound appears.  You begin each night down 1 health level.

	Phobia Mild
	1
	
	
	You will retreat from the object of your fear.

	Phobia Severe
	3
	
	
	You will run in terror if faced with the object of your fear.  Frenzy if forced to confront it.

	Prey Exclusion
	1
	
	Ventrue
	You admire/ like a certain class of prey so you rfuse to hurt them.  You are disturbed when others feed on them and could possbly enter a frenzy if forced to watch (use discretion).  If you accidently feed on them yourself you will automatically frenzy and loose a point of Humanity.

	Recruitment Target
	1
	
	
	The Sabbat wants you, and they want you bad.  Every effort is being made to recruit you, willing or no, and the press gangs usually show up at the worst possible time.

	Repelled by Crosses
	3
	
	
	You are repelled by the sight of crosses.

	Repulsed by Garlic
	1
	
	
	You cannot abide the smell of garlic, and the smallest taint of it will drive you from a room.  The full force of its pungent odour will bring bloody tears to your eyes and render you nearly blind, while its touch can cause boils and even open wounds.

	Selective Digestion
	2
	
	Ventrue
	You can only digest certain types of blood. E.g cold blood, A+ blood, blood with the taste of fear etc.

	Slow
	2
	
	Awareness
	You are less aware of your surroundings than others.  Reduce your Perception by 1 point.

(XP cost to reach level 5 PER is doubled)

	Slow Healing
	3
	
	
	You are slow to heal all wounds.  This can be dangerous for aggrevated wounds.  You can only heal aggravated damage at a rate of 1 every 5 days instead of 1 per night as normal.

	Smell of the Grave
	1
	
	
	Though your body is able to move around and effectively cheat death – your flesh clings to the fact that you are still in effect dead.  It smells of damp earth and rotten flesh, causing problems in social encounters.  Effect – 1 ESR in social interaction with mortals.

	Sod’s Law
	5
	
	
	Life just seems to be unfair and unjust towards you.  You are not necessarily unlucky all of the time, just at those times when you could do with a break.  At any critical moment, usually when something “has” to work or go well, like an introduction with the Prince, something always goes wrong.

	Stereotype
	2
	
	
	You buy heavilky into all of the vampire legendry you’ve read and heard.  You wear a cape, speak with an accent and otherwise act in a cartoonish fashion.  Such behaviour is embarssing in the extreme to other Kindred, who are likely to ostracize or mock you.  Also, you stand out to hunters, and run the risk of violating the Masquerade every time you take to the streets.

	Sympathizer
	1
	Sabbat Lore 1
	
	You have publicly expressed sympathy for some of the Sabbat’s goals and policies.  Your outspoken views on the subject have made you suspect in the eyes of the city’s hierachy, and you may be suspected of (or arrested for) treason.

	Thirst for Innocense
	2
	
	
	The sight of innocence – of any sort – arouses in you a terrible bloodlust.  Your frenzy level is at +1 when you encounter this situation.

	Touch of Frost
	1
	
	
	Your chilling touch pulls away heat and kills plants.  You need to mention to those people who feel your skin that it feels cold to the touch.

	Twitch
	1
	
	
	You have some sort of repetitive motion that you make in times of stress, and it’s a dead giveaway as to your identity.  Examples include a nervous cough, cracking your knuckles.  It costs 1 WillPower Point to refrain from twitching for 5 mins.

	Unconvinved
	1
	
	
	You fail to see the need for the Masquerade, and have gone on record for saying so.  Making your stand has made you suspect in the eyes of your elders, and may have attracted the Sabbat’s attention as well.

	Uppity
	1
	
	
	You are proud to be a member of your Clan – so proud that you repeatedly shoot your mouth off about how great your clan is.

	Victim of the Masquerade
	3
	
	
	The Camarilla’s propaganda machine did too good a job on you.  Even after your embrace, you refused to believe you were a vampire.  You remain convinced that there is some logical explanaion for your condition, and spend as much time as you can searching for it.  You also have problems feeding, and may insist on trying to eat regular food.  None of these habits makes you particularly pleasant company for other kindred.

	Vulnerability to silver
	4
	
	
	You take aggravated damage by silver.

	Weak
	2
	
	Brutish
	When you were embraced, your body withered slightly and caused you to lose some of your strength.

Your strength therefore is reduced by 1 point. (XP cost to reach level 5 STR is doubled)

	Weak Willed
	2
	
	Force of Will / Focused
	You possess little drive toward your own goals and purposes.  Reduce your Willpower by 1 point.

(XP cost to reach level 5 WIT is doubled)


Clan specific Merits and Flaws

A character may only possess one specific merit and one specific flaw from their clan.

Merits

	Name
	Point Cost
	Prerequisite
	Nulled By
	Effect

	Animal Affinity (Animalism)
	1
	Gangrel

Animalism
	Animal Repulsion
	You have an innate understanding and rapour with one type of animal.

	Animal Affinity (Protean)
	2
	Gangrel

Protean 4
	Animal Repulsion
	You have an innate understanding and rapour with both types of animal that you can transform into using protean 4.

	Benevevolent Blood
	1
	Malkavian
	
	Ghouls whom you create do not suffer from feeding from Malkavian blood.

	Deadened Nerves
	4
	Malkavian
	
	Due to missing connections in your nerve endings, you have little tactile sense. Wound level penalties are havled but you may not detect being wounded.

