The Embrace
An individual is turned into a clan vampire, or as it’s called ‘being embraced’, by having the blood of their creator (their Sire) feed to the drained victim before death. A character becoming a clan vampire gains the Living Dead template (see below), as well as the powers grant to the clan that he’s been sired in to. Vampires with the Living Dead template refer to their kind as Kindred. Upon embrace, the new vampire gains the generation that is 1 higher than that of the one created them; hence a ninth generation vampire would sire a tenth generation vampire (also known as a Childe). 

**************************************************************************************
Living Dead template

Size & Type: Size remains unchanged, type changes to Undead
Hit Dice: The minimum character hit dice is a d8 but otherwise is as their class lvl
Skills: +4 Racial Spot & Listen, Same as Base Creature, See Clan descriptions
Feats: Improved Grapple, Alertness, Lightning Reflexes, See Clan descriptions for bonus feat choices
Abilities: See Clan descriptions
Disciplines: Upon embrace the vampire gains 3 free ranks which they can divide among their Racial disciplines however they wish. However no discipline can have more than 3 ranks placed into them upon embrace.
Generation: If a character is being embraced by a known vampire, the childe gains the generation of one higher than his sire (ei: 9th gen if his sire was 8th). If applying the vampire template upon character creation instead, the character start at the base of 12 Generation, and can buy their Gen down with their starting Exp pool at the cost of 200 per Gen lowered, to the max of 8th Gen (800 Exp cost).

Speed: Same as Base Creature
Armor Class: +2 Natural Armor
Full Attack:  Either slam attacks, natural weapons, or weapons
Slam Damage: Fine 1 Dmg, Diminutive 1d2, Tiny 1d3, Small 1d4, Medium 1d6, Large 1d8, Huge 2d6, Gargantuan 2d8, Colossal 4d6
Immune to Critical Hits
Immune to Subdual Damage
Immune to Energy Drain, but not level loss due to resurrection.
Immune to normal Diseases (though can be carriers)
Immune to normal Poisons
Immune to Death Effects
Living Dead do not Bleed & do not Breath
Special Abilities: Lowlight Vision, Damage Reduction 5/ magic
Resistances: 10 Cold, 10 Electricity
Challenge Rating: Same as Base Creature +3
Alignment: See Clan descriptions
Advancement: By Character Class
Level Adjustment: Same as Base Creature +4
Special Attacks: Retains all special attacks of the base creature and gains a Slam attack & a bite attack (1d4 piercing plus 1 ½ Str bonus) along with those listed below. 
Blood Drain: A vampire can begin to drain blood from a grappled victim with its fang, the victim must 

make a Will saving throw (DC 10 + ½ Vampire’s Hit Dice + Vampire’s Cha mod) or else succumb to the ecstasy of the Kiss. If done in combat no will save is needed to succumb. Each round the vampire drains 1 Vitae (Blood point), 1 Vitae is equal to 2 points of Con. 
Kiss: The vampire’s feeding, known as the Kiss, engenders great ecstasy in the vessel, the person upon whom the vampire feeds. Needless to say, the Kindred feels physical bliss as well. A victim that fails their Will saving throw (DC 10 + ½ Vampire’s Hit Dice + Vampire’s Cha mod) succumbs to the ecstasy of the Kiss & gives in to the vampire. Vampire’s being fed upon by another vampire unwillingly do not have to make a save versus the kiss.
Create Childer: A humanoid or monstrous humanoid drained of blood which is given the Vampire’s blood 

becomes a Childe of that vampire, this is called the Embrace. The Childe’s transformation takes place over the course of an hour. Upon turning, the childe gains the Living Dead Template, Clan Attributes & is 1 generation higher than their maker (Sire).  Creating a childe within a city requires permission of that domain’s Prince, or else both childe & sire could be destroyed upon discovery. If a vampire creates a Childe, she is responsible for that childe, no differently than a mortal parent is for her child. If the childe can not handle the burdens of vampirism, the sire must take care of the matter one way or another. The sire must ensure that the childe is taught the Traditions & ensuing responsibilities, and prevent the childe from being a threat to either herself or the Masquerade upon her release. While a vampire who has sired a childe has no supernatural control over their actions, until a childe has been deemed ready to be released the Sire is held accountable for the deeds of their childe. Releasing a childe typically involves the Sire introducing the childe to the prince who holds domain over where the sire & childe live. The childe may be asked to recite the Traditions or provide other proof that she has been taught & understands them. If the prince, for whatever reason, does not accept a childe, then the childe must find a new city. On occasion a sire must also introduce the childe to his own sire, but this is not always required. After release, the childe (now a neonate) is permitted to live in the city with the full rights as accorded by the prince’s law & the Traditions. The release is considered a major rite of passage, much like a coming of age for mortals, for the neonate is responsible for his own actions. He will be watched carefully for a few months to let his actions determine if he will be considered an “Adult” and be treated as one.
Predator’s Taint: Vampires can automatically detect other vampires, though not necessarily their clan or 

abilities. The vampire can tell if another vampire is weaker than herself (two or more levels), stronger (two or more levels), or about the same level of power.
Seal Wound: Vampires saliva contains an enzyme that allows them to instantly lick closed wounds created by their feeding. This enzyme becomes inert 10 minutes after being removed from the vampire’s mouth.
Vitae/Blood Points: At 12 Gen a vampire can store 10 + Con mod of Vitae, if she gains excess it is wasted. Using Vitae for any affect is a swift action.

Augment Abilities: Vitae can be spent to boost Strength, Dexterity or Constitution. Each point of Vitae grants a +4 enhancement bonus to one of these abilities for one minute. This causes no apparent physical affect on the body. Unlike most enhancement bonuses, this stacks with itself as long as you spend all the Vitae in the same round. Multiple uses of the same ability over the course of multiple rounds have no effect, but if you spend 3 Vitae in one round you can gain a +12 enhancement. Increasing your Con increases your hit points, but these go away when the ability expires. This may cause you to drop to 0hp or below (you do not lose them first like temporary hit points). 
Counterfeit Life: A vampire can spend 1 Vitae to consume normal food & drink without response for 1 meal (approximately 2 hours). Afterward the vampire still regurgitates the food, so she probably wants to get out of sight of people. A vampire can also spend 1 Vitae to give herself the full appearance of being human – rosy flush complexion (no matter how low her current Vitae), a regular heartbeat, normal breathing rhythm, even the ability to have sex. This effect lasts at most one hour. A vampire can use both of these abilities at the same time by spending 1 Vitae for each effect (food ingestion & lifelike appearance). 
Heal Wounds: Spending 1 Vitae heals 10 hit points of damage or two points of ability damage from a single ability.  Spending 2 Vitae heals 1 point of ability drain.
Wake Up: A vampire always has to spend 1 Vitae to rouse their body from their unnatural slumber, whether it’s morning, noon, sundown or midnight. 
Activate Disciplines: Some Disciplines require Vitae, others do not. See each Discipline’s description to see if it requires Vitae, & if so how much.
Blood Power: In order to determine the effects of the use of a discipline, some powers will require a Blood Power check. Blood Power is combined with the ability score modifier of the appropriate type for that discipline. Upon embrace you gain a Blood Power score equal to your character level, this score increases by one ever level until you reach the maximum score allowed by your generation. The raw Blood Power score can not go above this maximum score, however, the ability score modifier relevant to the power used my still improve & thus allow for greater outcomes for discipline powers. If you do not meet the minimum DC for a discipline power, the power fails & any blood points spent are still expended.
Feeding:  A vampire that attempts to feed on an unwilling target requires that the vampire must successfully grapple the victim before he can begin feeding. Once established, the vampire feed each round as a standard action by making a successful grapple check. A non-vampire target must make a Will save (DC 10 + ½ vampire’s HD + vampire’s Cha mod) or succumb to the ecstasy of the kiss and stop resisting. If in combat no save is required. Feeding on a willing target is a standard action and requires no grapple check. Each round of feeding on a human gives a vampire 1 Vitae. Stored blood has reduced potency & 8 pints are required to gain 1 Vitae. A dead human can provide 1 Vitae within the first 24 hours of being dead. Even a fully sated vampire gets a thrill feeding on the living and prefers it above all other sources. A vampire who has only 1 Vitae left that feeds on a live creature, the vampire must make a Will save DC 10 + 1/day since last fresh feeding to resist draining that creature dry.
Blood Bond:  One of the most wondrous and terrible properties of Kindred Vitae is its ability to enslave nearly any being who drinks of it on three separate nights.  Each sip of a particular Kindred’s blood gives the Kindred in question a greater emotional hold over the drinker. The vampire who creates the blood bond is called the Regnant, and the drinker the Thrall.  The Thrall can not make a save to avoid this bond. Each drink requires the vampire spend at least 1 Vitae. No disciplines can overpower the Regnant’s control over the thrall. Likewise, a creature can be thrall to only one vampire at a time. Most vampires refuse to become thralls to each other, as they fear this kind of slavery, but especially close vampires may form a blood bond with each other as a sign of friendship or to prevent others from enthralling them. Commanding the thrall is easy, the vampire gains +4 bonus to all social skills to influence or manipulate their thrall, and the thrall takes a -4 penalty on saves to resist the vampire’s commands. The thrall gains a +4 bonus to resist the saves of others if those commands would cause you direct or indirect harm, and opponents take a -4 penalty on social skills to encourage the thrall to perform such actions. If a regnant a thrall to another creature himself, his thrall’s behavior extends toward his regnant to a lesser extent (+2 & -2 instead of +4 & -4). If 12 months passes, minus 1 month per positive Wisdom modifier of the thrall, from the last time a thrall saw or fed from her Regnant, the blood bond decreases by 1 step. Heavy abuse & mistreatment can turn a thrall against his regnant, which usually results in the thrall performing a murderous assault then going mad. Killing a regnant ends the blood bond immediately. Outsiders can not become thralls. While not necessary, most vampires also make their important thralls ghouls.
Create Ghoul:  A vampire can feed a creature her Vitae to become a servant with limited vampiric powers. This creature is called a Ghoul. The act of creating a Ghoul is intentional (it never happens by accident). Though a Ghoul feeds on Vitae, a ghoul is not necessarily a thrall, nor is all thralls automatically Ghouls. To create a Ghoul a vampire must feed the creature 1 Vitae and expend 1 Vitae of their own. A vampire can feed a ghoul up to have the ghoul’s Constitution Score. Upon become a Ghoul, a creature immediately gains the Celerity, Resilience or Vigor disciplines. The vampire (or as their master is called by the ghouls and other Kindred, their domitor) chooses the discipline. If the ghoul has the available feat slot, he can study for one day with the vampire to learn any ghoul discipline listed above. This allows him to spend his available feat on that discipline. Ghouls do not belong to clans & never gain clan bonus disciplines. Ghouls don’t age & can use stored Vitae to augment themselves physically, heal damage or activate disciplines. A ghoul can spend only 1 Vitae per round and can never learn to spend Vitae faster. As long as the ghouling process is repeated once a month, the ghoul remains a ghoul. If a month passes the creature is no longer a ghoul and aging catches up at a rate of 1 year per day beyond the missed ritual. A reverted ghoul looses all stored Vitae. A Ghoul can spend two Vitae on his one (one each for two successive rounds) to extend his Ghoul State another month, but the Ghoul does not automatically know this. It’s the vampire’s preference to either keep the Ghoul returning, or if they recognize the need for extended missions away from home. 
Weaknesses:
Death Sleep: Every day at dawn, a vampire feels an urge to rest in sleep indistinguishable from death. She may spend 1 Vitae to resist & remain awake through the day. A sleeping vampire can still spend Vitae to heal herself. To awaken at sundown a vampire spends 1 Vitae. A sleeping vampire with no Vitae to spend remains trapped in sleep until someone feeds her or several months have passed & she spontaneously awakens, wasted away to nearly nothing  (10 Hit Points) and ravenous with hunger. Some vampires believe that more powerful vampires trapped this way take longer to awaken.
Sunlight Vulnerability: A vampire fully exposed to sunlight takes 4 points of Con damage on his turn each round of exposure. Partial exposure does proportionally less damage. Certain Disciplines may reduce or increase this damage.
Torpor: When a vampire is staked through the heart or looses all Vitae (0 Blood Points &/or 0 Hit Points), a vampire doesn’t die but instead goes into a death-like state known as torpor. The vampire is completely immobilized & unconscious in Torpor, though more powerful vampires can still use Disciplines in this state. While in Torpor a vampire looses 1 Vitae per day to a minimum of zero. Even a severely wounded & unconscious vampire who is in torpor due to damage will eventually get up and walk away if left alone. In order to permanently kill a vampire that has entered Torpor their body must be completely consumed by fire, sunlight, holy water, or the vampire’s head must be severed from their body & their mouth filled with silver or holy wafers & is then buried in consecrated ground. A vampire can choose to voluntarily enter Torpor, and many do so in order to avoid danger for periods of time. The length of time it takes for a vampire to from torpor on their own is dependant upon their grasp of humanity. Vampires of Good alignment in Torpor awaken in 1d8 days, Neutrally aligned vampires awaken in 1d20 weeks, Evil vampires awaken 2d10 months, and Chaotic Evil vampires awaken naturally from Torpor in 1d100 years. Any vampire in a Torpor state whose stake through the heart is removed, is healed by negative energy, or is feed at least 1 Vitae of blood (depending on the cause of torpor) will automatically awaken. If a source of food is not immediately available & offered upon waking, a vampire coming out of Torpor will enter a Frenzy that will not end until the vampire’s Blood Pool is replenished. 
Undead: Vampires are unliving bodies powered by Vitae. While this has its advantages, vampires do not heal from rest or time, and they do not benefit from standard healing such as the heal skill, they are healed by negative energy and are harmed by positive energy. To heal a vampire must spend Vitae.

