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General Information

The supernatural powers of Kindred are known as disciplines.  Each clan has access to three different sets that make their clan unique.  This guide details the feats that each of these powers bestow their user.  Typically, disciplines are used as a supernatural effect that target a victim.  To resist an offensive discipline, the victim must possess a resistance level higher than the attacking discipline.  Disciplines affect mortals much easier than supernatural creatures.  Unless specifically trained or altered somehow, mortals will always fail to resist the affects of disciplines.

Disciplines followed by an (X) are typically used offensively against targets.  When using these powers, always state your discipline level after stating the power that you are using:

E.g.

Mesmerise is the level 2 Dominate power.  If the user possesses Dominate 4, they would announce “Mesmerise 4” when using it.

Any level 5 disciplines that need to be activated to function require the expenditure of a Will Power point rather than a blood point.  This represents the sheer amount of power that must be brought forward to harness the potent forces within.

Animalism

The Beast resides within all creatures, from lice-ridden rats to powerful Kindred Elders.  This discipline allows the vampire to develop a close, intense connection with his primordial natures.  He not only communicates empathetically with the lower beasts, but also projects his own force of will upon them, directing the animals to do his bidding.

Feral Whispers (
This power is the basis from which all other Animalism abilities grow.  The vampire creates an empathic connection with a beast, thereby allowing him to communicate or issue simple commands.  The Kindred locks eyes with the animal, transmitting his desires through sheer force of will. Although it isn’t necessary to actually “speak” in chips, hisses or barks, some vampires find that doing so helps strengthen the connection with the animal. The animal will follow your commands to the best of its ability.

SYSTEM: A ref. will role-play the animal and tell you, where appropriate, the results of your efforts.  High Animal Ken will ensure a better response. 0 blood to talk. 1 blood to get it to do a favour.
Beckoning ((
The vampire’s connection to the Beast grows strong enough, so that they can actually call out in the voice of a specific animal – howling like a wolf for example. Animals called are not obligated to heed your commands though they are friendly and inquisitive. Requires an INT of 2+. 1 blood.
· Animal Ken 1 One animal responds.

· Animal Ken 2 Quarter of the animals within earshot respond

· Animal Ken 3 Half of the animals within earshot respond.

· Animal Ken 4 Three quarters of the animals respond.

· Animal Ken 5 All of the animals respond.

SYSTEM: See a ref. who will discuss with you the effects.

Quell the Beast (X)(((
This power quenches the Beast inside the target eliminating powerful, assertive emotions in the target – hope, fury, inspiration.  Mortals who lack the fire of their inner Beasts are quite tractable, reacting to stressful situations with indifference.  In order to quell the victim’s Beast, you must either stare into their eyes or make physical contact with them. The target will lose the will to fight and struggle, and cannot resist any sort of attack. 1 blood vs. mortal. 2 blood vs. supernatural creatures.
· Animalism vs. Wits

SYSTEM: you must lay your hands on the target.

Subsume the Spirit ((((
By staring into the eyes of an animal, your spirit or conscious mind moves within the animal to possess it. This allows you to control the actions of the animal as if you were that animal. Your body becomes unconscious and remains motionless as if you were in torpor. Only animals with eyes can be possessed. Afterwards your spirit is clouded with the needs and impulses of the animals body. After returning to your body it will take a few days to overcome the sensations felt when in the animal’s body. While residing within your animal host you may use animalism as usual; accessing your other disciplines however, will require extra blood expenditure. 1 blood.

· Optional Increase:

· +1: Auspex  +2: Presence  +3: Dominate* / Dementate 

· +4: Chimestry / Thaumaturgy.
* Will only work on animals.

SYSTEM: See a ref. who will discuss with you the effects.
Drawing out the beast (((((
At this level of Animalism, the Kindred has a keen understanding of the Beast Within.  Whenever this preator spirit threatens to overwhelm the vampire’s soul and send them into frenzy, they may instead release their feral urges upon another creature.  The recipient of the Kindred’s Beast is instantly overcome by frenzy.  This is an unnatural frenzy, however, as thevictim is channeling the Kindred’s own fury.  As such, the vampire’s own behaviour, expressions and even speech patterns are evident in the subjects savage actions. Only beings with Humanity of seven or less can be made to frenzy. You must be close to frenzy and be near to your preferred target. You may not take any actions for 10 seconds after transferring the beast. If the target comes out of frenzy and you are not present, the beast will stay in the target and you will no longer be able to gain sustenance from blood. 1 Will Power.
Auspex

This discipline bestows uncanny sensory abilities upon the vampire.  The early levels heighten all the Kindred’s senses significantly whereas the latter levels enable the Kindred to perseive and manipulate the psychic auras that bind the world together.  It also allows the user to be able to detect false sensory information that is in the immeadiate vicininity.  The two prime examples of these are illusions created by Chimestry and mind tricks created by Obfuscate.

Heightened Senses (
This power sharpens all of the vampire’s senses, effectively doubling the clarity and range of sight, hearing and smell.  While the sense of touch and taste extend no farther than normal, they likewise become far more accurate; the vampire could taste the hint of liqour in a victim’s blood, or feel the give of the board concealing a hollow space in the floor. Overloading of senses (e.g. Bright flash) will cause 10 seconds of uselessness of that sense. Occasionally you may receive "premonitions" alerting you to danger. 0 blood
· Grants a bonus of +1 to the user’s Alertness Talent and will offer a bonus to investigations, as determined by the ref.

Aura Perception ((
Using this power, allows the Kindred to perceive the psychic “auras” that radiate from mortals and supernatural beings alike. These halos comprise a shifting series of colours that take practice to discern with clarity.  Even the simplest individual has many shifting hues within their aura; strong emotions predominate, while momentary impressions or deep secrets flash through in streaks and swirls.  The colours change in symapthy with the subject’s emotional state, blending into new tones in a constantly dancing pattern.  The stronger the emotions involved, the more intense the hues become.  It has become known that different kinds of creature have different types of aura.  Therefore, this power can be used to identify which group the target belongs.

You can read the aura of another person. (No effect if colour blind). 0 blood. Optional +1 blood. 
0 blood effects:

· PER 1: Supernatural or Mortal only.

· PER 2: Most prevalent emotions

· PER 3: Diablerie scars etc / Deceptive Aura

1 blood effects:

· PER 3: Magic Use

· PER 4: Lies

· PER 5: Notice pale aura Merit

SYSTEM: You must be within 10' of target, and ask for information required according to your PER score.

Spirit's Touch (((
When someone handles an object for a long period of time, they leave a psychic impression on it.  This discipline reads the psychic imprint allowing the reader to identify charactistics of the owner.  These visions are seldom clear and detailed, registering more like a kind of psychic snapshot.  Although most visions concern the last person to handle the item, a long-time owner leaves a stronger impression than someone who held the object briefly.  Gleaning the information held within an item requires the user to hold the object and enter a shallow trance. 1 blood

· PER 1: The gender of the owner 

· PER 2: The last use of the object

· PER 3: The relative age of the owner

· PER 4: The name of the owner

· PER 5: The connection of the object and some of the things it was used for. 

Telepathy ((((
The vampire projects a portion of their consciousness into a nearby mind, creating a mental link through which she can communicate wordlessly or even read the target’s deepest thought.  The Kindred “hears” in their own mind the thought plucked from a subject as if they were spoken to them.

Has two different effects:  Implant and Detect.

Detect:

You can probe the surface thoughts of a nearby subject and listen to them think as you would listen to them speak.  The greater the time spent listening, the more information can be learned.  SYSTEM: You must be located next to the target and look at him. mortals require 1 less blood.
· 1 blood = surface thoughs / emotions.

· 2 blood = Question Yes/No answer

· 3 blood = Question
Implant:

· 1 blood: You may insert a single word directly into the recipient.

· 2 blood: You may insert a single sentence directly into the recipient.

The recipent recognizes that the thoughts come from somewhere other than his own consciousness, although they cannot identify the origin.

Psychic Projection (((((
The Kidnred with this awesome ability projects their senses out of their physical shell, stepping from their body as an entity of pure thought.  The vampire’s astral body is immune to physical damage or fatigue, and can “fly” with blinding speed anywhere across the earth – or even underground – so long as they remain below the moon’s orbit.  The Kindred’s material body remains in a torpid state while the astral self is active, and the vampire isn’t aware of anything that befalls their body until they return to it.

You can send your spirit anywhere in the world instantly. When you travel, you are attached to your body by a silver cord. If this is severed, finding your body again will be difficult. You can manifest in a ghost like form if desired but this will only for 1 minute. In astral form, you can use Auspex normally and may spend a Will Power to activate the ability to use any of the following disciplines that you possess; Animalism, Dementation, Dominate, Obtenebration, Presence and/or Thaumaturgy. (Once this cost is paid, disciplines cost normal activation costs.)

Anyone with Auspex may receive a premonition that someone is nearby. If a new destination is chosen, one blood point must be spent to go there.  Anyone else using Psychic Projection at the same location may attack you.  INT becomes STR, PER becomes DEX and WIT for STA.

· If the target is reduces to 0 health, their cord is severed.

SYSTEM: You must walk around with your fist in the air and remain silent. If you manifest you must drop your hand. You may speak when manifested. 1 Will Power for 5 mins.  +1 blood for +5 mins.
Celerity

The Embrace gifts some Kindred with the ability to move at startling speed and gives extraordinary reflexes.  Mortals, and even Kindred lacking this Discipline, move as if in slow motion compared to the astonishing blur the vampire becomes.  In order to use Celerity, you must announce that you are using it.  This is achieved by calling “Deadspeed (X)”, where (X) is the level of your celerity mupltiplied by 2.  This number represents the number of seconds that you have availble whilst nobody else can move. As combat is measured in rounds that are 2 seconds in length, this allows you to strike once for every level of Celerity that you have which may not be dodged unless the victim has also called Deadspeed. Each use of Celerity costs 1 blood, and anyone else with celerity may use theirs when you use yours IF they are watching you as you call it.  Celerity does not effect anything else other than you;  Guns, bows etc. do not function.  1 blood.
Chimestry

The discipline of the Ravnos clan, focuses the users will into reality.  The discipline of Chimestry forms illusions based on the imagination of the user.  Best used for confusion and misdirection by the subtle alterations of the targets’ perceptions.  These false images can confound mortal senses and may even baffle the senses of the vampire.  Illusions created by Chimestry may be detected by Auspex in the same manner as Obfuscate. I.e. if the users Auspex exceeds the Chimestry rating, they will be able to tell the falsehood.  A Will Power Point must be used in order to create an illusion.
Ignus Fatus (X) (
The vampire may conjure a minor, static mirage that confounds one sense.  E.g a sulfurous stench, the image of a curtain or the feel or raw silk.  Note that although tactile illusions can be felt, they have no real substance.  The illusion lasts until the Ravnos leaves the area, the Ravnos wishes to cease it, or until another person breaks the illusion. 1 Will Power.
Fata Morgana (X) ((
As level 1 but illusions created now affect all the senses but remain static and cannot move.  E.g. A curtain can be seen, and felt but cannot be made to move as if wind were pushing against it.  The illusion created is still insubstantial though.  The curtain can be felt but increased pressure would allow the hand to pass through it and dispel the illusion. 1 Will Power.
Apparition (X) (((
As level 2 but illusions created may be given motion.  The motion must remain constant.  E.g. running water, fluttering curtains.  The user must expend another point of blood to force the illusion to move in a different manner.1 Will Power +1 for alterations.
Permanency ((((
As level 3 but the illusion persists when the vampire leaves the area.  This can be used to create the illusion that a dog guards a doorway. 1 Will Power
Horrid Reality (X) (((((
Rather than create illusions, the Ravnos is able to project hallucinations directly into a victims mind.  This may only effect one target who belives the images are real.  The illusions created are determined by the imagination of the user and all “virtual” damage is considered real for game mechanics.  Health levels, regeneration etc. 2 Will Power.
Dementation

The hallmark of clan Malkavian, this discipline seems to catalyze madness inside the target’s mind.  It does this by breaking down mental doors into the hidden reaches of the mind, releasing whatever it finds there.

Passion (
The vampire may stir his victim’s emotions, either heightening them to a fevered pitch or blunting them until the target is completely desentitized. The user may not choose which emotion this affects; they may only amplify or dull those emotions already present in the target. 1 blood.
· Double Passion (X) Whatever the victim is currently feeling is doubled in intensity.

· Halve Passion (X) Whatever the victim is currently feeling is halved in intensity.

· It is opposed by half the targets Humanity.  Effects last for 1 minute.

If you have more than double their resistance ie. Dementate 4 vs Humanity 3, the duration is doubled.

Hauntings (X) ( (
The vampire may stir the sensroy centers of his victim’s brain, flooding the victim’s sense with visions, sounds, scents or feelings that aren’t really there.  The images, regardless of the sense to which they appeal, are only fleeting glimpses, barely perceptable to the victim.  The Kindred using this power, cannot determine what the victim experiences but can select the sense that is affected.  The “haunting” effects occur mainly when the victim is alone, and mostly at night.  They may usually form from repressed fears, guilty memories or anything they are emotionally sensative to. 1 blood
· Opposed by their PER.

· Difference of:

· 0: 1 night 

· 1 : 2 nights

· 2:  One week 

· 3:  One month

· 4: Three months

Eyes of Chaos (((
This peculiar power allows the vampire to take advantage of the fractured wisdom hidden in insanity.  They may scrutinise the “patterns” of a person’s soul, the convulsions of a vampire’s inner nature, or even random events in nature itself.  The Kindred with this power can discern the most well hidden psychoses, or gain insight into a person’s true self.

· Each blood spent on a subject determines one of the following:

Nature, Derangement, Goals, Fears, Past Event, Possible Future Event.  

You will receive fleeting visions describing what you have seen but will not be told to which subject they are from.  Actually using Eyes of Chaos takes moments’ glance, however in order to gain any insight, you must meditate on each vision seen for 1 night (submitted in downtime). 1 blood.
· Opposed by their WIT.

Voice of Madness (X) ((((
By merely addressing his victims aloud, the Malkavian can drive targets into fits of blind rage or fear, forcing them to abandon reason and higher thought.  Victims are plagued by hallucinations or their subconscious demons, and try to flee or destroy their hidden shames.  You must look your victim in the eye and talk to them. 1 blood.
· Opposed by their PER.   Supernatural Creatures add 1 to guard against this power.

· Affected victims fly immediately into frenzy or Rotschreck (fear frenzy).

Difference of:

· 0: 1 minute

· 1 : 2 minutes

· 2:  5 minutes 

· 3:  10 minutes

· 4: 30 minutes

Total Insanity (X) (((((
The vampire pulls the madness from the deepest recesses of their target’s mind, focusing it into an overwhelming wave of insanity.  You must look your victim in the eye and talk to him (be relevant). Opposed by WIT. Victim gains three derangements. 1 Will Power.
Difference of:

· 0 = 1 minute

· 1 = 10 minutes

· 2 = 1 hour

· 3 = 1 night

· 4 = 1 week

· 5 = 1 month

Dominate

This discipline involves influencing the very thoughts and actions of others through the vampire’s own force of will. Use of Dominate requires that the Kindred capture his victim’s eye; as such, it maybe used against only one subject at a time.  The extent of this control depends on the particular power being applied. While truly potent, Dominate powers can be difficult to utilise efficiently. Orders and suggestions must be verbal. Still, some simple orders may be made with signs – for example, a pointed finger and a forceful expression to indicate “Go!”.  If the subject doesn’t understand that user (does not speak the same language, the order doesn’t make sense, they cannot hear the words), they will not comply with the directive, no matter how mighty the Kindred’s supernatural will.  Dominate is always opposed by the targets WIT and will not function on Kindred of a lower generation to the user.  Due to the dangerous nature of this power, the user will never even consider attempting to use it on themselves. One mistake would be disastrous.

Command (X) (
You can give a one-word command to another; the command must be obeyed instantly. It must be a simple and concise word with only one meaning. If the word is ambiguous, the subject will react with temporary confusion. You may include the word in a sentence, and only stress the command word slightly, thus concealing from others what you are doing. Typical examples are: run, cough, fall, yawn, jump, laugh, sneeze, stop, belch, follow.  The subject cannot be ordered to do something directly harmful to themselves, so a command like “die” is ineffective. 1 blood
Mesmerise (X) ((
With this power, a vampire can verbally implant a false thought or hypnotic suggestion in the subject’s subconscious mind.  Both User and target must be free from distraction, since Mesmerise requires intense concentration and precise wording to be effective.  The vampire may activate the imposed thought immediately or establish a stimulus that will trigger it later.  The victim must be able to understand the vampire, although the two need to maintain eye contact only as long as it takes to implant the idea.  As with Command, the statement issued cannot include directions that would deem fatal to the target.  If the command threatens the target with any measure of harm (in order to succeed the task) then a will power must be spent to force the victim to overcome his sense of well being.  1 blood (+1 possible Will Power).
The Forgetful Mind (((
After capturing the subjects gaze, the vampire delves into the subject’s memories, stealing or re-creating them at their whim.  The Forgetful Mind does not allow for telepathic contact; the Kindred operates much like a hypnotist, asking direct questions and drawing out answers from the subject.  The degree of memory alteration depends on what the vampire desires.  He may alter the subject’s mind only slightly – quite effective for eliminating memories of the victim meeting the vampire – or utterly undo the victim’s memories of the past.  The degree of detail used has a a direct bearing on how strongly the new memories take hold, since the victim’s subconscious mind resists the alterations the vampire imposes. 1 blood
Even in its simplest applications, The Forgetful Mind requires tremendous skill and finesse.  It’s a relatively simple matter to rifle through a victim’s psyche and rip out the memories of the previous night, without even knowing what the subject did that evening.  Doing so leaves a gap in the victim’s mind, though, a hole that can give rise to further problems down the road.

A vampire may also, with the use of this power, sense when a person’s mind has been altered, and may even be able to restore them.  1 blood.
Difference of: 

· 0 = Memory loss, lasts a day.

· 1 = May remove, but not alter memory

· 2 = May make slight alterations to memory

· 3 = May make large alterations to memory

· 4 = May alter or remove entire scenes from subject's memory

· 5 = Whole periods of subjects life may be reconstructed


Conditioning ((((
Through sustained manipulation, the vampire can make a subject more pliant to the Kindred’s will.  Over time, the victim becomes increasingly susceptible to the vampires influence while simultaneously growing more resistant to the corrupting efforts of other immortals.  Gaining complete control over a subject’s mind is no small task, taking weeks or even months to accomplish.

Kindred often fill their retainer’s heads with subtle whispers and veiled urges, thereby ensuring these mortals’ loyalty.  Yet vampires must pay a high price for the minds they ensnare.  Servants’ Dominated in this way lose much of their passion and individuality.  They follow the vampire’s orders quite literally, seldom taking initiative or showing any imagination.  In the end, such retainers become like automatons or the walking dead. It takes five hours to condition victim, and this must be done once a week, for four weeks for the target to be fully conditioned. The mortal victim will then have a bonus of +2 to his WIT against Dominate attempts by other people.  1 blood
Possession (((((
At this level of Dominate, the force of the Kindred’s psyche is such that it can utterly supplant the mind of a mortal subject.  Speaking isn’t required, although the vampire must capture the victim’s gaze. During the psychic struggle, the contestants’ eyes are locked on one another.

Once the Kindred crushes the subject’s mind, the vampire moves his own consciousness into the victim’s body and controls it as easily as they use their own.  The mortal falls into a mental fugue while under possession, being aware of events only in a distorted, dreamlike fashion. In turn, the vampires mind focuses entirely on controlling his mortal subject. His immortal body lies in a torpid state, defenceless against any actions that would be made toward it. Vampires cannot posses one another in this fashion, as even the weakest Kindred’s mind is strong enough to resist such straightforward mental dominance.  Only through a blood bond can one vampire control another in this degree (the bond must be level 3 or over).  If you do possess Kindred, you may not use their disciplines.  1 Will Power (blood may be spent to enable the use of other disciplines whilst possessing the target).

· +1: Auspex  +2: Dominate / Presence

· +3: Chimestry / Dementation
· +4: Necromancy / Thaumaturgy
Fortitude

All vampires posses a great constitution and can often ignore small arms fire but supernatural beasts and the harsh effects of fire often best the most formidable vampire.  Fortitude bestows a resilience and vigour far beyond even normal vampiric toughness.  Each level of Fortitude grants protection of 1 against aggravated damage as well as offering unique abilities.

Durable (
Your body is able to withstand a greater degree of punishment than others, you gain two extra levels of health.

Resilience ((
Your skin becomes tougher granting you an extra level of soak against damage.

Steel Skin (((
You are able to heal aggravated damage twice as fast as regaular vampires.  Now you heal 1 point in 12 hours.

Enhanced Durability ((((
Your body is able to withstand even more punishment than others, you gain another two extra levels of health.

Iron Skin (((((
You are able to make better use of your blood to heal damage that you have sustained.  By expending a single blood point, you are able to heal 2 points of damage rather than the standard 1 point.
Obfuscate

This uncanny power enables Kindred to conceal themselves from others’ sight.  By simply wishing to remain unseen, a vampire can disapear, even if he stands in full view of a crowd.  The Kindred does not actaully turn invisible, he simply deludes observers into thinking he has vanished.  Higher levels have similar effects.  Deluding others to believe that you look like someone else works in the same way.  Surveillance devices can track Obfuscated characters normally but live feeds that are watched by an operator will cloak the Kindreds presence until the footage is viewed at a later date.  This power is resisted by Auspex.  Equal levels give the user of Auspex an uncomfortable feeling about a “presence” in the immeadiate area, whereas a greater level of Auspex allows the user to view the Obfuscatee’s aura.

SYSTEM: Your hand must be held up at arms length to be invisible. You must hold up the amount of fingers to denote the level of Obfuscate you have, not the level you are using .  No matter the level of Obfuscate you have (except level 3), if you wish to make ANY vocal noise whatsoever, you MUST spend the relevant blood to do so (Shouting will ALWAYS break Obfuscate).

You will not be able to see anyone else who is invisible unless you (or the other person) has level 5 and that person made you both invisible. If you interact with the environment in any way (such as obstructing someone, moving chairs, moving into bright light etc.) your Obfuscate will fail. Also if one person sees through your obfuscate, and draws attention to you, your Obfuscate will fail. Everyone will become aware of you. You cannot Obfuscate in front of vampires.

Cloak of Shadows (X) (
You can hide in cover or shadowed area as long as you remain silent and motionless. Cloak of Shadows uses the scenery around you to distort perceptions of others, wrapping shadows and scenery over you like a blanket. If you make a noise or move, the altered nature pull away and you can be seen.  SYSTEM: Hold your hand in the air, with as many fingers as you possess in Obfuscate.   0 blood, 1 blood to whisper.
Unseen Presence (X) ((
You can disappear if you do not draw attention to yourself and you can remain invisible indefinitely even if you walk around. People will move around you and avoid you subconsciously, linger when opening  doors (to give you time to pass through), although they will remain unaware of your presence.  You must use level 1 to disappear. SYSTEM: You can walk around holding your hand in the air as for level 1.   0 blood  1 blood to whisper
Mask of a thousand faces (X) (((
You can make yourself appear as someone else. Your appearance doesn't change, people think you're someone else. Nosferatu are so adept at using this power that they may use their PER in place of CHA when using Mask of a thousand faces.   You may heighten this power by the expenditure of a Will Power.  This enables the mask to function over electonric devices such as the telephone.  This is based on your PER.    2 blood  (+1 possible Will Power.)
· PER 1 : People could pick you out at a police line-up

· PER 2: You look different. People describe you differently

· PER 3: The desired look is successful   

· PER 4: You may look like someone else of the same sex

· PER 5: You may look like someone else of the opposite sex

SYSTEM: You must dress differently, comparable to the level you are using. If you are trying to look like someone in particular (another player character), you may ask them to pretend to be your character.

Vanish from Mind's Eye ((((
When using Unseen Presence you may disappear in front of a mortal and they will be stunned with indecision for one turn. You may make them forget they saw you at all, but you must leave their presence immediately.  A single use of this discipline is required to vanish.  A second use is required to make them forget.  Your Stealth rating determines the amount of people that this affects.  1 blood
· 1 = Single Target

· 2 = Group (2-4)

· 3 = Cluster (5-8)

· 4 = Gathering (9-13)

· 5 = Crowd (14-20)

· 6 = Large crowd (21-30)

· 7 = Line of Sight (Everyone that can see the Kindred)

Cloak The Gathering (X) (((((
You may extend any of the above levels to those around you. The blood cost for yourself is as stated, +1 blood and relevant cost for power per person affected. If anyone compromise's the cloak, only they are revealed, but if you compromise it, then all are revealed. SYSTEM: As for level being used except those you are cloaking must do the same, and those made invisible cannot talk at all, and if you wish to talk to them, you must spend the blood to do so, or compromise the Obfuscate. They must also stay close to you.
1 Will Power and blood as per level +1/person
Obtenebration

The trade mark of the Lasombra, this power gratns its user to manipulate darkness itself. Some believe it to be shadows, while others, more correctly, believe the power grants a Kindred control over the stuff of their soul, allowing her to coax it tangibly forth.  The effects of Obtenebration are terrifying.  Blatant uses of this power are obvious to those that know of it.  The creator of any darkness may see through it normally.  Even other users of Obtenebration cannot see through each others’ darkness.

Shadow Play (
At this level, the user cannot truly create darkness, merely control the shadows around themselves.  You can dim lights and manipulate shadows. Giving you +1 to Hide, Authority and Disguise. Lasts 1/2 hour. 1 blood
Shroud of Night ((
You can create up to 50' area of inky blackness. Anyone within this area is completely blind as it completely obscures light and even sound to some extend, drowning quiet noises and muffling loud ones as if the darkness where a blanket. Heightened Senses or Gleam of the Red Eye allow those with them to use physical and PER Abilities at -2 ESR. You can move the darkness at walking speed, if you are walking and you do nothing else. You may even summon a shroud into an area you cannot see (Up to 50' away).  1 blood per 10' of radius of shroud. +2 blood for an area you cannot see.

Arms of the Abyss (((
Refining their control over darkness, the Kindred can create prehensile tentacles that emerge from patches of dim lighting.  These tentacles are can act as a fully functioning arm would.  They can operate simple machiney (anything with levers and small buttons), move objects but they may have problems with small objects and fine, delicate work. 1 blood
· Number of tentacles equal in number to your Obtenebration rating.

Black Metamorphasis ((((
The Kindred calls upon his inner darkness and infuses himself with it ,becoming a monstrous hybrid of matter and shadow.  The users body becomes mottled with spots of teebrous shade and whispy tentacles extrude from their torso and abdomen.  Though still humanoid, the user takes on an almost demonic appearance.  You evoke 4 murky and shadowy tendrils that can be used to entrap foes.  The tendrils negate an adjacent opponents dodges.  This also nulls the ESR penalty of darkness as the tendrils are able to detect your environment.  They also provide +1 to intimidate and +1 to climbing.  1 blood
Tenebrous Form (((((
You can change into an oozing shadow form. You can see in the pitch darkness, slither through tiny cracks and are immune to physical harm (you may not attack physically either). You can slither along surfaces at normal speeds. Changing form takes 30 seconds. Spending blood reduces the time to transform. Fire and sunlight do normal damage and if they touch your shadow body, you will Rotschreck.  1 Will Power.
· 1 blood = 20 seconds

· 2 blood = 10 seconds

Potence

Vampires endowed with this Discipline possess preternatural strength.  Potence enables vampires to leap tremendous distances, lift massive weights and striek opponents with terrigying force. It grants bonuses to close combat and adds directly to your STR which counts as extra STR points, therefore taking your possible STR to greater than 5. The strength bonuses from Potence are permanently in effect.  Effects that raise your STR such as Elemental Mastery and pumping blood are added after your STR is doubled.

Enhance Potential (
Increases your strength value by an extra 50% for lifting and throwing objects*. +1 to your Athletics ESR.

Intensify Strength ((
Deal an extra point of damage in close combat due to superior strength

Vigor (((
+1 to you strength value (can exceed the typical cap)

Force of Might ((((
Doubles your STR rating for lifting and throwing objects*.  Deal an extra point of damage in melee due to superior strength

Impelling Force (((((
+1 to your strength value (can exceed the typical cap)

*This increase is for range only.  It does not increase damage.

Presence

This is the discipline of supernatural attraction.  Kindred who develop Presence can inspire zealous fervor, devoted passion or unspeakable terror in mortal and immortal alike.  This subtle power is one of the most ueful Disciplines a vampire can have.  Whereas Dominate provides direct control over the victims, Presence allows the user to manipulate the victim on an emotional level.  Therefore it’s affects are more subtle and are used as a delicate instrument rather than an anvil in the case of Dominate.

Awe (X) (
Awe amplifies the sublime magnetism this Discipline gives the vampire.  Those near the vaMpire suddnely desire to be closer to them and are very receptive to their point of view. Awe is extremly useful for mass communication.  It matters little what is said – the hearts of those affected lean toward the vampire’s opinion.  The weak want to afress with the user; even if the trong-willed resist, they soon find themsevels outnumbered.  Awe can turn a chancy deliberation into a certain resolution in the vampire’s favour almost before their opponenets know that the tide has turned.  Despite the intensity of this attraction, those so smitten do not lose their sense of self-preservation.  Danger breaks the spell of fascintation, as does leaving the area.  The subjects to Awe will remember how they flet in the vampire’s presence, however. This will influence their reactions should they ever encounter them again. With this power you can more easily convince people of a certain course of action or the nobility of a purpose. Lasts for scene.
1 blood: 3 foot radius (+1 will power to extend the radius up to 10 foot).

· WIT Opposed

Dread Gaze (X) ((
You can cause great fear and loathing in mortals. This is accomplished by baring your teeth and hissing.  The victim will panic at the sight of you and attempt to move away as quickly as possible.  They will also suffer –1 to their ESR’s  Continued use of this level without respite will cause the victim to curl up on the floor and weep, unable to do anything while in your presence. 1 blood / target
· WIT Opposed

Entrancemen (X)t (((
This power bends other’s emotions, making them the vampire’s willing servants.  Due to what these individuals see as true and enduring devotion, they heed the vampire’s every desire.  Since this is done willingfly out of love (albeit a perversion of it ) instead of through sapping the subects’ wills, these servants retain their creativity and individuality.  While these obedient minions are more pleasnt and spirited than the mind-slaves created by created by Dominate, they’re also somewhat unpredicatble.  Further, since Entrancement is or a temporary duration, dealing witth a lapsed servant can be troublesome  A wise Kindred either disposes or those they entrance after they serve their usefulness, or binds them more securely by a blood bond (made much easier by the minions’s willingness to serve).  This depends upon the difference of WIT between you and your target. 1 blood per target.
· WIT Opposed

Difference of;

· 0 = For 10 minutes

· 1 = For 1 hour

· 2 = For 1 day 

· 3 = For 1 week

· 4 = For 1 month 

· 5 = For 1 year

Summon (X) ((((
This impressive power enables the vampire to call to themselves, any person whom them have ever met. This call can go to anyone, mortal or supernatural, across any distance within the physical world.  The subject of the summons comes as fast as he is able, possibly without ever knowning why.  They know intuitively how to find his summoner – even if the summoner moves to a new location, the subject redirects his own course as soon as they can.  After all, they are coming to the vamipure, not to the location.  Although this power allos the vampire to call someone across a staggering distance, it is most useful when used locally.  Even if the desired person books the next available flight, getting to Kyoto from Milwaukee can still take far longer that the vampire needs.  Obviously the indifvidual’s financial resources are a factor.  The subject thinks mainly of reaching the vmapire, but does not neglect his own well being and retains his survival instincts.  The summoning dissipates at dawn.  Unless the subject is trained to continue toward the vampire after the first call, the immortal must summon each night until the target arrives.  1 blood
· WIT Opposed

Difference of;

· 0 = Subject approahces slowly and hesitantly.

· 1 = Subject approaches reluctantly and is easily thwarted by obstacles.

· 2 = Subject approaches with reasonable speed.

· 3 = Subject comes with haste, overcoming any obstacles in their way.

· 4 = Subject rushes to the vampire, doing anything to get to them.

Majesty (X) (((((
At this stage, the vampire can augment their supernatural mien a thousandfold.  The attractive become paralyzingly beautiful; the homely become hideiously demonic.  Majesty inspires unniversal respect, devotion, fear – or all those emotions at once – in those around the vampire. The weak scramble to obey their every whim, and even the most dauntless find it almost impossible to deny them.  People affected find the vmapire so formidable that they dare not risk their displeasure.  Raising their voices to the useris difficult; raising a hand against them is unthinkable. Those few who shake off the vampire’s potent mystique enough to oppose them are shouted down by the manyunder the trhall, before the immortal need even respond.  Under Majesty’s influence, hearts break, power trembles, and the bold shake. Wise Kindred use this power with caution against mortal and immoratl alike.  While Majesty can cow influential politicians and venerable primogen, the vampire must be careful that doing so doesn’t come back to haunt them later. After all, a dignitary brought low before others loses his usefulness quickly, while a humiliated Kindred has centuries to plan revenge.  The effects of Majesty are constant. The range is 10 metres and anyone outside the range is unaffected by this level until they enter it. Opposed by WIT. 1 Will Power for 5 mins. +1 blood for each additional 5 mins. 
Protean

This Discipline allows the vampire to manipulate his physical form. Some Kindred view this power as a heightened connection to the natural world, while others see it as a magnification of the mark of Caine. Whatever its basis, vampires who develop this Discipline can grow bestial claws, assume the forms of wolves and bats, transform into mist and meld into the earth.

Vampires can generally use other Disciplines while transformed — Kindred in wolf form can still read auras and communicate with other animals.  Some disciplines will not function howeve: Obvsiously, a vampire in mist form cannot use Dominate, since he has no “eyes” with which to make contact. The vampire's clothes and personal items also change when he transforms, presumably absorbed within his very substance. Kindred cannot transfigure large objects or other beings; Protean is a very personal expression of undead power.

Eyes of the Beast (
The vampire sees perfectly well in pitch darkness, not requiring a light source to notice details in even the darkest basement or cave. The vampire's Beast is evident in his red glowing eyes, a sight sure to disturb most mortals.  This takes 10 seconds to change colour. 0 blood
Feral Claws ((
The vampire's nails transform into long, bestial claws between 1 and 3 inches in length. These talons are wickedly sharp, able to rend flesh with ease and even carve stone and metal with little trouble. The Beast is prominent in the claws as well, making them fearsome weapons against other immortals. The character attacks normally in combat, but the claws inflict aggravated damage (with a maximum of Protean level +1). Other supernatural cannot soak this damage, although a power such as Fortitude may be used. Additionally, the claws grant the user a tool bonus of +1 to climbing.  Claws take 10 seconds to grow.  They will not allow aggravated damage until they have finished growing.  Retracting them does not cost blood, and can be done instantly. 1 blood 

Earth Meld (((
One of the most prized powers the Gangrel possess, Earth Meld enables the vampire to become one with the earth. The immortal literally sinks into the bare ground, transmuting his substance to bond with the earth. Though a vampire can immerse himself fully into the ground, they cannot move around within it. Further, it is impossible to meld into earth through another substance. Wood slats, blacktop, even artificial turf blocks Earth Meld's effectiveness — of course, it's a relatively simple matter for a vampire at this level of power to grow claws and rip apart enough of the flooring to expose the raw soil beneath. While so interred, the vampire is in a transitional state between flesh and earth. Their physical presence exists between the physical world and the astral plane. As such, the vampire is difficult to sense, even through supernatural means. However, a disruption to the soil that the immortal occupies, or to their presence on the astral realm, returns them immediately to the physical world (and to full wakefulness), showering dirt outward as his body displaces the soil. 1 blood
Shape of the Beast ((((
This endows the vampire with the legendary ability to transform into a wolf or bat. A Kindred changed in this way is a particularly imposing representative of the animal kingdom. Indeed, he is far superior to normal animals, even ones possessed by Subsume the Spirit. He retains his own psyche and temperament, but can still call upon the abilities of the beast form — increased senses for the wolf and flight for the bat. The transformation requires 30 seconds to complete the change (spending a Willpower reduces this time to 10 seconds). The vampire remains in his beast form until the next dawn, unless he wishes to change back sooner

While in the animal's shape, the vampire can use any Discipline he possesses except Necromancy, Serpentis, Thaumaturgy or Vicissitude. Furthermore, each form gives the character the abilities of that creature. 1 blood
· Wolf Form: STR+1, able to run at double speed, alertness+1, athletics+1.

· Bat Form: STR=1, able to fly at 20 mph, alertness+2, dodge+3.

Mist Form (((((
This truly unsettling power enables the vampire to turn into mist. His physical shape disperses into a hazy cloud, but one still subject entirely to the immortal's will. He floats at a brisk pace and may slip under doors, through screens, down pipes and through other tiny openings. Although strong winds can blow the vampire from his chosen course, even hurricane-force winds cannot disperse his mist shape.  The change take a full 30 seconds to complete, although by spending a blood point, this can be reduced to 10 seconds.  Whilst in mist form, the user is completely immune to all physical attacks (and unable to make such attacks), although supernatural attacks will affect them normally.  Damage from fire and sunlight are reduced by 1. 1 blood
Quietus

The discipline of silent death. This discipline is practised by the assassins of Clan Assamite.  Using the principles of poison, vitae control and pestilence, this blood-based Discipline focuses on the destruction of its target through varying means. Use of this discipline allows Kindred to hide their involvement with their victimes.

Silence of death (
You can create a zone of silence of 20' radius (roughly six metres). No sound will escape, but noises from outside the zone may still be heard.  1 blood
Scorpion’s Touch (X) ((
By changing the properties of their blood, an Assamite may create powerful venom that strips their prey of their resilience.  Assamites are known to deliver the poison by coating their weapons with it, blighting their opponents with a touch, or spitting it like a cobra. To afflict a target with the poison, the Kindred must touch their target’s flesh or hit that target with something that carries the venom.  Common favourites to this method are lubricating melee weapons (ranged weapons are too small to have sufficient quantity applied), or fleck their lips with the poison for a “kiss of death”.  Victims suffering from this discipline reduce their STA by 1.  Effects last depending on the user’s Manipulation.

· Opposed by STA

· Manipulation:

· 1 = 1 minute

· 2 = 5 minutes

· 3 = 10 minutes

· 4 = 30 minutes

· 5 = 1 hour

· 6 = 1 night

· 7 = A week.

Spitting the venom is treated as a “thrown” attack.  See Main Rules.

Dagon’s Call (X) (((
This terrible power allows an Assamite to drown their target in their own blood.  By concentrating, the Assamite bursts her target’s blood vessels and fills their prey’s lungs with vitae that proceeds to strangle them from within.  This blood actually constricts the target’s body from the inside as it floods through their system.  Therefore, this power even works on undead creatures such as Kindred.  Until the target collpases in agony or death throes, this power has no visible effect, and many Assamites prefer it because it leaves no trace of their presence.

SYSTEM: The Assamite must touch their target prior to using Dagon’s Call.  Within an hour thereafer, the Assamite may issue the call, though they need not be in the presence or even be in line of sight of the victim.  This discipline deals damage as would a physical attack.  It is resisted by STA. Failure to resist the attack causes the victim to lose 1 health level per point failed by. 1 Will Power (+1 blood for each further activation).
e.g Dagon’s Call 3 against STA 3 would deal 1 damage.

Baal’s Caress ((((
This discpline allows the Assamite to transmute their blood into a virulent ichor that destroys any living or undead flesh it touches. Baal’s Caress may be used to augment any bladed weapon.  This does not increase the damage dealt but allows the blade to deal aggravated damage.  The user may use up to 5 blood points (these diminish for each blow delivered against the target). 1-5 blood.
Taste of Death (((((
A refinement of Baal’s Caress, Taste of Death allows the Assamite to spit caustic blood at their target.  As per the Caress, the blood brought forth deals aggravated damage.  As with using Scorpions Touch, spitting is treated using rules for “thrown” attacks. Each strike deals 2 points of aggravated damage. 1 Will Power and 1 blood
Serpentis

Serpentis is the legacy of Set, his gift to his children.  Followers of Set carefully guard this Discipline’s secrets, teaching the reptiallian art only to those they deem worthy (almost never outsiders).  Most Canites fear the Setites purely because of this Discipline, the way of the serpent and the tempter.  Serpentis can evoke an almost primordial fear in others.

The Eyes of The Serpent (X) (
This power grants the Setite the legendary hypnotic gaze of the serpent.  The user’s eyes become gold with large black irises and mortals in the characters vicinty find themselves strangely attracted to him. Mortals that catch the gaze of the user remain immobilised.  If attacked or otherwise harmed this power fails. Supernatural creatures are only affected if the user expends a Will Power. 1 blood (+1 Will Power).
· Opposed by PER

The Tongue of the Asp ((
The Setite may lengthen their tongue at will, splitting it into a fork like that of a serpent.  The tongue may reach 18 incehs, and makes a terrifyingly effective weapon in close combat.  This is treated in every way as a bite attack except that the user does not require to have access to their victims throat.  This means that the user may strike opponents in close combat with the same lethalilty as their bite attack..  The flickering tongue also allows the user to “see” in complete darkness. 1 blood   

The Skin of the Adder (((
By calling upon their blood, the Kindred may transform their skin into a mottled, scaly hide.  A vampire in this form becomes more supple and flexible.  The Vampire’s mouth widens and fangs lengthen. Activating this power allows the Kindred to use their Stamina to soak aggravated damage to all attacks but sunlight and fire.  The increased maw size also increases bite damage by 1.  Due to the obvious deformities caused, using this power drops the users Charisma to 0 as they become inhuman. 1 blood.
The Form of the Cobra ((((
Furthering the affects of The Skin of the Adder, the Setite may change their form into a black cobra. The serpent weighs as much as the Kindred’s human form and stretches over 10 feet long, and as thick as a woman’s thigh.  The change takes 30 seconds to complete – blood spent may be used to quicken the process.The vampire remains in serpent form until the coming dawn, or until he wishes to revert.  The user receives an ESR+2 to smell but ESR-2 to hearing.  The cobra’s bite delivers potent poison that kills any mortal it infects.  This form also allows the user to slither through holes and grates. 1 blood
The Heart of Darkness (((((
The Setite with mastery of Serpentis may pull her heart from her body.  She can even use this ability on other Canites, although this requires several hours of grusome surgery. Only the new moon, the invisble moon, may grant this power a success.  After removing their heart, it is placed within a clay urn.  Without a heart, the Kindred is immune to staking and doubles the time to resist frenzy. 1 Will Power.

Vicissitude

This is the signature power of the Tzimitsce and is almost unknown outside the clan.  Similar in some respects to Protean, Vicissitude allows the fiends to shape and scuplt their own or others’ flesh and bone.  Mortals, ghouls and vampires of a higher generation remain permanently changed by their alterations, whereas Kindred of equal or lower heal the changes as if they were aggravated damage. Nosferatu always “heal” back alterations.  While this discipline permits powerful and horrific effects, the wielder must obtain skin-to-skin contaact and must often physically sculpt the desired result.  This is a very powerful tool for deception – the ultimate disguise. In order to copy another’s form, the user must have a PER of at least 3. This discipline requires the use of a skill called Craft: Body Scuplting.  Cost is always 1 blood per limb unless indicated otherwise.

Results depend on the users ability in this area:

Body Scuplting ESR:

· 1-2 = Minor alterations with minute flaws.

· 3-4 = Small alterations to area with minute flaws or flawless minor alterations.

· 5-6 = Large alterations to area with minute flaws or flawless alterations to small area.

· 7-8 = Flawless alterations to entire area.

Malleable Visage (
A vampire with this power may alter their own bodily parameters: height, build, voice, facial features and skin tone, among other things. Such changes are cosmetic and minor in scope — no more than a foot of height gained or lost, for example. The user must physically mold the alteration, literally shaping her flesh into the desired result. 

Fleshcraft ((
This power is similar to Malleable Visage, above, but allows the vampire to perform their techniques on others. Only flesh (skin, muscle, fat and cartilage, but not bone) may be transformed.  This technique is often used on Tzimisce ghouls to create hardened guards.  By relocating muscle mass, you may exchange 1 point of their health for an extra point in one of their physical stats (STR, DEX or STA).

Bonecraft (((
You may shape bone in the same way as flesh is shaped above. This is primarily used in conjunction with Fleshcraft unless you wish bones to stretch and tear the skin – doing so causes 1 health level of damage.   If used as an offensive action towards others, damage is treated as a physcial attack using your Vicissitude level vs the target’s Stamina. This discipline allows the user to create on themselves (or others) a variety of cosmetic changes.  These changes are very drastic in effect – they are very difficult to hide from others.  You may sculpt 1 alteration per level that you possess in Viccissitude.  Bonuses are applied as a “tool” bonus. Any alteration also gives a +1 Intimidation bonus (does not stack).

· Spines = Brawl +1

· Talons = Climbing +1

· Barbs / Quills = Dodge+1

· Plates = Damage Reduction +1

· Reinforced Bones = Health Level +1

Horrid Form ((((
The Tzimisce use this power to become hideous monsters; naturally, this provides great advantages in combat. The vampire's stature increases to a full eight feet; the skin becomes a sickly greenish-gray or grayish-black chitin; the arms become apelike and ropy, tipped with ragged black nails; and the face warps into something out of a nightmare. A row of spines sprouts from the vertebrae, and the external carapace exudes a foul-smelling grease. This monsterous form grants the user STR+1, DEX+1, Fortitude 2, Intimidation+2, CHA-3. The transformation takes 30 seconds to complete but a Willpower may be spent to reduce this time to 10 seconds. 1 Willpower (+1 optional blood).
Blood Form (((((
A vampire with this power can physically transform all or part of her body into sentient vitae. This blood is in all respects identical to the vampire's normal vitae; she can use it to nourish herself or others, create ghouls or establish blood bonds. If all this blood is imbibed or otherwise destroyed, the vampire meets Final Death. The vampire may transform all or part of herself as she deems fit. Each leg can turn into two blood points worth of vitae, as can the torso; each arm, the head and the abdomen convert to one blood point. The blood can be reconverted to the body part, provided it is in contact with the vampire. If the blood has been utilized or destroyed, the vampire must spend a number of blood points equal to what was originally created to regrow the missing body part.

A vampire entirely in this form may not be staked, cut, bludgeoned or pierced, but can be burned or exposed to the sun. The vampire may ooze along, drip up walls and flow through the narrowest cracks. Mental Disciplines may be used, provided no eye contact or vocal utterance is necessary — and if a vampire in this form "washes" over a mortal or animal, that mortal flies into a panic, similar to the Rotschreck. The change takes 30 seconds to complete, a blood point may be spent to reduce this time to 10 seconds. 1 Will Power (+1 optional blood).
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