	Disembodied Mentor
	5
	Malkavian
	
	You have a spiritual tutor contained within your head.  It is therefore, very difficult to be seperated from them and they can offer council whenever needed.  The mentor may have requirements to be fulfilled first however…

	Foul Blood
	3
	Nosferatu
	
	Your vitae taste foul.  Anyone feeding from you must have wits 2.  For each additional two points of blood to be drained, the feeder must have an extra point of wits.

e.g first bite = wit 2 is needed  third bite = wit 3 is needed

fifth = wit 4

	Gaping Maw
	2
	Nosferatu
	
	Your mouth is larger than other people and therefore you gain feed faster.  For every two blood points that you drain, you automatically receive a third.

	Gift of Proteus
	3
	Gangrel

Protean
	
	You may adjust the physical characteristics from the effects of protean discipline.  Therefore, you may have glowing yellow eyes or claws that extend from your knuckles.  This has no effect on their performance.

	Immaculate Aura
	1
	Malkavian
	
	Anyone looking at your aura will not detect any signs of your insanity.  The aura does not shift or swirl at all, even when you are confused, frenzied or in a psychotic fit.

	Information Network
	Background
	Nosferatu
	
	Over the years you have created a vast group that provide you with information. The informaiton provided by contacts relate to specific details whereas this provides current rumours circulating the city.

	Lizard Limbs
	1
	Nosferatu
	
	With a bit of effort, you may shed your limbs in the same manner as a reptile.  In order to accomplish this, a blood point and a will power point must be spent.

You will need to heal the limb normally to regrow it.

	Long Fingers
	1
	Nosferatu
	
	You possess extraordinarily long fingers.  As such you gain a +1 bonus to Filching and pick lock skills.

	Oversized Fangs
	1
	Nosferatu

Irretractable Fangs
	
	You have enourmous fangs or large tusks resembling those of an elephant or walrus.  Your bite deal an extra level of damage.

	Paragon
	6
	Ventrue
	
	You may raise one of the following background choices to level 6:

Contacts, Fame, Herd, Resources or Retainers.  The chosen background may reach level 6 but begins with a maximum of level 5.  The acquisition of level 6 must be sought in-game.

	Parasetic Influence
	5
	Nosferatu

Parasetic Infestation
	
	You have learnt to control the parasites that infest your body.

The infestation is treated as a ghouled swarm: See Guide Book 9 – Allies for more informaiton.

	Patagia
	4
	Nosferatu
	
	You possess large leathery expanses of flesh under your arms, these stretch out in the form of gliding wings when you outstretch your arms to the side.

The wings will only support your body weight and you need wind in order to glide.  These will not let you fly.

	Piscine
	2
	Nosferatu
	
	You feel extremely comfortable when submerged in water. You gain a bonus of 1 Dexterity when submerged.

	Projectile Vomiting
	2
	Nosferatu

Eat and Drink
	
	You can store injested food in order to expel it at range.  This will not deal damage but it may cause problems with vision and stability.

	Reptile Buddy
	3
	Nosferatu
	
	You have carefully bred and raised a reptile to be your faithful sidekick.  It has a mind as sharp as a five year old child and teeth as sharp as butcher knives.

This will be created by the Referees.

	Ruse of the Wolf’s Clothing
	2
	Gangrel
	
	In animal form only, the vampire still smells alive, even to the super-sensative nostrils of Lupines.

	Sleep Unseen
	2
	Nosferatu
	
	You may use Obfuscate whilst sleeping.  You must use a blood point per night to use and it can still be seen through using Ausepx.

	Slimy Skin
	1
	Nosferatu
	
	Like a worm or mollusk, your skin secretes an oozing slime.  You gain an extra level of damage reduction when resisting fire.

	Sympathetic Bond
	5
	Malkavian
	Unbondable
	If you become blood-bound to anyone, they receive an equal bond to you as well.

	Tough Hide
	3
	Nosferatu
	
	Your skin is naturally tough like leather.  You gain an extra health level.


Flaws

	Name
	Point Cost
	Prerequisite
	Nulled By
	Effect

	Anosmia
	2
	Nosferatu
	Relevant Accute Sense
	You have no sense of smell or taste.

	Blunt Fangs
	1
	Nosferatu
	
	Your teeth are huge and square not sharp and pointed like other vampires, as such you deal a point of damage for every two blood levels injested as you need to chew in order to feed.

	Infectious Bite
	3
	Malkavian
	
	Victims whom you feed from gain a derrangment for every 3 points of blood that you take from them that last for roughly one week.

	Inchoerent
	5
	Nosferatu
	
	You are incapable of human speech.  You can point, grunt, wheeze but cannot acutally form words.  Maybe your jaw has collapsed or you’ve been abandoned in the sewers for too long.  You may still communicate with animals with feral whispers.

	Parasetic Infestation
	2
	Nosferatu
	
	Other Creatures live inside of you. Gnats, ticks, lice, fungus etc make use of your flesh and it continously writhes and twitches.

You have no control over them and your blood provides them with great sustenace.

	Putrescent
	4
	Nosferatu
	Stamina 4+
	After you recived the Embrace, your body continued to decay.  The mystic processes that inhabit a vampire’s natural putrefaction has little effect on you.  As a result, you constantly rot.  If you suffer damage that inflicts twice as much damage as your soak, you take 1 aggravated wound and a body part that was struck, is torn from your body.  

	Stench
	1
	Nosferatu
	
	Even other Nosferatu recoil at your horrific odour.  You suffer a –1 penatly to your Hide and Move silently ESRs.

	Stigmata
	2/4
	Malkavian
	
	Blood constantly seeps from phantom wounds; even though your flesh remains unbroken. 1 blood point is used up per evening in the continued bleeding.  The 4 point Flaw indicates that you bleed from your eyesockets. This makes social interactions difficult and also slightly impairs your vision.

	Withered Leg
	3
	Nosferatu
	
	For whatever reason, one of your legs does not work as well as the other.  You suffer a –2 penatly to your athletics talent.


This is for Talents, Skills and Knowledges