Expendable Experience: Upon Embrace, a Living Dead Vampire gains an expendable pool of experience points to be used immediately to purchase abilities. The new vampire gets 3000 exp to spend on their beginning powers.  A vampire can choose to burn experience gained to increase their vampire disciplines rather than apply it toward a class level. 
Disciplines: the cost to increase a Discipline is the Disciplines Rating x 1000 exp (or 10000 exp for the first rank) for Clan Disciplines, & Rating x 2000 exp (or 2000 exp for the first rank) for Non-Clan Disciplines

Racial Skills: Cost 400 exp per rank and can be spent on Racial Skills Only
Ability Scores: Cost 1000 exp per point & can be spent on Clan increased Stat Abilities only.
Merits: Some Merits can only be taken upon character creation, while others can be taken either upon character creation or embrace. These are the only times when the vampire is able choose to take Merits. (Merit Costs 200 exp/400 exp/600 exp/800 exp/1000 exp/1200 exp/1400 exp)
Flaws: Some Flaws can only be taken upon character creation, while others can be taken either on character creation or embrace. These are the only times when the vampire can choose to take Flaws. A vampire can choose to take no more than 1400 exp worth of Flaws at the time of creation or embrace. Experience points gained by taking flaws can then be used exactly as the vampire’s normal expendable experience. If a vampire that’s been embraced choose to take merits or flaws, and then later becomes cured of vampirism, and later becomes a vampire again at any point they cannot alter these choices. An ex-vampire can only be re-embraced by their previous clan, if another clan attempts to embrace them the ex-vampire dies instead, but can still be brought back by normal means. If an ex-vampire is re-embraced back into their old clan, the vampire only regains their old powers on the seventh day after the embrace. (Flaw Bonuses 200 exp/400 exp/600 exp/800 exp/1000 exp/1200 exp/1400 exp)
**************************************************************************************
Frenzy
During frenzy a vampire literally – and usually unwillingly – gives into the darkest instincts of the vampiric nature. The vampire is consumed with rage or hunger, unable (or unwilling) to consider the effects of any action. Friends, foes, lovers, ethics: None of these matter to a vampire in frenzy. If a vampire in Frenzy is hungry he will feed on whoever is closest without regard for the vessel’s well-being. If the vampire is angry, he will do everything in his power to destroy the cause of his anger. A vampire struck by fear will commit any atrocity to remove himself from the source of his terror, regardless of the consequences. Frenzy can be induced by many things, but great rage or hunger are the most common provocations. It is dangerous to deny or humiliate the undead. Frenzy is when the Beast takes over the vampire's personality, usually a result of extreme stress such as starvation or public humiliation. The civilized Kindred consider frenzy dangerous, bestial and a sign of weak will and try to avoid it whenever possible. More bestial vampires may resist or embrace frenzy (or "ride the wave") depending on their beliefs. A vampire has to make Will save (DC 5-30 determined by DM based circumstances) or frenzy. Vampires in frenzy generally attack their enemies first, but if no enemies are present, friends are perfectly acceptable fodder for their baser instincts. A vampire frenzies for 1d6 rounds +1 for every 5 DC the vampire failed by. However, the vampire may choose to take 1 point of Wisdom damage in order to put the frenzy on hold for one round. If, during this time, the vampire removes himself completely from and out of sight of the cause, the vampire can negate the frenzy. If that cause returns within sight, then the vampire must either automatically frenzy or take another point of Wisdom damage to try to leave again. Wisdom damage can only be taken as long as the vampire’s Wisdom score remains at 6 or above. Wisdom damage taken in this manner can not be magically healed and returns at a rate of 1 per day. Brujah can not choose to spend Wisdom to hold off frenzy.
Vampires in frenzy completely ignore all penalties from injury or pain, until after the frenzy ends. All effects to try and dominate or control a vampire in frenzy are made at a +4 difficulty. Vampires that are in frenzy are immune to Rötschreck. 
Brujah are known for their short tempers and suffer a -5 to their Will save to resist entering frenzy. Gangrel who frenzy gain a physical feature characteristic of an animal, as a sign of their closeness to the Beast. 
************************************************************************************

Rötschreck
Vampires in proximity to sunlight must make a Will save (DC 5-30 determined by DM based circumstances) Rötschreck, or be panicked for 1d4 rounds + 1 for every 5 DC the vampire failed by & be forced to flee to a safe distance away from the source . If unable to flee, a vampire who’s failed their Rötschreck will enter a frenzy and attempt to fight a path away from the source of Rötschreck.
************************************************************************************

Generations
1-3 generations: 


How the originator of the vampire clans came into being isn’t know. No vampires of the 1st through 3rd generations exist that anyone is aware of. It’s rumored by many that these generations have long since ascended into divinity, and quickly point out that all divination spells cast pertaining to the whereabouts or fates of first generation vampires yield nothing. 

4-5 generations:


Exceedingly few of these generations remain active in the world, most having long since entombed themselves in hidden lairs or otherwise withdrawn from vampire society. Though the blood begins to dilute somewhat at this distance, it can be assumed that those of these generations have reached their maximum potential in 2 or 3 disciplines. Vampires of these generations are never run across by accident. 

6-7 generations:


These are among the most powerful vampires likely to be encountered. Normally found as the underground rulers of towns under the title of ‘Prince’, they are considered to be the elders of vampire society. 

8-9 generations:


Still considered elders by some, these vampires associate themselves primarily with the members of the younger generations. Occasionally a vampire of this generation will claim the title of prince in smaller towns, though this is extremely rare where there is any significant vampire population. More commonly they are vassal princes or subordinate nobles under a prince’s rule.

10-11 generations: 

Often referred to as neonates, these are the most recent generations of vampires. Though still powerful creatures, their blood is thinned in potency. Most of this generation has been embraced within the past century. 

12-13 generations:


These generations represent the thinnest that the blood of the vampire clans can become. While the twelfth generation can pass on their clan blood to the 13th, and the thirteenth can still receive the normal benefits, anyone turned into a vampire (also known as embraced) by the thirteenth generation individual is only a Dhampire as described in the Monster’s Manual. Individuals without a generation of 12 or above are normally considered beneath contempt, and are not even worthy of notice of the clans. Individuals of these generations are very rare as well, seeing as how most vampires will hold off creating others until they’ve at least maintained a generation of 10, through the process of Diablerie.

GENERATIONS: Base 12 Gen, 200 Exp Cost per lower Gen (Max of 8 Gen)

1-3 Gen Modifier:      16    

            
4-5 Gen Modifier:      8
6-7 Gen Modifier:      4
8-9 Gen Modifier:      2
10-11 Gen Modifier:  1
12-13 Gen Modifier   0

*rare and should be used at dm’s discretion 

Blood Pool/Vitae: 
Blood Points/Rnd:      Max Discipline Rating:     Blood Power Max (by lvl):
1 Gen Modifier:      100 

25

10


---
2 Gen Modifier:      75   

20

10


50
3 Gen Modifier:      65    

15

10


40
4 Gen Modifier:      50

10

 9


30
5 Gen Modifier:      40

 6

 8


25
6 Gen Modifier:      30

 4

 7


20
7 Gen Modifier:      20

 3

 6


15
8 Gen Modifier:      15

 2

 5


13
9 Gen Modifier:      14

 2

 5


11
10 Gen Modifier:    13

 1

 5


 9
11 Gen Modifier:    12

 1

 5


 8
12 Gen Modifier:    10

 1

 5


 7
13 Gen Modifier     9

 1

 4


 5
Max Blood Pool/Vitae per Size Category:  Otherwise 1 Vitae = 2 Pts. Con
Fine 

 1/4

Diminutive 
 1/2

Tiny 
    1

Small 
   5

Medium 
  10

Large 
  15

Huge 
  30

Gargantuan 
  60

Colossal 
120
Aberrations 

No Blood Pool
Elementals

No Blood Pool

Constructs

No Blood Pool
Plants

No Blood Pool

Animals 

1/2 Blood Pool

Magical Beasts 
Normal Blood Pool

Fae 


1 ½ times Blood Pool (will save DC 10 + Fae Hit Dice vs.. Frenzy every round)

Shape-changers
1 ½ times Blood Pool (will save DC 10 + Shifters Hit Dice vs.. ______ every round)

Dragons 

Double Blood Pool
Divine Blood
Double Blood Pool, Vampire gains max hit points for 1 night per divine rank of blood donor, (Will save DC 20 + Deity Cha. Mod + Divine Rnk vs. Addiction). DC +2 to all Blood Based Powers, Ability to spend an additional +1 Blood Point/Rnd for every 5 Divine Ranks
**************************************************************************************
Diablerie

There is one thing that elder Kindred dread even more than fire or the light of the sun. This sin is known as Diablerie, or Amaranth. It is the ultimate crime amongst vampires and is subject to the harshest punishments imaginable. The Vampire trying to commit Diablerie must completely drain another Kindred vampire of their blood, bringing them to 0 Con, and then they must take it one step beyond. The vampire committing Diablerie must continue sucking and make a strength check DC 15 once within the next 4 rounds to successfully draw that vampire’s essence into themselves. A person committing Diablerie is considered flat-footed and can not do any other actions during this process. The Diablerist must make Concentrations checks to continue DC 10 + Dmg Dealt, or else loose the Diablerie if struck within those last 4 rounds. If unable to make the strength check to pull the victim’s soul into themselves, the victim dies and the Diablerist gains nothing. If successful, the victim dies & the attacker consumes that vampire’s power (and though many don’t know it, the spirit) into himself. If the victim is of a lower Gen, the attacker’s Generation lowers by 1. For example a 9th Generation vampire that commits diablerie on a 7th Generation vampire would become 8th Gen. If the victim was of much greater power (five or more generation levels) the DM may rule that the predator lowers her generation by more than one step. This is particularly likely if the victim was ancient (+2000 years). It would not be unreasonable for a 12th Gen neonate who drank the blood of a 3000 year old member of the 5th Gen to advance 3 or even more generation steps. Moreover, drinking the vitae of elder vampires can induce temporary increase in the Diablerist’s Discipline levels (by one, two or even more points, DM’s discretion) for 1d10 days. Only one Diablerist may commit the act on a given victim; a pack of neonates cannot swarm around an elder like hungry sharks, no matter how potent the victim’s blood. The Assamite clan is rumored to have developed mystic means of bypassing this prohibition. After completion the Diablerist is overwhelmed with euphoria and must make a Willpower save DC 14, with an additional -2 if their moral alignment is neutral, -8 if their moral alignment is evil, & a -4 if their axis is chaotically aligned (the chaotic penalty stacks with the moral alignment penalty). If the vampire fails this save it starts to frenzy & begins a killing spree for the duration of the frenzy (see rules for Frenzy). This sensation of euphoria is akin to an orgasm but is much more powerful, so powerful in fact that certain Kindred are addicted to the sensation. All other Kindred fear these vampires, know as “rogues”, for the addiction to the pleasures of Diablerie or Amaranth makes them a threat to everyone. Even vampires too weak to provide additional power are devoured for the simple pleasure of the act. Diablerists can be detected by Aura perception, with the energies leaving thick black marks running across their aura. These marks remain evident for a number of years equal to the difference between the victim’s generation & the diablerists original generation. Even those without special perceptions feel unsettled in the Diablerists presence for one month if they make a Sense Motive check DC 10 + number of days since the Diablerie. Few rumors speak of Diablerists displaying certain mannerisms of their late victims, particularly if the victims were of great personal fortitude (Wisdom or Charisma of 25 or above, or 10 higher Wisdom or Charisma than the Diablerist). If this is true, the soul of a particularly mighty undead can manifest in the body of its killer as if possessed (Vampire’s Player’s Handbook, pg. 226). Diablerie is worse than murder as the victim’s soul is absorbed and denied finding peace in any sort of afterlife. Diablerie is a very dangerous and evil act, in most circumstances and may incur an alignment adjustment.
**************************************************************************************
CLANS

Assamite –

Disciplines: Celerity, Obfuscate, Quietus
Weakness: Will save DC 10 + Gen. Mod + ½ Hit Dice of the vampire their drinking from or become addicted. The Assamite clan became afflicted with a tremendous blood-lust for the vitae of other vampires, even to the extent of addiction after only one taste of another Clan Vampire’s blood. Unlike the other lines of vampires, who become paler as they age, Assamites grow darker - their eldest members being the shade of obsidian.
Abilities: +4 Dex, +2 Str, +2 Wis

Skills: +4 Racial bonus to Bluff, Hide, Disguise, Move Silently

Alignment: Non-Good
Bonus Feat Options: Track, Combat Reflexes, Improved Initiative, Weapon Finesse, Skill Focus: Any of Racial Skills
Concepts: Assamites are a group of skilled, select assassins who often commit contract killings in exchange for the blood of other vampires. Even when compared to other vampires, the Assamite appear overly obsessed with blood, due to a clan weakness which causes an addiction to the blood of other vampires.
Baali  –

Disciplines: Obfuscate, Presence, Daimoinon
Weakness: Baali take 50% more divine damage.

Abilities: +2 Con, +2 Str, +4 Wis

Skills: +4 Racial bonus to Bluff, Disguise, Knowledge: Religion, Sense Motive

Alignment: Any Evil

Bonus Feat Options: Dark Speech (BoVD), Disciple of Darkness (BoVD), Demon or Devil Heritage Feat, Corrupt Spell (BoVD), Skill Focus: Any of Racial Skills
Concepts: The Baali were a bloodline of vampires associated with lower planar worship. Some versions present the true purpose of the Baali as keeping demons or devils sleeping by feeding them with carnage and destruction. Most presentations show them as Infernalists, using demon or devil worship to gain additional power.

Brujah –

Disciplines: Celerity, Potence, Presence
Weakness: Brujah are known for their fiery and violent tempers. They have more trouble than any clan does to keep their homicidal tendencies at bay. They fall to their Beast with disturbing frequency, and tend to get quite agitated if this flaw is ever mentioned in their presence. Brujah have a -5 to their Will vs. Frenzy.
Abilities: +4 Con, +4 Str, -2 Wis
Skills: +4 Racial bonus to Appraise, Intimidate, Knowledge: Crime & Underworld, Survival
Alignment: Any
Bonus Feat Options: Improved Natural Attack, Toughness, Power Attack, Sunder, Skill Focus: Any of Racial Skills
Concepts: Brujah have split into two primary groups: the intelligent, politically active Brujah, many of which are fiery and outspoken among the vampire’s society, and the raging, angry counter-culture Brujah that most other vampires think of when they try to picture a member of the Clan. Strangely enough, Brujah Princes are relatively common among the Camarilla, ranking perhaps second for the number of Princes ruling over a city.
Cappadocian –

Disciplines: Auspex, Fortitude, Mortis
Weakness: -10 to disguise checks made to appear alive, -4 to all social rolls against the living, &  -2 social rolls vs. other undead. The Cappadocians bear the visage of death, which makes their skin appear cold and corpselike. No matter how much vitae a Cappadocian imbibes, she never shows the "flush of life" that other Kindreds may choose to display. This grim condition also exacerbates with age, and some of the most venerable Cappadocians literally resemble nothing so much as shrunken cadavers. 
Abilities: +2 Con, +4 Int, +2 Wis
Skills: +4 Racial bonus to Knowledge: Alchemy, Decipher Script, Knowledge: Occult, Religion 
Alignment: Non-Chaotic

Bonus Feat Options: Spell Focus Necromancy, Versatile, Corpse Crafter (Libris Mortis), Bolster Resistance (Libris Mortis), Skill Focus: Any of Racial Skills
Concepts: The Cappadocians were marked by a desire to understand the limits between life and death. Some of them meticulously studied death and decay; others chose to focus on the possibility of bringing life back into a dead body. Cappadocians view the Embrace as a unique opportunity to examine the condition of death and unlife. 
Followers of Set  –
    Disciplines: Obfuscate, Presence, Serpentis
Weakness: take 8 points of Con dmg when exposed to sunlight (normal 4 Con). -2 to Charisma & Wisdom based checks when in bright light.
Abilities: +4 Dex, +2 Int, +2 Wis
Skills: +4 Racial bonus to Knowledge: Bluff, Gather Information, Religion, Sense Motive 
Alignment: Non-Good, Non-Chaotic

Bonus Feat Options: Weapon Finesse, Improved Initiative, Improved Feint, Deft Opportunist (+4 to attack rolls on attacks of opportunity), Skill Focus: Any of Racial Skills
Concepts: Setites claim to be descended from the dark god. The Setites are known as keepers of secrets, particularly those of a thaumaturgical nature. Indeed, the Followers of Set tend to know anything anyone needs to know or can find it for them - for a price. Many vampires warn each other never to trust a Setite, as Followers of Set do not follow the Path of Humanity like most other vampires. Instead they have their own Path of Enlightenment, known as the Path of Typhon, which exalts, amongst other things, the corruption of others. Many who are snared by the Followers of Set do not realize the danger until it's too late and are either forced to become followers of Set themselves or become dangerously indebted to them.
Gangrel –

Disciplines: Animalism, Fortitude, Protean
Weakness: -2 to either intelligence or charisma as the vampire becomes more animalistic. For every 3 frenzies the vampire must make a Will save (DC 10 + ½ Hit Dice) or take -1 to Int or Cha.
Abilities: +2 Con, +4 Str, +2 Wis
Skills: +4 Racial bonus to Survival, Handle Animal, Hide, Move Silently 

Alignment: Non-Lawful

Bonus Feat Options: Any Scent Feats, Improved Initiative, Improved Natural Attack, Run, Skill Focus: Any of Racial Skills
Concepts: Of all the vampires, the Gangrel are perhaps closest to their inner nature. These nomadic loners spurn the constraints of society, preferring the comfort of the wilderness. How they avoid the wrath of the werewolves is unknown; perhaps it has something to do with the fact that the Gangrel are shape shifters. When a mortal speaks of a vampire changing into a wolf or a bat, she is probably speaking of a Gangrel. Gangrel have a keen understanding of the Beast in their souls, and prefer to spend their nights in communion with the animals whom they so emulate. Indeed, Gangrel are so attuned to their Beasts that, after losing themselves to frenzy, animalistic features often appear on their bodies.

Lasombra –

Disciplines: Obtenebration, Dominate, Potence
Weakness: Lasombra vampires cast no reflections. They take a -4 to saves against light based effects & take 5 Con damage from exposure to sunlight (normal 4 Con). They cannot be seen in mirrors, bodies of water, reflective windows, polished metals, photographs and security cameras, etc. This curious anomaly even extends to the clothes they wear and objects they carry. Many Kindred believe that the Lasombra have been cursed in this manner for their vanity. 

Abilities: +2 Dex, +2 Wis, +4 Cha
Skills: +4 Racial bonus to Diplomacy, Bluff, Sense Motive, Knowledge: Nobility/Government
Alignment: Non-Good

Bonus Feat Options: Spell Focus: Shadow, Any Blind Fighting Feat, Less Darkvision (30’ Darkvision), Combat Reflexes, Skill Focus: Any of Racial Skills
Concepts: Lasombra can see through any darkness they can create. As a clan Lasombra naturally seek positions of power and authority. Lasombra are Darwinists, predators, elegant and inhuman. They are firm believers in the worthy ruling and the unworthy serving. Lasombra are invariably talented and have a commanding air about them; even when they are not selected from aristocratic stock, they are skilled manipulators, tempters and plotters. They have the ability to create and control shadows.
Malkavian –
Disciplines: Auspex, Dementation or Dominate, Obfuscate
Weakness: Every last vampire of the Malkavian bloodline is incurably insane in one form or another. Some attribute this to a curse of the blood, while other Lunatics actually call it a special blessing, a "gift of insight." When a Malkavian character is created, the player must choose at least one Derangement for that character at the time of the Embrace; Malkavian derangements can never be overcome or cured through any means short of curing a wish or curing the vampirism. If cured by a wish the Malkavian can no longer use Dementation Discipline or the Malkavian Madness Network.

Abilities: +2 Dex, +2 Cha, +4 Int
Skills: +4 Racial bonus to Bluff, Perform, Gather Information, Malkavian Madness Network
Alignment: Chaotic

Concepts: Malkavians have traditionally fulfilled two roles in Vampire society: seers and jokers. In the former role, the Malkavians have relied on advanced Auspex and the Cobweb to provide information. Malkavians being Malkavians, this information is generally jaundiced, incomplete, filtered through cracked lenses or a total lie.

The joker role is somewhat more complex: Malkavians have a clan tradition of pranking. The exact purpose of these pranks is open to debate; they often appear intended to readjust the target's perceptions, but are also often sadistic.

Malkavians are usually tolerated at best; but often are important primogen or otherwise figures of authority. Given their obvious insanity, princes traditionally give the Madmen a certain amount of latitude; in return, Malkavians are generally expected to demonstrate enough self-control to not break the Masquerade. This is not a benevolent arrangement but largely driven by fear on both sides: fundamentally, Malkavians are unknowable and the general attitude among princes is that its better to keep them quiet and happy, since unhappy Malkavians have a tendency towards introducing bizarre and inexplicable incidents to the equation. Conversely, Malkavians need the protection of the Camarilla. The Malkavians often claim that they're the only ones who know what's really going on. Most other Clans regard this as so much bullshit, and yet the Malkavians do seem to react suspiciously quickly to changes across the planes, almost as if they had warning ahead of time...
The Cobweb or “Malkavian Madness Network”:  The Malkavian Madness Network skill is based off of the vampire’s Intelligence modifier. All Malkavians have, to one extent or another, a mental connection with their clan that’s often referred to as either The Cobweb or the Malkavian Madness Network. This is a supernatural, disembodied neural network that connects the entire clan with access to past events that Malkavian’s have witnessed or known about, as well as to those of the present. Through their clan blood, all Malkavians gain access to the skill Malkavian Madness Network (Or MMN for short) and can attempt to tap into their connection to this Network at any time, even without ranks dedicated to the skill. Without any ranks, an “average” Malkavian can pick up a voice maybe once a week at best. The more ranks a Malkavian has, the more insight they gain, to the point where these “voices” are heard multiple times every night. However, even those who have a great connection to the Network are still mostly ignorant of its real workings or reason for existing. 
The information that comes through is usually in the form of neurotic snippets, with little to no meaning for most who hear them. For all Malkavians though, these whispers increase in frequency as a clan gathering approaches, at which point every Malkavian within range receives “The Call”. This begins at least 1 week before a clan gathering (or more if time is needed for travel) & is usually sent out by the clan Primogen of the area. The distance the Call is heard varies depending on the MMN skill check that is made by the one calling the Gathering. Often, it seems like Gatherings are called for no reason whatsoever, except for a few older ones to contact each other and plot in full view of the rest of the clan. When called for a purpose, it is usually in regards to some crusade – such as show this prince the other side of reality, smite that anarch down for his trespasses, drive these mortals completely bugfuck. Oddly, these crusades almost never get voted down. Besides the calls to Gatherings, Malkavians can attempt to either receive information or send information on any topic they wish. Sending information can be done as a generalized message to the entire clan, or as an attempt to connect with an individual. The DC for sending information is modified by Distance, Specificity, Length, Importance, & the Sender’s Generation Modifier. The starting DC is 15 within a 100’ radius, in addition to these other modifiers:

In order to catch information sent through the network, the Malkavian Receiver must be within the range of the MMN check that the Sender made. Then, each Malk Receiver must make their own MMN skill check (DC 5), with the modifiers for Distance, Importance & the Receiver’s Gen Modifier applied to this DC. 
When not trying to receive sent messages, Malkavians can also garner other information through their clan network. Such information includes; sensing the location a clan member (see charts below), getting an alert when major events happen (DC = 20 + Importance + Distance), plucking obscure information from the past/present/or future (DC =15 + Importance + Age + Gen Modifier), as well as other such information (DCs to be determined by DM), is all possible to be found on the network. When this happens, however, it is almost never as a result of the Malkavian who’s receiving the information’s conscious attempt to do so. In fact, besides sending information, most Malkavian Madness Network checks are made without the character’s knowledge that they are doing so. 

Upon death, every Malkavian’s blood automatically sends out a notification of their final death through the network, as if sending out a general broadcast emotion of serious importance, along with their ID & Location, & their Gen Mod is applied to this check. The Sire and any Childer of the dead Malkavian receive +5 bonuses to their checks in order to learn of the death through the network. Though extremely obscure knowledge to most, it does also occur that when some Malkavians suffer final death, they are able to upload their entire consciousness into this shared madness network. What remains is a very rudimentary sort of sentience, merely an echo of the vampire’s former personality, one with no evidence of any strong ambition or self-awareness, other than being a collection of ideas and memories that fire off when appropriate stimuli are applied. Whatever intelligence remains of such vampires is incomplete, somewhat broken and rather difficult to deal with…along with being quite mad. A Malkavian is only ever shunted into the Network under the most extreme circumstances, ones in which the vampire has information that could help with the safety of the clan, or else all of vampire kind, the world, or other such major causes.
Bonus Feat Options: Jack of All Trades, Improved Initiative, Versatile, Any Luck Feats (Complete Scoundrel), Skill Focus: Any of Racial Skills
DERANGEMENTS: See end of document for list of Malkavian Derangements.
Nosferatu –

Disciplines: Animalism, Obfuscate, Potence
Weakness: Nosferatu are absolutely loathsome to look at. All Nosferatu have a -8 to Appearance based Charisma checks, & a -5 to reaction modifiers base on first impressions. They may not improve Appearance with experience points. 
Abilities: +2 Str, +4 Int, +2 Wis
Skills: +4 Racial bonus to Gather Information, Hide, Bluff , Sense Motive
Alignment: Any

Bonus Feat Options: Stealthy Sneaking (full speed while hiding), Improved Natural Attack, Improved Initiative, Track, Skill Focus: Any of Racial Skills
Concepts: The Nosferatu are the spymasters of the dead, collecting information and selling it for a dear price. They are also the masters of the underground, living in the sewers for protection. While this is partly supported by their use of the Obfuscate and Animalism disciplines, the Nosferatu also emphasize information interchange as part of clan culture. Nosferatu invest an awful lot in teaching their childer with riddle games, memorization exercises and other activities which emphasize sharing and hiding information.

The Nosferatu have a deeply ingrained complex about physical beauty, especially with clans like the Toreador. Nosferatu will tend to charge Toreador higher prices, and make the higher clans crawl through humiliating or disgusting tunnels to actually negotiate with them. Similarly, Nosferatu will often accentuate their hideousness by cultivating an array of disgusting physical habits. On several cases where Nosferatu have embraced a Caitiff, the Childe has been exiled or killed. Nosferatu also tend to use Obfuscate for practical jokes involving their appearance, such as dropping a discipline's use for a brief instant and reveling in the effects.

Ravnos –

Disciplines: Animalism, Fortitude, Chimerstry
Weakness: The Ravnos clan are all criminals; each Ravnos has a specific vice ranging from plagiarism to mass murder. Each vampire must choose on Major Vice upon embrace, when the opportunity arises for indulgence in this vice, the vampire must make a Will save DC 10-30 based on circumstances set by the DM in order to resist.

Abilities: +4 Dex, +2 Int, +2 Cha
Skills: +4 Racial bonus to Bluff, Sleight of Hand, Appraise, Sense Motive
Alignment: Non-Lawful

Bonus Feat Options: Any Luck Feats (Complete Scoundrel), Improved Feint, Combat Reflexes, Spell Focus: Illusion, Skill Focus: Any of Racial Skills
Concepts: Misunderstood as a clan of gypsies and tricksters, the western Ravnos are a minor and heretical branch of the undead lords. Gifted with the power to manipulate reality, the Ravnos see themselves as tempters and avengers.
Toreador –

Disciplines: Auspex, Celerity, Presence
Weakness: When exposed to exceptionally beautiful artwork/beings/other the Toreador must make a successful Will save  DC 5-30 based on circumstances & personal taste, or else be stunned for 1d4 rounds +1 for every 5 DC the vampire failed by in combat. This changes to minutes in out of combat situations, & in serene or extremely comfortable settings the vampire is stunned for 10 minutes. Toreadors are as much prisoners of their artistic vision and sensitivity as they are its beneficiaries. They are often overcome by the beauty they see around them, and become immobilized with fascination. Such things as paintings, neon signs, or even sunrises can captivate them. It requires a successful Willpower roll to break the fascination quickly; otherwise, the Toreador will stand, awed and helpless, for minutes or even hours. This trait explains why Toreador so often fall in love with mortals.

Abilities: +2 Dex, +4 Cha, +2 Wis
Skills: +4 Racial bonus to Craft, Diplomacy, Perform, Knowledge: Culture
Alignment: Any

Bonus Feat Options: Any Crafting or Artisan Feat, Versatile, Spell Focus: Enchantment, Improved Initiative, Skill Focus: Any of Racial Skills
Concepts: The Toreador are some of the most beautiful and glamorous of the Kindred. Famous (and infamous) as a clan of artists and innovators they are one of the bastions of the Camarilla, as their very survival depends on the facades of civility and grace on which the sect prides itself.

Tzimisce –

Disciplines: Animalism, Auspex, Vicissitude or Dominate
Weakness: Whenever a Tzimisce sleeps, they must surround themselves with at least two handfuls of Earth from a place important to them as a mortal. If they fail to meet this requirement the Tzimisce's gains two negative levels every 24 hours, to a minimum of 1 level. This penalty remains until they are able to rest for a full day amid their earth once more.

Abilities: +2 Dex, +2 Con, +4 Int
Skills: +4 Racial bonus to Bluff, Craft: Sculpting, Diplomacy, Intimidate 

Alignment: Any Evil
Bonus Feat Options: Any Crafting or Artisan Feat, Any willing deformity feat, Improved Natural Attack, Eyes of Fury (Kalimar Player’s Guide), Skill Focus: Any of Racial Skills
Concepts: The Tzimisce consider themselves apart from and superior to other Vampires, or Kindred, by dint of their unique Disciplines, unnatural ethical views and the inner-structure of their Clan. Many Tzimisce are warriors or religious leaders within the anarchs, though many lead existences devoid of other Vampiric contact, instead surrounding themselves with servants and slaves. They are obsessed with their birthplaces and graves, usually possessing some of the soil from the location of their Embrace, over which they are fiercely territorial.

The Tzimisce are known for their body altering technique, called Vicissitude or, less formally, "fleshcrafting". Tzimisce can supernaturally alter the bodies of living and undead organisms, even to the point of melting them. For this clan, body alteration is an art and a philosophy. In the modern ages, most Tzimisce are prescriptive social Darwinists. Sooner or later, many Tzimisce become totally lost in this detached and inhuman way of thinking, often losing all contact with the concepts of mercy, compassion, or moral or ethical value as understood by the human mind.

The Tzimisce seek physical and spiritual purification and perfection, though their interpretations of these concepts are often alien or incomprehensible to humans and sometimes even to other vampires. They often "fleshcraft" themselves into forms they believe to be beautiful and/or terrifying. 

Ventrue –

Disciplines: Dominate, Fortitude, Presence
Weakness: Ventrue have exacting and rarefied tastes, even when it comes to blood. The player must pick a restriction on the type of blood her character can feed upon, e.g. only young men, only virgins, naked children, clerics, only blonde women, etc. The character will feed on no other type of blood, not even if she is starving or under duress. The Vampire does not gain any nutrition from any other type of blood. Ventrue may feed on vampire blood normally.
Abilities: +2 Str, +4 Cha, +2 Wis
Skills: +4 Racial bonus to Diplomacy, Intimidate, Sense Motive, Knowledge: Nobility/Royalty
Alignment: Non-Chaotic

Bonus Feat Options: Eyes of Fury, Any Wealth Feats, Noble House (Nobles Handbook), Any Armor Proficiency Feat, Skill Focus: Any of Racial Skills
Concepts: The Ventrue are the rulers, leaders and politicos of the Camarilla, sometimes known as the Patrician Clan or the Kingship Clan. The Ventrue perceive themselves as the most powerful of the vampiric clans thanks to their wealth, social influence, and powers over the thoughts and feelings of mortals. The clan as a whole is typified as conservative both in actions or customs. The Ventrue have their own nigh-inviolable code of etiquette. The clan's Elders have been known to punish violations of these unwritten rules with greater ferocity and resolve than the Traditions of the Camarilla.

The Ventrue claim that ruling vampires is their duty, their burden, a task which is interlocked with their fate. The reality is that excessive pride and ambition seem a more convenient explanation as to why they strive to expand their already vast influence and assert themselves over other Kindred. They tend to be politicians, businessmen, military officers, crime lords, important members of powerful religions, sects and cults.
**************************************************************************************
CLANS POWERS

Animalism –

(Spell DC = 10 + ½ Level + Cha Mod)

1. Feral Speech: as spell speak with animals except that animal will attempt to carry out any commands it can understand to the best of its ability and intellect. Making a knowingly self destructive request adds a +4 to the Blood Power DC. Using this power on friendly or domesticated animals provides a -2 to the DC. 
· DC 5 – Large Mammals, Predatory Birds, Large Reptiles

· DC 12 – Small Birds, Mammals & Reptiles

· DC 16 – Magical Beasts, Large Sea Creatures

· DC 25 – Insects, Invertebrates, Fish

· DC 35 – Aberrations, Alien Creatures

2. Beckoning: calls a specific type of animal that is within ear shot of the call. The number of animals that appear is dependent upon the Blood Power check. If the creatures being Beckoned have more hit dice than the Summoner, add +2 to the DC per hit dice exceeding the Beckoner’s total hit dice. Beckoning magic beasts in this manner adds a +10 to Beckoning DC, beckoning Aberrations increases the DC by +20.
· DC 7 – one animal responds

· DC 15 – ¼ of animals respond

· DC 20 – ½ of animals respond

· DC 25 – ¾ of the animals respond

· DC 35 – All of the animals respond

3. Quell the beast: One humanoid, animal or beast must make a willpower save (DC = 10 + ½ Level + Cha Mod) and either become apathetic as if affected by calm emotions, or cower as if affected by a cleric’s turning ability, at the Vampire’s choice.
4. Ride the Wild Mind: User’s body falls prone into a Torpor like state, and his mind enters an animal’s body. Animals can make a willpower saving throw (DC = 10 + ½ Level + Cha Mod). This power remains active for 1 hour per level, or until the Vampire releases control of the animal. When the powers duration expires the Vampire’s soul returns to its body. Death of the animal expels the Vampire’s soul and it returns to its body in 1d6 rounds. If the animal has more hit dice than the Vampire, add +2 to the DC per hit dice exceeding the Vampire’s total hit dice. Trying to use this power on magic beasts adds a +10 to Blood Power DC, while use on Aberrations increases the DC by +20.
· DC 7 – Can not use disciplines

· DC 15 – Can use Auspex & other sensory powers

· DC 20 – Can also use Presence & other powers of emotional manipulation

· DC 25 – Can also use Dementation, Dominate, & other powers of mental manipulation

· DC 35 – Can also use Chimistry, Necromancy, Thaumaturgy, Spells & Other mystical Powers

5. Drawing out the Beast: Allows a vampire to harness and enrage the beast within & bestow it upon others. Use of this power causes the target to frenzy as if they were a vampire, and they may take only physical actions. Any action that requires concentration, focus, or deep thought may not be performed. Perception checks are still allowed. If the attempt fails the vampire himself immediately enters Frenzy. 
· DC 9 or less – Vampire enters frenzy, lasts twice as long as normal

· DC 10 – Vampire transfers beast, but unleashes it upon a random individual
· DC 16 – Vampire transfers the beast successfully to intended target
6. Quickened Unity: Vampire gains an animal’s memories permanently by touching them, process takes 1d4 + 1 rounds. Vampire can choose the memories he wishes to absorb.

(6) [6]

o Animal Succulence: Gain more vitae from animal blood, Animal blood not halved
o Deep Song: Influence the emotional state of listeners with a song

o Eye of the Szlachta: Possess the body of a ghoul

o Gap of Ages: As Feral Whispers, except give commands to an animal and all of its   

    descendents

o Quell the Herd: As Quell the Beast but on groups of mortals or animals

   

o Pact with Animals: Gain bestial qualities from the blood of an animal

o Sense the Savage Way: Share the senses of a animal

o Shared Soul: Meld minds with an animal and probe their memories

o Shepherd's Innocence: Gain the trust and attention of all animals

o Song in the Dark: Summon huge worms from the deep earth to shift the earth, creating caverns or earthquakes

o Species Speech: As Feral Whispers, except speak with all animals of a species present

o Tainted Oasis: Taint a land so that animals that feed from it become stronger and loyal

o Tier of Souls: Gain memories or powers from the blood you drink 

(7) [7]

          o Conquer the Beast: Enter and leave your frenzy at will

          o Master's Voice: As Species Speech, except speak to all animals regardless of species

          o Send the Eighth Plague: Summon beasts to devastate the harvests of a land

          o Stampede: Induce animalistic panic in a group of mortals

          o Twist the Feral Will: Force an animal to obey you without speaking or remaining near it 

(8) [8]

o Crimson Fury: Your blood causes frenzy in any who taste it and diablerists must fight off your Beast

          o Mass Summons: Summon all animals within miles of you

          o Taunt the Caged Beast: Cause other vampires to frenzy

          o Twin Spirits: Possess an animal's body without losing control of your own

          o Unchain the Ferocious Beast: Cause a target's Beast to tear at them from within 

(9) [9]

          o Eyes of the Forest: Make everyone in a city work towards making it your ideal city

          o Flesh Bond: Physically meld with one or more animals

          o Free the Beast Within: Enter a controlled frenzy and gain several powers from the Beast

          o Unchain the Beast: Cause a target's Beast to tear at them from within 

(10) [10]

          o Army of Beasts: Control all animals within a mile  
Auspex-     (Spell DC = 10 + ½ Level + Wis Mod)   

   Auspex powers are stopped by anything which prevents divination
1. Heighten Senses: Use of this discipline power grants the Vampire supernatural ability to perceive & gather information around them. What benefits the Vampire gains are dependant upon the Blood Power DC they make. Activating this ability is a swift action. When using Auspex to attempt to view a being who is using the Obfuscate or Chimistry disciplines, both parties must roll opposed Blood Power checks with a bonus equal to the number of ranks they have in their respective disciplines. If the Vampire using Auspex has the higher check, then they are able to see through the Obfuscate or Chimistry power. Though the normal stealth skill still applies.
· DC 1 – +5 to perception checks

· DC 7 – Also gains Scent Ability
· DC 18 – Also gains Lowlight Vision
· DC 22 – Also gains +5 to Sense Motive checks 
· DC 25 – Gains an additional +5 to perception checks (+10 total)
· DC 35 – Gains an additional +5 to Sense Motive checks (+10 total)
2. Soul Sight: Character makes a Blood Power check to find out information on a single target. Any thing that blocks divination also prevents the use of this ability. 

· DC 5 – General mood of target

· DC 8 – Axis alignment (ie: lawful, neutral, chaotic)

· DC 12 – Moral Alignment (ie: good, neutral, evil)
· DC 18 – Magical Ability (presence or absence)

· DC 20 – Detect Diablerie 

· DC 25 – Sense true nature, can tell types and subtypes of target (ie: outsider, undead, elemental, shape-changer, etc)

· DC 35 – Detects magical effects on target
3. Spirit’s Touch: The Vampire can psychically divine information on an object. Requires 10 minutes of uninterrupted meditation touching the object to succeed. 
· DC 7 or less  – Vampire overwhelmed by psychic impressions & unable to act for 30 minutes

· DC 11 to 8 – No information of value.

· DC 12 – One basic piece of information (ie: owner’s gender, race, physical build or hair color)
· DC 15 – Secondary basic information (ie: owner’s gender, race, physical build or hair color)
· DC 20 – Last Owner’s Age & last state of mind when using item
· DC 25 – Owner’s most commonly known name
· DC 30 – List of previous owners’ names

· DC 35 – Important visions of last scene involving object’s use

4. Steal Secrets: This power can be used to detect thoughts from a target or to send telepathic messages to targets within line of sight. Using these powers on intelligent undead, werecreatures, fae, and other supernatural creatures increases the Blood Power DC by +5. If the target of this power is unwilling, they receive a Willpower saving throw.
· DC 1 – Send 1 way telepathic message equal to one sentence to a target
· DC 5  – Surface emotions of target
· DC 10 – Hear surface thoughts of target
· DC 15 – Establish 2 way telepathic communication with a target
· DC 20 – Buried memories of target
· DC 25 – Guarded secrets of target

· DC 30 – Establish multiple telepathic communications with a number of creatures equal to the vampire’s Wis Mod. 

· DC 35 – Learn most important secrets of the target

5. Psychic Projection: The vampire gains the supernatural ability to project their spirit out into the world, leaving their body behind in a state of Torpor. While in this state the Vampire has no knowledge of anything happening to its physical body, but may perceive things in any area which his mind travels to. The Vampire may view any location on their world and my travel at roughly 1000 miles per hour. Activating this power takes 10 minutes, and though there is no limit in duration, it requires another 10 minutes in order to reenter their physical body. The Vampire may use any noncorporal power in this state (though they may not spend blood points and carry no items), and if two such travelers meet they are both solid to each other & can interact normally. 
· DC 9 or less – Vampire becomes lost & requires 1d4 hours to return to body

· DC 15 to 10 – Vampire fails to leave their body

· DC 16 – Vampire leaves their body as normal

6. Farsight: This grants its user the ability to scry as if they were using the spell Scry, without the need for any material components or focus. 

(6) [6] 

Babble: Speak with people around the world as if they were near you through the 

     Malkavian Madness Network 

Celestial Harmony: Gain information about your surroundings through souls of the dead 

Cipher: Gain the ability to read any non-supernatural language or code 

Clairvoyance: See what is happening in a distant location 

Crocodile's Tongue: Know what someone wants to hear in order to get the best reaction 

Discern the Aura: Scan a group of people with one particular trait in their aura 

Eagle's Sight: Gain a bird's eye view of your area 

Genious Loci: Gain insight by meditating at places of high resonance 

Insight of the Tale-spinner: Draw out detailed characters and stories quickly from your 

     mind 

Prediction: Socially outwit someone by knowing what they are going to say ahead of time 

Sense Emotion: Learn the emotions of the people around you 

Sibyl's Tongue: Search the Malkavian Madness Network for knowledge 

Spirit Bond: Create a connection to something so you can find its geographical location 

Telepathic Communication: Mentally speak with someone, even if they are a great  

     distance away 

The Dreaming: Be somewhat aware of events concerning you while in torpor 

The Mind Revealed: Continuously read someone's thoughts to know what they are 

      
     thinking and about to do 

The Flaying: Graft skin flayed with Vicissitude onto yourself, making you a perfect 

     replica of someone else 

(7) [7] 

Anima Gathering: Take other people with you to travel astrally 

Ecstatic Agony: The pain from wounds makes you act stronger, not weaker 

Karmic Sight: View someone's aura, personality, morality, and other karmic qualities 

Melange: See the truths behind reality in metaphor 

Mirror Reflex: React quickly to an opponent in combat by reading their mind 

Personality Metamorph: Take on fictitious personalities as your own 

Pluck the Secret: Learn what a target knows about a specific subject 

Spirit Link: Speak with multiple people telepathically at once 

Stealing the Mind's Eye: See and hear what a target does and even use some Disciplines 

     through them 

(8) [8] 

Omniscience: Learn the personalities and identities of all creatures around you 

Psychic Assault: Make a powerful mental attack against a target's psyche 

The Call: Summon others within the Malkavian Madness Network to meet 

The Oracle's Sight: Hear and see the thoughts of everyone around you 

(9) [9] 

False Slumber: Can Astral project while in torpor 

Master of the Dom: Merge with a land and know everything that transpires on it while  

      gaining power over the land and its residents 

Precognition: Gain some insight as to what may happen at a particular time and place 

Sight of the Oracle: Always know what is happening around you, gain visions of past and  

     future events, and increase other supernatural senses 

(10) [10] 

Pulse of the Canaille: Sense the attitudes, directions, and trends of groups of mortals, as 

     well as those who may be controlling them 

Celerity
-
(1 blood point cost per rank)

1. Each point of Celerity adds 1 point to the Vampire’s Dexterity score any round that Celerity power is activated. The Vampire gains a number of standard or move actions equal to their ranks in Celerity. Using this discipline is a swift action, and takes a number of blood points equal to the number of ranks in Celerity, though you may take less actions than your maximum by spending less blood. This expenditure of blood may exceed the normal Generation blood use cap. These extra movements may not be split up and will occur at the end of the round. The vampire can not use mental Disciplines, spells, spell-like or supernatural abilities.
(6) [1] 

Flawless Parry: Make perfect defensive motions at the expense of taking no 
  
   

     other action 


Precision: Enter a trance where you can operate with exceptionally fine manipulation 


Projectile: Throw objects with the speed of your Celerity 


Tireless Tread: Run at 50 miles per hour for at least eight hours 

(7) [2] 

Celerity Refinement: Choose to spend vitae for Celerity as you need them, 
   
  

     rather than declaring them beforehand 

Flower of Death: Use your Celerity to gain bonuses to attacking instead of 

     

     taking extra actions 


Stutter-Step: Use your Celerity to gain bonuses to defense instead of taking extra actions 

(8) [3] 


The Unseen Storm: Move so fast you are truly invisible 


Zephyr: Move so fast that you seem to defy gravity 

Paragon of Motion [4]: Perform most physical acts without fail 

Chimerstry-
(Spell DC = 10 + 1/2 Level + Cha Mod)

1. Ignis Fatuus: Use of this ability expends 1 blood point to create one minor static mirage that affects one sense and is a standard action. The Vampire can create 20 cubic feet of illusion per rank they have in Chimerstry. The illusion lasts until the vampire moves out of short range, until some else sees through the illusion, or the Vampire chooses to end the effect. Though tactile illusions can be felt, they have no real substance and can not be used to confine anyone or cause damage.
2. Dweomer: The Vampire can create illusions that appeal to all the senses, though they remain static. Use of this ability requires the expenditure of 2 blood points which can go beyond the normal Generation blood point expenditure cap. Illusions remain until they are dispelled or the Vampire moves out of short range.
3. Apparition: Use of this allows a Vampire to give motion to an illusion created with lower rank Chimerstry. The creator can spend 1 blood point to make the illusion move in one significant way, or in any number of subtle ways (ie: creating a lurking mugger, or a desolate street down which a chill wind blows trash while street lamps flicker & hum). This power requires a Blood Power roll in order to determine the amount of concentration that is needed to maintain the illusion.
· DC 11 or less – Failure, blood still expended & illusion dissolves at the beginning of your turn next round
· DC 12 – Full round action to maintain the illusion
· DC 16 – Standard action to maintain the illusion
· DC 24 – Move action to maintain the illusion
· DC 35 – Swift action to maintain the illusion
4. Permanency: This power, used with Ignis Fatuus or Dweomer, allows an illusion to continue even when the vampire is not in its presence, as if they had cast a permanency spell upon the illusion. Each use of this ability expends a gem worth no less than 100gp and requires the expenditure of 1 blood point.
5. Horrid Reality: User designates a target of this ability, if the target fails their will save (DC = 10 + ½ Level + Cha Mod) all illusions that the user has created with Chimerstry abilities are treated as if they were real in regards to that one target. Use of this ability requires the expenditure of 2 blood points and lasts 10 minutes per character level.  Any successful disbelief check made after taking from this power reduces all damage taken by this affect to 20%. Slain creatures are knocked unconscious or into Torpor. If the creature has not disbelieved the damage taken by this power by the time the power expires naturally, then all damage taken is considered real damage, though unconscious creatures do not die. The Vampire can choose to inflict less damage but this much be chosen when the illusion is created.
· DC 11 or less – Illusion fades the first time it’s interacted with

· DC 12 – Illusion’s damaging affects inflicts 2d6 damage

· DC 15 – Illusion’s damaging affects inflicts 4d6 damage

· DC 18 – Illusion’s damaging affects inflicts 6d6 damage

· DC 21 – Illusion’s damaging affects inflicts 8d6 damage

· DC 24 – Illusion’s damaging affects inflicts 9d6 damage

· DC 27 – Illusion’s damaging affects inflicts 10d6 damage

· DC 30 – Illusion’s damaging affects inflicts 11d6 damage

· DC 33 – Illusion’s damaging affects inflicts 12d6 damage

· DC 36 - Illusion’s damaging affects inflicts 13d6 damage

6. Mass Horror: As the previous ability, except that the user can affect a number of targets equal to 1 + their Charisma Modifier. No less than 2 people can be target with this ability. 

False Resonance: A vampire may lay a false aura and false thoughts onto an illusion to make it seem more realistic. 

Fatuus Master: Allows a vampire to use the first three levels of Chimerstry at a lower cost. 

Shared Nightmare: Allows the Vampire to inflict an illusion on an entire crowd of people 

Far Fatuus: A vampire may create illusions in an area he can visualize or outright see. 

Suspension of Disbelief: Allows the Vampire to make illusions appear much more believable to others. 

Occlusion: Allows the Vampire to shuffles the senses of people in a crowd, causing disorientation and confusion. 

(10) 

Mayaparisatya: A vampire may transform, create, or remove from existence an object or creature. 

Daimoinon -

(Spell DC = 10 + ½ Level + Int Mod)




Any ability that blocks divination stops these powers
1. Sense the Sin: When this power is used, the Baali can sense the subjects greatest weaknesses. The significance of this information is determined by a Blood Power check. DC 9 or less – No information learned

· DC 10 – Learns either lowest saving throw score or lowest ability score

· DC 15 – Learns all Damage Reduction and Energy Vulnerabilities

· DC 20 – A closely guarded secret or social misstep, or poorly defended avenue of approach
· DC 25 – Yields all derangements, phobias, addictions or debilitating conditions

· DC 30 – Devastating secrets or conditions for defeat (ie: tarasque wish)
· DC 35 – Learns all information that could be gained from lower checks

2. Fear of the void below: If the Vampire succeeds on a Sense the Sin Blood Power check of 15 or greater on a target, the vampire may then use this ability to use their fears against them to cause a debilitating fear based effect. Target receives a willpower saving throw to negate this affect. This affect lasts for 2d6 rounds + 1 round per rank in Daimoinon.

· DC 5 – Target is shaken
· DC 10 – Target is frightened

· DC 20 – Target is panicked

· DC 25 – Target cowers 

· DC 30 – Target cowers and takes 1d4 Sanity damage

3. Conflagration: The vampire can spend 1 Blood Point and use this ability as an attack action for a number of rounds equal to their Daimoinon rating. With this ability black, unholy flames shoot from the vampire’s hand, dealing unholy damage to the target. Use of this ability is ranged touch attack (25’ + 5’/2 character levels) and explodes in a 5 foot radius if the correct Blood Power check is made. The target receives no saving throw but anyone else gets a Reflex save (DC 10 + ½ lvl + Int Mod) to negate or takes 1 point of damage per dice rolled in splash damage. Spell resistance does apply. 

· DC 5 – 1d6 damage

· DC 8 – 2d6 damage

· DC 12 – 3d6 damage

· DC 15 – 3d6 + splash effect

· DC 18 – 4d6 + splash effect

· DC 21 – 5d6 + splash effect

· DC 24 – 6d6 + splash effect

· DC 27 – 7d6 + splash effect

· DC 30 – 8d6 + splash effect

· DC 33 – 9d6 + splash effect

· DC 36 – 10d6 + splash effect

4. Psychomachia: After using Sense the Sin on a target and making a Blood Power check of DC 25 or higher, the vampire may then use this ability upon the target. The target must make a save using their lowest saving throw, failing this roll pits the target against an apparition summoned from their darker self, perceivable to the target only. A natural 1 indicates the target has been overwhelmed by this apparition and enters a Frenzy, they must then make a second saving throw as the first or shift to an evil alignment for the duration of this power. The target who fails their save is confronted by a shadow duplicate of themselves whose power is determined by a Blood Power check. The DC for this Blood Power check increases by +1 for every Lvl/HD the target is above the Vampire using this discipline.
· DC 12 – Apparition is ½ the target’s level or their Hit Dice, which ever is lower
· DC 18 – Apparition is 4 levels lower than the target
· DC 23 – Apparition is 3 levels lower than the target

· DC 28 – Apparition is 2 levels lower than the target

· DC 33 – Apparition is 1 level lower than the target

5. Curse: A vampire can choose to bestow a curse upon their victim. The severity of this curse is determined by a Blood Power check. This power requires line of sight with the target, the expenditure of 1Blood Point, & must be done within short range. 
· DC 9 or less – The Vampire using this ability brings a curse of inaction upon themselves, and have a 50% chance of standing inactive each round for 1 day
· DC 14 to 10 – No effect

· DC 15 – May bring an effect as the spell Curse
· DC 25 – May bring an effect as the spell Greater Curse but only lasts for 1 round per level
· DC 30 – May bring an effect as the spell Greater Curse but for 10 minutes per level

· DC 35 – May bring an effect as the spell Greater Curse

6. Ignore the Searing Flames: Vampire is completely immune to the effects of fire, but no sunlight.

Glimpse the Gulf Beyond: The vampire causes the walls between realities to crack, causing an 

opponent to lose willpower or worse 

Open the Way: Allows the vampire to open the portal that will bring Hell to Earth 

Concordance: The vampire acquires a demonic investment (immunity to fire is a typical 

manifestation); this may be taken multiple times 

Summon the Herald of Topheth: The vampire can call a demon out of the Void 

Contagion: The vampire infects his surroundings, and those who inhabit them, with a sense of 

malevolence 

Call the Great Beast: Identical to Open the Way above; allows the vampire to awaken the Elder 

Gods and summon them into the world 

Dementation -

(Spell DC = 10 + ½ Level + Int Mod)

1. Passion:  A Vampire using this ability amplifies whatever feelings are currently presenting in their target and can not choose which to affect. The duration of this discipline is determined by a Blood Power check. Despair – Gives the target moral penalty to attacks and saves equal to the number of ranks the vampire has in Dementation.  Rage – Increases the target’s strength by the number of points in Dementation & gives them a chance of spell failure equal to 10% times the number of ranks the vampire has in Dementation, & will most likely target the object of their rage. Elation – Adds a +1 to the reaction modifier per rank in Dementation towards everyone the target meets. Love – the target is affected as if a charm person where cast on them by the object or person of their love. They receive a negative to any Will saves, equal to the vampire’s Dementation ranks, against effects originating from the target of their love.  Fear – Target becomes shaken for a number of rounds equal to the ranks in Dementation, if the target fails their save by 5 or more, they become panicked instead. Dull Emotions – Instead of any of these effects the vampire can also choose to use this ability as if casting the spell Calm Emotions, this use of the ability can also be used to target just a person.
· DC 1 – 1 round

· DC 5 – 1 round per level

· DC 12 – 1 minute per level

· DC 18 – 10 minutes per level

· DC 25 – 1 hour per level

· DC 30 – 1 day per level

· DC 35 – 1 week per level

2. Haunt the Soul: The Vampire with this ability can spend 1 Blood Point to cause sensory visitations to harrow or assault their target.  This effect is depends upon the results of Blood Power checks that are made. The first check made determines the affect, while the second check determines the duration
· DC 7 or less – Vampire using this discipline is haunted by visions & is shaken, roll for duration
· DC 8 – Target is shaken, roll for duration

· DC 12 – Target also mildly hallucinates, causing a -4 to Concentration & Perception checks, roll for duration

· DC 18 – Target also plagued by nightmares, if target sleeps during duration, sleep causes 1d10 points of subdual damage, the target is fatigued & unable to regain arcane spells for 24 hours, roll for duration
· DC 25 – Target hallucinates, replace mild hallucination with the effect of 30% spell failure chance, and -10 to Perception checks. If the target fails a Perception check by 5 or more, they perceive something which is not really there and may respond accordingly. Lower effects still apply, roll for duration

Duration

· DC 1 – 1 round

· DC 5 – 1 round per level

· DC 10 – 1 minute per level

· DC 15 – 10 minutes per level

· DC 20 – 1 hour per level
· DC 25 – 1 day per level

· DC 30 – 1 week per level

3. Eyes of Chaos: A Vampire with this ability can see patterns in events that have no meaning, learn truths that may be hidden to others & may understand the scope of events far beyond their ability to perceive. Using this power requires a Blood Power check to determine if the Vampire can glean information from a person, object or situation. What type of information is obtained is decided by a secondary random roll. The more familiar the Vampire is with the target to the more information can be obtained.

· DC 12 – friend, established ally, personal possession, familiar place, simple code, strong emotionally charged thought or event
· DC 15 – ally, friendly acquaintance, familiar object, average code, public place, emotional thought or event
· DC 20 – casual acquaintance, common object, difficult code, average location, unrelated thought or event
· DC 25 – stranger, unfamiliar object, complex code, random location, obscured thought or event
· DC 30 – outsider or alien being, destroyed or mystical object, magical or nonexistent code, other worlds or planes, unformed or forgotten thoughts or events
                      Random Pieces of Information

1. Detect manipulation

2. Discern class, advanced class, or prestige class

3. Glean information from code 

4. Know hidden fact

5. Know hidden plan or agenda

6. Know hidden thought

7. Detect allegiance

8. Discern clan or supernatural group/tribe/mage order

9. See hidden pattern
10. See or hear future event

11. See or hear past event

12. Know path forward
13. Know lie

14. Know truth

15. Detect danger

16. See connection between seemingly unrelated information
17. Sense the unseen

18. Find concealed room, object or being

19. Prophesize about object, place or event

20. Roll twice & combine the two 

4. Voice of Madness: Use of this ability requires the expenditure of 1 Blood Point & the Vampire must roll a Blood Power check to determine the disciplines results. Those hearing the Vampire’s voice must make a Willpower saving throw or suffer either a Frenzy or Rotschreck affect. How many can be affected is determined by the Vampire’s Blood Power check. Those who fail their save do not remember their actions while affected. The Vampire using this power must also save versus their ability, however their save is made with a +4. This power lasts for 1 minute per level.
· DC 8 or less   – Vampire automatically goes into Frenzy or Rotschreck
· DC 11 to 9 – No affect however Vampire must save versus Frenzy or Rotschreck with a -4 penalty to the roll
· DC 12 – 1 target affected
· DC 15 – 2 targets affected, no two of which can be more than 30’ apart
· DC 18 – 3 targets affected, no two of which can be more than 30’ apart
· DC 21 – 4 targets affected, no two of which can be more than 30’ apart

· DC 24 – 5 targets affected, no two of which can be more than 30’ apart
· DC 30 – 1 target per level affected, no two of which can be more than 30’ apart

· DC 35 – 1 target per level affected, range line of sight

5. Howling Lunacy: Use of this ability requires the expenditure of 1 Blood Point. If the user of this ability can gain a victim’s undivided attention for 5 rounds, the target must then make a Willpower save (DC = 10 + ½ Level + Int Mod) or have their axis alignment temporarily change to chaotic. Any abilities or powers reliant upon the targets being a specific alignment are no longer available to the victim if their new alignment is in violation. The target is also afflicted with either 3 Malkavian Derangements, or 1 Derangement & 4 random phobias. If the victim fails their saving throw, the Vampire rolls a Blood Power check to determine how long this effect lasts.

· DC 1 – 1 round

· DC 5 – 1 round per level

· DC 10 – 1 minute per level

· DC 15 – 10 minutes per level

· DC 20 – 1 hour per level

· DC 25 – 1 day per level

· DC 30 – 1 week per level

6. Kiss of the Moon: The user picks a target of this ability. After making eye contact with and speaking quietly to the target (describing the lunacy that he wants the victim to manifest), that target must then make a willpower save (DC = 10 + Cha mod + Gen Mod + total Dementation ranks) or else they gain a phobia of the vampire’s description. From then on the victim must make a Will save (DC 15) to be able to force himself into (or remain within) the presence of the object of his phobia. Even then, all of his rolls and checks will be at a –2 morale penalty for as long as the object of fear remains. This affect can be removed by a limited wish, wish, miracle, or a break enchantment, remove curse spell cast by a cleric of 18th level or higher. 

(6) [6] 


Babble: Communicate over a great distance via the Malkavian Madness Network 


Devil in the Mind: Remove all inhibitions and social mores while bringing 
   
  

     impulses to the surface 


Kiss of the Moon: Inflict two related permanent derangements upon a victim 


Lingering Malaise: Inflict a permanent derangement upon a victim 


Shattered Mirror: Twist a victim's personality into a copy of your own 


The Call: Summon others within the Malkavian Madness Network to meet 

(7) [7] 


Childmind: Give someone a "psychic lobotomy", reducing their Mental attributes 
    
     by up to seven points 


Delayed Delirium: As Kiss of the Moon, but it can be made to activate later 


Mind of a Killer: Temporarily make someone a cold-blooded killer until they 
     
     

     take it out on someone 


Restructure: Change a person's Nature 


Sleep of Reason: Create physical manifestations of the "hobgoblins" in a 
 
    

     victim's mind 


Wave of Insanity: As Total Insanity, except affect multiple targets 

(8) [8] 


Coma: Place someone into a catatonic state for an extended period of time 


Deny: Ignore the existence of an object and not be affected by it 


Minds of the Children: As Childmind, except affect multiple targets 


Personal Scourge: Turn a target's Willpower rating against them as continuous 
    
 

   
     damage 

Prison of the Mind: Lock someone's mind in a delusory state and leave his body 
   
  

     catatonic 

(9) [9] 


Blessing of Chaos: Suffer additional madness, but become immune to Chimerstry, 
  
       Dementation, Dominate, and Presence 


Lunatic Eruption: Invoke a mad frenzy in all sentient creatures within up to 

     several miles 


Mass Coma: As Coma, except affect multiple targets 


Touch of the Saints: Cure an individual of derangements and anything affecting 
   
  

     their mind 

Dominate –
(Spell DC = 10 + ½ Level + Cha Mod)

1. Command: To use this ability the Vampire must lock eyes with his intended target & issue a one word, clear and straight forward command, though this can be sown into a sentence thereby concealing the power’s use from others. The target must make a Willpower saving throw DC or carry out or obey their command instantly on the target’s next action. Commands that would be self destructive or dangerous are ineffective. Commands that are confusing or ambiguous may cause the target to perform the task slowly or poorly. The Vampire must make a Blood Power check to determine the duration of this discipline.
· DC 1 – 1 round
· DC 15 – 1 round per level

· DC 25 – 1 minute per level
· DC 35 – 10 minutes per level

2. Mesmerize: With this power a Vampire can verbally implant a false thought or hypnotic suggestion into the targets subconscious mind. The target must make a Willpower saving throw versus this affect. 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, though the two need to maintain eye contact only as long as it takes to implant the idea. Mesmerize allows for anything from simple, precise directives (handing over an item), to complex, highly involved ones (taking notes of someone’s habits and relaying that information at an appointed time.) It not useful for planting illusions or false memories, such as seeing a rabbit or believing themselves to be on fire. A subject can only have one suggested implanted at any one time. How receptive the target is to the suggestion & what they are willing to do is determined by a Blood Power check. No matter what the Blood Power check a Vampire can not make a target harm themselves directly, or grossly defy their alignment.
· DC 5 or less – Mesmerization did not take, no effect
· DC 6 – Subject can not be forced to do anything that seems strange to them
· DC 12 – Subject may do something out of the ordinary, but not dangerous or embarrassing

· DC 18 – Subject will do something strange or embarrassing, but not dangerous
· DC 25 – Subject will do something dangerous

3. The Forgetful Mind: After capturing a target’s gaze, the Vampire delves into the subjects memories, stealing them or recreating them at his whim. If the target fails their Willpower saving throw, the Kindred asks direct questions & draws out answers from the subject. The degree in which memories can be modified are determined by a Blood Power check.
· DC 7 or less – Vampire subconsciously alters a memory that makes no sense, the target makes a second saving throw to realize that their memories have been tampered with
· DC 8 – May remove a single memory, lasts one day
· DC 12 – May remove, but not alter, memory permanently 

· DC 15 – May make slight changes to a memory

· DC 20 – May make major changes to a memory

· DC 25 – May alter or remove entire scenes from the target’s memory

· DC 30 – May alter a major subject throughout the target’s lifetime

· DC 35 – May reconstruct entire periods of the targets’s life
4. Conditioning: This ability grants the vampire the ability to dominate others as per the spell Dominate Person.

5. Vessel: This ability allows the user to place his mind within the body of any subject whom he has under the Lure of Subtle Whispers. While in the vessel’s body, the user’s own body lies motionless and is considered helpless. The vampire has absolute control over the subject’s body and may use it as freely as he uses his own.

6. Fealty: This ability grants the user the capability of placing Geas/Quest upon anyone who freely makes an oath to the vampire. Whether the subject has false intentions or is sincere but later changes her mind, the oath is binding once it’s uttered and Fealty is invoked.

(6) [6] 


Autonomic Mastery: Start, stop, or otherwise control a target's bodily functions 


Chain the Psyche: Attempting to circumvent your Dominate commands fills the target 

     with incapacitating pain 


Command Obedience: You no longer require eye contact for Dominate, relying on skin 

     contact or your voice 


Fealty: Enforce oaths a target makes to you so they cannot be broken 


Loyalty: It becomes very difficult for other vampires to override your Dominate 

    commands with their own 


Obedience: You can use skin contact instead of eye contact to issue Dominate commands 


Oberon's Grail: Erase entire nights of a target's memory 


Rationalize: Those you Dominate refuse to believe their actions are not their own 


Tranquility: Ease a vampire out of frenzy 

(7) [7] 


Chain of Command: Should a target be made unable to obey one of your Dominate 

      command the effect will be passed to one who can 


Mass Manipulation: You can use Dominate on small groups at once 


Repression of the Obvious: Learn a thought the target is repressing and make them blurt 
     it out 


Still the Mortal Flesh: Shut down the body functions of a target 


Strings of the Marionette: Force a vampire to obey your commands even when staked or 

     in torpor 


Tyrant's Gaze: Reduce the Attributes of a target with a look 

(8) [8] 


Carry the Master's Voice: Make it so you can issue Dominate commands through a thrall 


Far Mastery: You can issue Dominate commands to someone you know anywhere in the 

     world if you know their location 

(9) [9] 


Best Intentions: Make a target always act with your best intentions in mind 


Speak Through the Blood: Guide the actions of your vampiric descendants over the years 

(10) [10] 


Puppet Master: Override a target's mind completely and make them think and act as you 


Plot Device 

Fortitude –

1. With Fortitude 1 take 3 Con damage. Gain DR 1/-  Normal vampire takes 4 Con dmg every round of full exposure to sunlight. 
2. +4 vs. Frenzy/Rötschreck rolls vs. sunlight, fire & physical damage.  Gain DR 3/-
3. 2 Con damage from sunlight. Gain DR 5/-
4. +8 vs. Frenzy/Rötschreck rolls vs. sunlight, fire & physical damage. Gain DR 7/-
5. 1 Con damage from sunlight. Gain DR 9/-
6. 1 Con every 2 rounds from sunlight 
or

(6) [1] 


Personal Armor: Weapons that hit you may break 


Sensory Shield: Protect your mind from sensory overload and suffer less wound penalties 


Stand Against All Foes: Cannot be moved from your spot by any force 

(7) [2] 


Armor of Kings: Weapons that hit you may break, doing no damage 


Curse the Laurel: Slowly move stakes from your heart 


Resilient Minds: Your mind sheds derangements and animalistic quirks while becoming 

     resistant to mind-altering powers 


Shared Strength: Grant your supernatural resilience to another 

(8) [3] 


Adamantine: Weapons that hit you may break, doing no damage 


Eternal Vigilance: Remain awake during the day almost at full strength 


King of the Mountain: Take no actions but fully blocking attacks, breaking weapons that 

     you stop 


Repair the Undead Flesh: Heal aggravated damage without need of rest 

(9)


Arm of Prometheus [4]: Make one of your limbs completely indestructible for 10 minutes 

Mortis –


(Spell DC = 10 + Int mod + Gen Mod + total Mortis ranks)

1. Masque of Death: Allows the vampire to give a target the visage of death. Anyone affected by Masque of Death appears to be nothing more than a corpse. Their flesh becomes taut and sallow, and joints quickly become stiff. The target should be treated as if the spell Invisibility to Undead is cast upon them in regards to non-sentient undead noticing them. Any other’s who observe the target must make a spot check opposed by the vampire who used this ability’s disguise roll, in order to see through the guise. This ability grants a 10 + the ranks in Mortis to the vampire’s disguise roll made to make someone appear as dead or undead. This ability lasts for 24 hours. A vampire affected by this ability can expend 2 Vitae to dispel its affects.
2. Blight: Vampire can desecrate an area as per the 2nd level cleric spell.

3. Stricken: Bestow Curse as 3rd level cleric spell. 

4. Death’s Whisper: For the duration of this ability’s use the character is no longer affected by any of the traditional banes of vampires. His body is not burned by sunlight, holy water does not affect him, however his body becomes nothing more than a corpse. Any divination spells cast do not detect the vampire as undead, and for the duration of this power he is truly dead. While in this state the vampire is unaware of anything that transpires around him, he may take no actions whatsoever, and even mental disciplines may not be used. Awakening from this state causes the vampire to expend 2 blood points.

5. Black Death: By touching an individual the user curses that victim with an early death. The target must make fortitude save or else die 24 hours later of the plague. A heal or remove disease cast by a cleric of 12 level or higher upon the target, within the first 12 hours of the disease, can cure them. Any vampire touched with this ability must make a will power save or be fall into torpor for 24 hours. 

6. Vigor Mortis: By feeding a corpse some of the vampire’s blood, the user can animate that body as a zombie animated by the Animate Dead spell. No material other than 1 Vitae of the vampire’s blood is necessary to create these zombies, but upon the sixth sunrise after their creation these zombies crumble to dust.

· The Sepulchre Path - This path allows the necromancer to command, interact with and combat ghosts. (VtM Revised Core Book) 

· The Bone Path - This path allows the necromancer to animate and control the dead corpses of animals and people, letting him/her create zombies of a sort. (VtM Revised Core Book) 

· The Ash Path - This path allows the necromancer to pierce the Shroud and enter the Shadowlands that the various ghosts and Wraiths dwell in. (VtM Revised Core Book) 

· The Mortuus Path - The proprietary path of the Harbingers of Skulls, this path allows the necromancer to manipulate the actual state of undeath for personal utility and offensive applications. (VtM Revised Guide to the Sabbat) 

· The Vitreous Path - The proprietary path of the Nagaraja, allows for more refined control over Wraiths than even the Sepulchre Path and its mastery even allows a vampire to gain sustenance from them. (VtM Revised DMs Guide) 

· The Cenotaph Path - A rare path mainly practiced by the African Ghibberti family of the Giovanni which allows the necromancer control and even reassignment of a wraith's fetters. This Path is also known as the Path of Abombo to the necromancers of Africa. (Clanbook: Giovanni Revised and Kindred of the Ebony Kingdom) 
Obfuscate - 

(Spell DC = 10 + Dex mod + Gen Mod + total Obfuscate ranks)

1. Cloak of Shadows: User may wrap himself in nearby shadows to cover his presence, effectively disappearing into the shadow. In a well-lit room the vampire can hide behind more solid obstacles, but since shadows are exceedingly common in a candle-lit world, finding suitable cover is rarely a problem. So long as something exists that a person could hide within (or behind), the obfuscating vampire may remain hidden. As long as the vampire stands perfectly still and silent, and no one does any close observation of the shadow, no hide check is necessary. 

2. Unseen Presence: Shadows seem to cling to the vampire, and others avert their eyes as he passes by. Unless someone deliberately seeks him out, he stays out of mind and out of sight as well. People look away without realizing they’ve done so, so long as the vampire disturbs nothing he may stay out of sight indefinitely. No hide roll is necessary unless the user speaks, attacks, or otherwise draws attention to himself. If, however he wants to cross a squeaky floor, tangled underbrush, water, or some other surface that might show where he’s been, a hide check is necessary and spot checks are allowed. 

3. Mask of a thousand faces: User is granted the ability to Alter Self as per the spell.

4. Vanish from the Mind’s Eye: The vampire is able to effectively fade away even while in plain sight. