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Game Mechanics

Attributes

All characters have seven attributes as shown below: -

Attribute
Abbreviation
Used for
Type

Strength
STR

Damage and moving things
Physical

Dexterity
DEX

Moving about
Physical

Stamina
STA

Soaking damage*
Physical

Perception
PER

Noticing things

Mental

Intelligence
INT

Knowledge skills and research
Mental

Wits
WIT
Mind skills
Mental

Charisma
CHA

Social Interaction
Social

* You cannot soak aggravated damage with Stamina.

Attributes affect the game in two ways:

ALONE; In this case only the Attribute is used. It is generally used for opposition (Opposing an Ability or Discipline. Sometimes it is used where an Ability is not appropriate (e.g. arm wrestling).

Effective Skill Levels

TO MODIFY AN APPROPRIATE ABILITY: Each Attribute relates directly to a number of Abilities. A high Attribute will add to your Ability, whereas a low Attribute may subtract from it. Though an Attribute value may be modified, its value does not change. Instead an effective value is used. This is called your 'Effective Skill Rating' (though it pertains to all Abilities) or ESR. The table below shows how Abilities are modified.

Ability 
0   1   2   3   4     5     6     7    etc.

ESR
-1  0   0   0   +1   +2   +3   +4   etc.

Any modifiers to your Ability rating increase your ESR. Equipment used can also add to your ESR – these are designated as “tools”.  Tools are every day objects the assist in the job at hand.  Some tools require the user to have a certain rating in the appropriate ability in order to use them effectively.

E.g. A set of lock picks assists in the unlocking of locks but the user must have some knowledge of the process.

 You may spend blood to increase a Physical Attribute up to Double your actual value for one scene, action or round. You may only spend your Generation's blood per round. E.g. STR = 2, may pump 2 blood to increase to 4. DEX = 4, may pump 4 blood to increase to 8.  You may only raise an attribute to a maximum of double its original value.  Blood used in this way lasts for 10 seconds of game time. In combat, a complete action (1 attack) lasts 2 seconds. So pumping blood during combat lasts for 5 actions.

Using attributes to resist offensive actions

Attributes are primary defensive values.  This means that many abilities and vampire disciplines are used against them.  The common attributes targeted are Stamina (for damage) and Wits (for mental assaults). When an attribute resists an ability, the value of the attribute need only equal the value of the ability to be successfully resisted. When an attribute resists a Discipline, the value of the attribute must be HIGHER than that of the discipline to successfully resist it.

To clarify;

Attribute resisting Ability:
 Attribute = (Equal To) Ability 

Attribute resisting Discipline: Attribute > (Greater Than) Discipline.

Penalty for no character sheet

If you fail to have your character sheet on your person during a game, you will automatically fail any task that you attempt.  You be will considered to have all attributes at 1 and all talents, skills and knowledge’s at 0.

Skill Descriptions

Talents
Talents may be used without possessing any dots in them.  Using them in this way give a skill of 1, plus any ESR bonuses.  They may be learnt without the need of a teacher. 

Strength based Talents

· Alertness (PER) – Noticing events that occur around you. This talent allows the user to detect other people who are around you. If your rating equals their Hide or Move Silently rating, you will be aware that someone is in your vicinity but will not be able to see them.  If your rating exceeds their Hide or Move Silent rating, you detect their presence and are able to see them.  If your alertness rating exceeds an obfuscate rating, you will also be able to sense that someone is nearby but not be able to see them unless otherwise able to.

· Athletics (DEX) – This physical talent determines a characters running and jumping abilities.  This rating can be used in two ways.  The primary use is running.  When activating Athletics, the player announces their Athletic ESR rating and can move for a number of seconds equal to their rating  (only once per chase). Other users of Athletics may use their rating to ignore a number of seconds equal to their own ESR rating.  If anyone calls Deadspeed (Celerity) the users of athletics must stop as this discipline takes priority.

Authority (CHA) – This talent is to do with stance and the power of your voice. Role-play it properly - be authoritative. Don’t expect to be able to use it on an anarch, or a superior. This isn’t Dominate.

· Brawl (STR) – Street fighting or barroom brawling.  It doesn’t have style but there are no rules and it works. When fighting, your ESR is used for head and legs as well as fists.  Against mortals, the user may choose to use their DEX rating instead of their STR.

*Tiny weapons (see Melee Skill) may be used with your Brawl Talent.

· Climbing (DEX) – You may climb a height up to your ESR in difficulty without equipment or 2 x your ESR with proper equipment.

· Dodge (DEX) – This talent represents how well you are able to avoid blows. You can dodge your ESR in blows per day. Make an effort or you will take damage.

· Expression (CHA) – The ability to compose written documentation with a form of elegance. The composed document will read with correct grammar etc, as befitting its intention.

· Empathy (PER) – This talent enables a character to detect another’s current mood.  Your empathy rating must overcome the targets manipulation.  The target will then let you know their current mood.  The target need not tell you if you overcome their manipulation or not, so the answer may be false.

· Intimidation (WIT) – This is the ability to frighten and subdue people using force of your voice and stance.  Again it isn’t Dominate, if you don’t look intimidating, don’t expect it to work.

· Manipulation (WIT) – The ability to use your mind to undertake strenuous tasks. Mostly used by the Tremere for use of their thaumaturgy but can be used by others for resisting mental trauma.

· Seduction (CHA) – The ability to charm others with the subtle movement of the body.  Vampires feel no lust, as humans would, but understand the necessity of seduction for their purposes of manipulation.

· Subterfuge (WIT) – The ability to cover your actions whilst making someone else do something for you. During “time-in” this skill will mainly be unused, as your talents for lying should be role-played. This will mainly be used during downtime but may be called into effect during live sessions depending on circumstances.  This can also be used to lie if you are being tortured but your ability will decline the longer you are tortured.  (See Torture).

· Streetwise (CHA) – Knowing the local area that you live in and who resides there. If you need to get something or find some information, this will allow you to contact someone who will know someone who can.

Throwing (DEX) – The ability to throw objects such as knives and chairs.  The distance that you can throw is equal to 5 times your strength in meters.  In order to hit your target you must exceed their dodge skill.  Use the chart for melee weapons to find out how much damage items deal when thrown.  Half your STR rounded up determines base damage.  This ability may be used when the user is in celerity. – When announcing a throw, you must call your throwing stat and the damage you deal: 

E.g. “Throwing 4, Damage 2”.

Skills

Skills need to be taught by someone who has at least one dot in the Skill. Unskilled use is at 0 + ESR bonus.

Animal Ken (WIT) - You have a rapour with animals and know how to teach them to behave.  This ranges from simple tricks to fairly complicated tasks depending on your skill level.

· Craft (PER) – The ability to construct something with your hands.  When taking this skill, you must specify what kind of item your character can create or construct.  This can be artwork or something more practical such as electronics, machinery or furniture.

· Disguise (PER) – To use this Skill you must possess suitable costume/make-up etc. The PER of the people you are trying to fool opposes it. Therefore, your Disguise rating must exceed their Perception.  You will have to obscure your face - it's not Obfuscate after all.

· Drive (DEX) - The ability to use basic automobiles.  Bikes, Cars, Vans and Trucks.

Etiquette (CHA) – The ability to know and do the right thing in any social situation.  This is a skill worth having if your character intends to visit social events and “fit in”.  The more selective the event, the higher ESR you will need.

· Filching (DEX) - With this Skill you can take objects from under peoples noses, and pick their pockets etc. relatively unnoticed.  Your Filching ESR must exceed any Perception rating of those people around you in order to procure an item.

Firearms (DEX) - This Skill covers all weapons that are used in ranged combat. Different weapons deal different damage, as shown on the following page. The higher your level of skill in firearms, the more weapons you are able to use.  For ease of use, all weapons of the same type have the same damage values and the same number of shots before the user must spend 5 seconds to reload.  This time is reduced by a number of seconds equal to half your Firearm ESR rounded up.  Persons with a high Dexterity value may add their ESR bonus (e.g. Dex 4=+1) to the damage rating of the firearm.  This simulates the ability to fire the weapon with a greater accuracy and therefore inflict greater damage.

Firearms 1
Shots
Damage

Small Grade Pistols (revolvers) 
6
2

Hand Crossbow
1
1

Light Crossbow
1
2

Firearms 2



Single shot hunting Rifles
6
3

Automatic Pistol
12
2

Crossbow
1
3

Short Bow
1
2

Firearms 3



Automatic Rifle
12
3

Single Barrelled Shotgun
1
3

Double Barrelled Shotgun
1
4

Composite Short bow
1
4

Heavy Crossbow
1
4

Normal Bow
1
3

Firearms 4



Longbow
1
4

Composite Longbow
1
4

Machine Pistol
12
3

Firearms 5



Sub Machine Gun
30
4

· Forgery (PER) - This is the ability to create convincing items, such as masterpieces, cheques, money etc. The PER of the person it is being passed on to opposes this Skill. If that person has lore pertaining to the forged item they get +1 bonus per 2 points of lore they have in the relevant area.

Hide (STA) – This is the ability to remain stationary without being detected.  Other people need an alertness rating greater than your Hide ability OR perception equal to it.  When hiding, you place both of your hands against your chest (palms inward) holding up as many fingers as your have in ESR.

Hypnotism (WIT) - You can place a willing subject into a trance, and use hypnotism to gather information or treat psychiatric problems.

To place a subject into a trance you must look into their eyes for one minute. Your hypnotism opposed the WTS of the target, and the higher the difference between your hypnotism ESR and their WTS, the deeper the trance. Add the difference between your ESR and the target's WTS to your ESR then halve the total (rounding up) to get the amount of pieces of information you can get from the target.

E.g. ESR = 4, target's Wits = 3, difference = 1, added to ESR = 5. Total is halved (rounding up) = 3, therefore the total pieces of information gained = 3.

This skill can also be used for curing psychiatric problems (Horrid reality, derangement’s, phobias etc.).

Each problem is given a "curing time" base (e.g. horrid reality - 1 month, derangement’s & phobias - 3 months etc.) Using the same formula as for gaining information to reach a number, divide the "curing time" base by that to get the actual time it takes to cure at 1 hour per night of hypnotism.

E.g. ESR = 4, target's Wits = 3, difference = 1, added to ESR = 5. Total halved (rounding up) = 3, 28 (1 month for Horrid reality)/ 3 = approximately 10, therefore it takes 10 days of hypnotherapy for 1 hour per night to cure Horrid Reality.

You can't cure a Malkavian of his clan Derangement.

· Lip-read (PER) - Providing your view is uninterrupted, you may read someone's lips up to your ESR in metres away.

Lock-pick (DEX) - You may pick any lock that has a difficulty level equal to or less than your Skill ESR. You must have either a set of lock-picks or suitable item (e.g. hairgrip) Included here are doors, safes, hot-wiring cars.

Lock Difficulty 1
Lock Difficulty 4

Novelty handcuffs
Car doors (modem)

Difficulty 2
Hotel room doors

Briefcase
Padlock/steering wheel

Bicycle chain
Security padlock

Lockers/cabinets
Lock Difficulty 5

Difficulty 3
Mortise deadlock

Old Style Police handcuffs
Modern Police handcuffs

Car doors (old/classic)
Lock Difficulty 6

Yale locks
Magnetic card

Melee (STR) - This Skill covers all weapons that are used in close combat. Different weapons have different ESR bonuses as shown below.  You may opt to use DEX rather than STR vs. mortals.  The higher your level of skill in melee, the more base damage your weapons inflict upon others. Melee Weapons do less damage to Kindred, as flesh tears are not dangerous to their health.  Therefore all weapons deal 1 less damage to Kindred.  Base damage can be adjusted with your ESR. If you do more than double the weapon damage grade of a weapon, the weapon will break after use.

Tiny weapons (knives, broken bottles and knuckle-dusters):

Base Damage 1 vs. humans only.

 *May also be used with the brawl ability.

Small weapons (short swords, hatchets, butterfly knives):

Base Damage 2.

Medium Weapons (long swords, fire axes)

Base Damage 3.

Large Weapons (two handed swords, battle axes)

Base Damage 4.

· Move Silently (DEX) - This is the ability to remain undetected.  This can be either standing still or following somebody. Do be detected, your opponents must exceed your rating in this skill with their alertness talent OR have a perception equal to your rating. When moving silently, you place both of your hands against your chest (palms inward) holding up as many fingers as your have in ESR and move in an obvious creeping, sneaking way.

· Performance (CHA) – To use a false voice and mannerisms to simulate the visual and audio effect, as to appear to be another person.  Your Performance rating must exceed the targets Perception to remain undetected.

· Research (INT) - This gives a bonus to Knowledges when used for research purposes. When looking for specific information, you may find up to your research level in items. When learning lore the time taken to learn about a specific subject is reduced. The base time for learning lore depends upon its obscurity.

Survival (STA) – The ability to survive in dangerous situations.  Used for moving cross-country or through dangerous areas of town.

Knowledges

All Knowledges are Intelligence based. You need to have a teacher, or do research to gain knowledge. You cannot use knowledge unless you have got it already.

Academics – Background subjects in areas such as English, History, and Geography.  This knowledge encompasses all of these subjects into one overall package.  This is a general ability in each of the fields and as such is effectively counted as the ESR-1.  If you want to specialise in a single area, select the appropriate field as a Lore Knowledge.

· Computers - Essentially for hacking. Given the right equipment/access, you may crash any system/program that is less than or equal to your ESR.  Anyone can use basic computer applications providing they didn't take the Flaw anachronism.

Finance – Understanding monetary systems and the ability to organise your resources effectively. By Manipulating stock exchanges and shares you may increase your monthly resource expenditure by an additional amount equal to 5 times your finance ESR as a percentage increase. E.g. Finance 3 with Resources 4 = gain from £5,000 to £5,750.

· First aid - You must have DEX at minimum of 2. Given the correct or improvised equipment, a character may restore half his ESR in health levels to a mortal. This will also stop any bleeding so the mortal will not die of blood loss. You may only use this Knowledge once per injury per day.

· Forensics - This knowledge enables a character to perform an autopsy etc., and possibly gain information such as the cause and time of death, chemicals in the bloodstream, evidence found at the scene etc. ESR determines the type and amount of information found.

Law – Legal training.  This will assist your character against wrongful (or rightly) arrests etc.

· Lore (Specify) - This represents knowledge possessed surrounding a particular subject such as vampires, Camarilla, bread making, anything and everything really.

· Medicine - This knowledge encompasses the research and analysis of drugs and chemicals. It can also be used to construct drugs with a STR rating equal to your ESR.

Occult – Knowledge of mystical aspects of life.  The Tremere uses this primarily (but not exclusively) in order to use rituals.  For more information on rituals, refer to page xx.

· Science – Scientific knowledge in the fields of Biology, Chemistry and Physics.  This is a general ability in each of the fields and as such is effectively counted as the ESR-1.  If you want to specialise in a single area, select the appropriate field as a Lore Knowledge.

Torture – Knowledge of getting information from people by using pain and small acts of violence.  In order to make victims tell you information; you must have a torture rating that exceeds their Wits.  If you continue to torture victims, their resistance level is reduced by one each week.  Their Wits effectively count as being lowered but only with regard to this ability. Being tortured does not make people more susceptible to being diablarised.  If the victim has a Subterfuge rating equal to the torture rating they may give false statements.  Obviously, if they remain in captive and are continually tortured, their Subterfuge ESR will drop with as their Wits are lowered.

· *NOTE*

This will seriously harm your humanity rating.
Blood Points

A Vampire is able to perform feats far surpassing mere mortals’ abilities.  The main basis to perform these actions are by channelling their own blood inside themselves as a source of fuel in order to activate the most potent of their abilities.  These abilities are their disciplines and are determined on a Vampires clan.  Depending on the generation of the Kindred, they have a varying number of blood points that they can use.

Generation of Kindred
Maximum Blood Points

10th
13

11th
12

12th
11

13th
10

14th
9

Kindred may also use blood points to increase their physical Attributes and to heal their wounds.  Details of these actions are located in the relevant sections.  Blood points are replenished by feeding.  Rules for this are found on the previous page.

Willpower Points

To compliment a Kindred’s use of Blood Points to enhance their physical abilities, they also possess a number of willpower Points that enhance their mental abilities.  Each vampire begins with 3 Will Power Points. These can be used during play but are rarer than Blood Points.  Refreshing Will Power is a slow process.

Each point of willpower can be used as follows:

Increase an attacking level of a discipline.

E.g.
Raising Dementate 3 to level 4 to effect those with a higher humanity.

Increase a defending level of a discipline.

E.g.
Raising Obfuscate 2 to level 3 so that users of Auspex 2 cannot “see” them.

Increase your Wits by a level for resisting purposes.

E.g.
raising your Wits 2 to level 3 to resist Dominate 2.

· Momentarily ignore a blood bond for an action.

· Activate advanced disciplines.

When increasing an attacking level of a discipline, only the effective strength is raised rather than the entire level.  So 

For example: 

Wren uses his Dementate of 1 to use Passion (level 1 power) to halve a subject’s emotion.  He uses a Will Power and announces Passion 1.  The target resists as it has a humanity value higher than Wren can effect.  Wren then tries again but spends a Will Power Point.  He now announces Passion 2, which effects the target as intended.  Even though he has raised his Dementate Attacking ability to level 2, it does not allow him to use the level 2 ability of Hauntings.  It only focuses the powers that he already possesses.

Role-playing your nature and demeanour for each session will result in regaining a single point with your experience award.

Completion of plot lines will also result in restored Will Power with the amount at the discretion of the Referees.

Feats of Strength
This list detail the minimum strength you need to carry out the actions listed. If you wish to do anything not listed here, which is not covered by an ability, see a referee who will advise you on what you should do.

 STR
Feat



Lift

· 1
Crush a beer can.


40lb/2st12lb

· 2
Break a chair


100lb/7st2lb

· 3
Break down a wooden door

250lb/17st12lb

· 4
Break a 2x4 board

400lb / 28st 8lb

· 5
Break open a metal fire-door
650lb / 46st 6lb

· 6
Throw a motorbike

750Ib / 57st 2lb7

· 7
flip a car



900lb / 64st 4lb

· 8
Break a 3" lead pipe

1000lb/71st6lb

· 9
Punch through a cement wall
120016 /85st10lb

· 10 Rip open a steel drum

1500 Ib /107st2lb

· 11 Punch through 1" sheet metal
2000lb/142st12lb

· 12
 Break a lamppost


3000lb/214st4lb

· 13
 Throw a car


4000lb/285st10lb

· 14 Throw a van


5000Ib / 357st 2lb

· 15
 Throw a lorry


6000lb / 428st 8lb

· 16 Move a train carriage

 

States of Being

Frenzy

Kindred wage a constant battle with their inner Beast.  At times of stress, this becomes evident with the effect of Frenzy. You will ALWAYS frenzy if you if you smell blood when you are low on blood. You are LIKELY to Frenzy if you are really, REALLY frustrated and/or angry.

When you frenzy you must frenzy on the nearest person you can see, regardless of whom that might be. You will try to take blood from them until your blood pool is at maximum. Whilst in frenzy, your vampire consciousness is no longer in control of your actions, you are being manipulated by your beast. When you will come out of Frenzy, you will be feeling very sorry for yourself. When you are frustrated/angry you will vent your beast upon the subject of your frustration/anger.

There are occasions when Frenzy may be resisted. Use your judgement. Put yourself in the position of your character. The beast is fighting to be set free, you know it should be kept at bay, if you can remove yourself from the area quickly you may avoid Frenzying - the higher your WIT, the longer you may be able resist. At WIT 2 you must be VERY quick. At WIT 4 you could probably choose your exit. Sometimes, though, it may add to role-play to go with a Frenzy. Obviously Frenzying for no reason is pointless, but, if the circumstances are right, and it will add to role-play, go with it, enjoy yourself. *WIT vs. Frenzy.

If you are reduced to a blood pool of 0, you have a number of minutes equal to your WITs to avoid frenzy.  Brujah suffer from 2 less minutes than kindred from other clans.

Frenzying is letting the beast free. Attacking people or destroying things with wanton abandon. The beast is an animal with animal instincts, and you should role-play it that way. Don't announce the Frenzy; let it take people by surprise. Don't worry that you may be making a fool of yourself, the beast doesn't worry about it, so why should you?

You cannot use your Disciplines while Frenzying (except Potence and Fortitude which are active all the time), but your Strength is increased by 1, and you will ignore all damage effects already done and all subsequently taken, until you are either made unconscious, or put into torpor.

If you commit a crime of Humanity while Frenzying you may lose points of Humanity (e.g. murder, wanton destruction etc.), Referees discretion.

Rotschreck

The two greatest threats a vampire faces are sunlight and fire, and these dangers provoke in Kindred a terror that goes beyond all normal fear - the Rotschreck. Vampires will flee in terror when faced with anything from a small flame to a huge conflagration. Where the flames are controlled (such as a coal fire in a grate, or a candle flame), the vampire may ignore it. But all vampires will be edgy when someone lights a cigarette near them, panicky if a candle falls over and doesn't go out, or a hot coal falls from a fireplace. Anything worse, even illusions, may have a vampire running in terror if it catches him by surprise.

Humanity

One of the most important themes of The Masquerade is the Kindred’s struggle to retain their souls and avoid the clutches of the Beast.  Thus it is extremely important to use morality and Humanity in a consistent, dramatic manner.  If players are allowed to get away with murder, the game degenerates into mindless wanton acts of destruction.  Whenever a character does a heinous act, compare it to the chart below to see if they lose their humanity.

Humanity
Moral Guidelines

10

Selfish Thoughts

 9

Minor selfish acts

 8

Injury to another (accidental or otherwise)

7 Theft

6

Accidental violation

(Drinking a vessel dry out of starvation)

5 Intentional property damage

4

impassioned violation

 (Manslaughter, killing a vessel in frenzy)

 3

Planned violation

(Outright murder, savoured exsanguination)

 2

Casual violation

(Thoughtless killing, feeding out of passion)


 1

Utter perversion or a heinous act.
Humanity Effects

10-8
Kindred with high humanity scores are, ironically, more human than humans.  Many fledgling vampires sometimes adhere to codes more rigorous than they would ever hold as a human.
7
The level that most humans have, so vampires with this rating may blend in with other mortals. It’s not acceptable to hurt or kill another person – it’s wrong to steal something that another person owns but sometimes the speed limit is just too damn slow.

6-5 Hey, people die and stuff breaks.  A vampire below the cultural human norm has little difficulty with the fact that they need blood to survive, and do what they need to do, to get it.  Not automatically horrid, Kindred at this stage of Humanity are certainly at least mildly unpleasant to be around.

4
Hey, some people gotta die.  This is the start of the inevitable slide into darkness.  Killing is acceptable to this Kindred as long as the victim is deserving.  Many vampires tend to hover around this level of Humanity.  The vampires own self and personal agenda become paramount at this point.  Physical changes become apparent at this stage; while not hideous in the sense of Nosferatu, the vampire acquires a pallid, corpselike and noticeable unwholesome aspect.

3-2 
The lives and property of others are irrelevant to a Kindred this far-gone.  The vampire likely indulges twisted pleasures and aberrant whims, which may include any manner of atrocities.  Perversion, callous murder, mutilation or victims and wickedness for its own

1 
Unplayable in this game.  You teeter on the brink of oblivion where little matters to you.  You are no longer capable of coherent speech and spend your nights, gibbering blasphemy among your gore-splattered havens. You are hunted down and destroyed by your own kin, who fear you will endanger their lives.

Diablerie

The act of Diablerie occurs when a vampire drinks all of the blood of another vampire and carries on, taking the "soul" of the vampire as well.

This lowers the Diablerist by one Generation, if he takes the soul of a lower Generation vampire.

Diablerie is a conscious act only; a vampire cannot Diablerise by accident. 

SYSTEM: The vampire does 1 health level of damage after taking all the blood per 2 STR used (round down), per round until the victim has no health levels left. The slayer then drops one Generation.

The Diabolist may receive memories and knowledge from the victim depending on the INT of the Diabolist. If he has INT 1 he will have fragmented memories, all the way to INT 5 where he will have all memories and knowledge from the victim. This lasts for his INT in days. He also gains the Clan weakness of the victim, if he diablarised a member of his own Clan, his Clan weakness will be intensified, this lasts for his 6 - his INT x4 in days.

The Diabolists loses at least one Humanity, and will gain Diablerie scars in their auras. The number of scars in the aura of the Diabolist depends on the mental resolve of both the diablerist and the victim. 

If the mental resolve of the victims is particularly strong, there is a chance that the Diablerie fails and the soul of the victim takes possession of the diablerist.  The soul will both be in a weakened state and continue to attempt to destroy the body, or be powerful enough to gain complete control.

Experience

Experience points (XP's) are given out at the beginning of every month.  These reflect your character's ability to learn and develop. The referees will award you a number of XP's relating to how well you have done that month.

Gaining Experience

A point of experience is earned for each of the following topics:

· Playing the game.

· Attending court for the whole month.

Submitting sufficient downtime for the whole month.

Role-playing your character for the whole month.

Committing your character to the development of plot lines for the whole month.

Retainers earn a single point of XP per month and can be spent as characters.  Players may assign their own experience to their retainers if they choose to do so.

Losing Experience

A point of experience will be deducted from your monthly total if you are guilty of each of the following:

· Meta-gaming* (using non-game knowledge for the character's gain)

· Abusive behaviour.

Bending / Breaking rules to further your character.

· Looking for loopholes and exploiting them.

· Killing other characters for superficial reasons.

· Failing to bring your character sheet.

Ignoring selected Flaws.  These must be role-played.

If you receive minus experience points for a session, they will be removed from spare experience pool.  If no experience pool is available, points for next month may be reduced or character abilities reduced to counter the loss of experience.

Metagaming

Whilst playing the game, please be aware that your character and you, as a player, are two separate entities.  The information that you learn during “out of play” hours should not be used by your character.  Doing so is known as metagaming and is considered bad form by other players. *If you meta-game to leave court early when you know that problems are occurring you will be counted as not turning up for that session.

Downtime

In between each week’s session, your character does not enter a state of limbo, resting until reaching Elysium once again.  Instead, players may write their characters actions in a day-by-day report, indicating their intentions.  This report is submitted to the Story Teller (ST) so that they can calculate what events occur during that week and provide feedback so that you know what happened during the week and whether your plans were successful or not.

E.g.
Wednesday: Return to haven

Thursday: Meet with Allies and ask them what they know of the drugs that are appearing on the streets.

Friday: Contact my Police Ties and ask them to pass on a sample of any drugs that they find on people that they arrest.

Spending XP's

Spending XP's is similar to character creation except that you can only increase an Attribute, Ability or Discipline once every 3 months, but you may raise them to 5, and the costs are slightly different.

The table below shows the costs:

Name



Cost

· Attribute


2 x new level

· Discipline


3 x new level

· Thaumaturgy path

2 x new level

· Rituals


level+1

· Non-clan Discipline

5 x new level

· Ability


1 x new level

· Background


1 x new level

· Humanity


2 x new level

· Merits


as cost

· Will Points


3 x new level

In order to learn a new Non-Clan Discipline, a teacher must be found.  Teachers must pay 1 XP to teach and the learner must ingest 1 point of blood for each non-Caitiff discipline level.

Some of the merits can only be obtained during character creation and therefore will not be available to purchase with experience points.  Other merits can be sought during the game but may cost twice as much experience points to gain.

When purchasing Backgrounds and Merits the referees will usually require some written document on how you acquired it, generally during your character’s downtime.

Disciplines, skills and rituals require time to study, learn and improve on.  A number of weeks, equal to the new level to be learnt, are required to improve them.  This can be reduced by a day per level of a characters research skill.  Rituals take time to learn, and can only be reduced by half the characters research skill (rounded up).

Resources

At the start of every month, you receive money equal to your monthly income.  The refs. closely monitor this value and can be used by the character as they see fit.  If you wish to spend your income, let the ref. know how much and what you are trying to use it for.  The re will let you know if you are successful, or if you will need to use more.  If you wish to pay another character, again, let a ref. know how much and to whom so that the transaction can take place on the records. Money not spent during the money will usually be refreshed up to your income level each month.  If you wish to put some aside into savings let a ref. know.

Rituals

The Occult skill is needed in order to use Rituals effectively and without the risk of failure.  In order to successfully use a ritual, the user must possess an equal level in occult as to the ritual being used.  For each level over the users occult skill the ritual is the higher the chance of failure.

1 level higher =50% of failure.

Each level higher increases the failure rate by 15%

A failed ritual drains the user of blood points equal to the level of ritual attempted and a number of aggravated wounds equal to the level of the ritual attempted and a single Will Power Point.  If the user does not possess any Will Power Points, the blood lost and damage caused is doubled.

During character creation, Tremere’s begin play with one ritual for each level of their Thaumaturgy discipline.  Thaumaturgy is not required in order learn rituals.

E.g. A Tremere with level 3 thaumaturgy would begin with a level 1, 2 and a level 3 ritual.

A Tremere wishing to learn new rituals must first try and locate the tome that contains it.  They must spend a number of nights searching through libraries and occult specialists.  To work out how many nights it takes to find a ritual, multiply the level of the ritual by 10.  This is the amount of nights of research to locate the ritual required.

Modifiers:

# Of days equal to research skill.

 # Of Influence Points in Occult Ties.

· -2 days for using a Tremere Library

· -2 days for using an Occult Library

New Rituals cost an additional point of experience than the ritual level.

Level of Ritual
XP Cost
Standard Acquisition Time

1
2
10 days

2
3
20 days

3
4
30 days

4
5
40 days

5
6
50 days

Damage to Vampires

Combat

A combat round lasts 10 seconds. You may only spend your Generations blood in one round. You can only hit for your FULL damage every 2 seconds.

When you make an attack against some one you must simulate hitting them, and call the damage you are doing. This will be your ESR for the Talent or Skill you are using.

For example:

Rory has been sitting in a bar, insulting everyone.  As the night grows on, his company decide that they have had enough of Rory’s behaviour and kindly ask him to leave.  When he refuses, Tony throws a punch at him.

Tony has the Talent brawl at a rating of 4.  He possesses a strength of 3 which does not modify his ESR. He mimes the attack, gently placing his hand on Rory’s chest.  He calls “4” to represent the damage inflicted.

If you are doing aggravated damage you must announce this to the opponent:

Edward, a Gangrel, has been alerted to the presence of another Kindred entering his territory.  Edward is a very territorial Gangrel and warns the trespasser that they should leave.  When they refuse, Edward decides that a bigger warning is needed.  He waits 10 seconds, staring down the stranger, before announcing that he has “popped his claws” (this is a common term used when growing claws).

The trespasser does not look impressed, and Edward is forced to attack him. Edward has a brawl of 3 and a strength of 4.  This would normally mean that Edward deals 4 damage, but as he is using Protean claws, his damage base is 1 point greater than his Protean level (currently 2).  Edward simulates the claw attack and mimes the blow gently touching the person’s chest, calling “3 agg”.  This represents a mighty blow that tears flesh from bone.  The stranger, who does not possess any fortitude to protect himself, flees the area.

Teeth cause aggravated damage too, but the more damage you inflict, the longer you must pretend to chew.

When fighting against human and other mortal opponents, one may substitute their Dexterity Modifier for their Strength modifier.  Due to vampires not needing the majority of the muscles in their body, strength must be used to do significant harm to them.

Injury

There are as many ways a vampire may sustain injury, as there are injuries. Here injuries are described in one way: health levels.

Everyone has 10 health levels, each time you take an injury, you deduct the number called (minus STA and Fortitude) from your heath level total. Once you have lost all 10 health levels you will be unconscious for 10 minutes, after this time you will have automatically spent a blood to heal one of the health levels.

Taking damage is painful, if you lose more than 6 health levels, you would find it difficult to even move for the agony. Your ESR's are affected by the amount of damage you take. For every 2 health levels lost, you will be at -1 to your ESR's,

e. g. Tony has brawl, and can hit for 4 physical. If he lost 2 or 3 health levels, he would only be able to hit for 3, because of the pain. If he lost 4 or 5 health levels, he would only be able to hit for 2 and so on.

If you take more damage than you have health levels you will lose blood points, at a rate of 1 blood point per point of damage taken (taking into account STA and Fortitude).

Healing

Since vampires are dead, they cannot heal normally. The only way a vampire can heal is by spending blood points. One blood point will heal one health level. You can only spend your Generations blood per round to heal injuries.

Aggravated Wounds

Vampires occasionally take wounds that are so serious they cannot simply use blood points to heal them. These are known as aggravated wounds, and are commonly created by sunlight, fire, or the claws and teeth of other supernatural beings. Aggravated wounds require both blood and time to heal. Aggravated wounds can only be healed at the rate of one per day of rest and a cost of 3 blood points per health level healed. It takes a full 24 hours to heal 1 agg wound. Stamina does not soak Aggravated damage.

Final Death

Though vampires are no longer mortal, they still face the possibility of Final Death, and there are a number of ways a vampire may be destroyed.

· Decapitation; the head of the vampire is removed..

· Destruction of the heart; this only needs the heart to be removed from the vampire's body.

· Any aggravated wounds taken after all the health levels are lost, or after all the blood points are lost.

Without tools the slayer must have STR equal to or higher than the victim's soak +1 . The efforts of more than one person can be combined to achieve the maximum needed. Where there are  or more slayers, the greatest STR total is taken and the weaker slayers contribute 1 point of STR per points of STR they have. You cannot decapitate a vampire during melee, or while they are moving faster than walking speed and this only occurs as a finishing blow. Removing parts of their head does not count as decapitation, or brain damage - vampires are supernatural after all! The heart of a Vampire may only be removed while he is prone, following the same STR rule for decapitation. Tools add to the strength of the slayer according to their suitability and any modifiers they have. There are other ways a vampire may be destroyed, but these are the most common. Once your character has suffered Final Death you must create another character.

Stakes

A wooden stake through the heart of a vampire does not cause Final Death, but will completely immobilise him. Over time the vampire will deteriorate and eventually fall into torpor due to a lack of blood. It is very difficult to aim a stake during melee, a melee Ability level of at least 3 is necessary before it is possible, and even then you must get the right place. You must have STR and DEX equal to or higher than the victim's soak to stake someone during melee, or STR equal to or higher than their soak while they are prone. The damage done by a stake is the Strength used to force the stake into the body (Stamina rules apply).

Body Armour

It is possible to acquire body armour that your character can wear during the game to provide extra protection for your character.  There are several different types of armour, each with different hardness values but they all function in the same way.  Armour has its own soak and health levels that are used whilst damage is inflicted.  This damage is applied to the armour, rather than the individual.  Once the health levels have been reduced to zero, the armour is counted as destroyed and the wearer begins to suffer damage normally.

· Hard Leather (Armour or Biker Jacket)

Soak 1 with 5 health levels.

· Studded Leather (Armour or Biker Jacket)

Soak 2 with 5 health levels.

· Chain Mail

Soak 3 with 7 health levels.

(User suffers Dex-1)

· Plate Mail

Soak 4 with 9 health levels.

(User suffers Dex –2)

· Bullet-proof vest

Soak 2 with 7 health levels.

· Fortified Tactical Vest

Soak 3 with 10 health levels.

· Light Riot armour

Soak 3 with 13 health levels.

(User suffers Dex-1)

· Full Riot armour

Soak 4 with 15 health levels.

(User suffers Dex –2)

Blood Bond
To be blood bonded a vampire or mortal must drink the blood of a vampire on five separate occasions. It needn't be very much, just a sip is enough. The vampire creating the bond is known as the Regnant. The victim, if mortal becomes a ghoul, and if vampire becomes a thrall. The blood bond for the victim is absolute besotted love. He will never, under any circumstances, conspire to break the blood bond - even to the point of denying it happened, nor will he allow any harm to come to the regnant, nor will he attack him, even if directed to by him. The worse the thrall could possibly inflict would be a light tap, and then only if the regnant it.

The first point of the bond is extremely subtle.  The target may find themselves occasionally thinking of their enthraller but will put it down to mere casual thought.

The second point of the bond begins to take more of an effect.  The recipient begins to have occasional dreams and may even turn up to locations previously visited by the giver.

The third point is half-way to absolute devotion.  There is now enough thrall over the recipient to start changing their behaviour.  Though no means enslaved by the giver, they are definitely an important figure in their life.  The recipient acts as they please but will have to spend a Will Power point in order to act against the enthraller.

The forth point begins to have a much greater effect on the recipient.  Will Power points must still be made to act against the thraller but all Will Power opposed skills are treated as –1 to their ESR.

The final point of blood bond more or less completely binds the recipient.  At this level, the regnants may use Dominate on the thrall without the benefit of eye contact.  The sound of their voice is merely enough.  Additionally, if the thrall should resist, it requires the expenditure of 2 Will Power points.  The normal rules of Dominate will still apply, however, so a higher generation Vampire still cannot Dominate a lower generation.

It is possible, for those under the sway of a blood bond to have the influence weakened by their treatment.

Those treated well, have a more chance of remaining enthralled to their regnant.  Those abused and humiliated may find it easier to resist the thrall.  You will need to see a ref. about this.
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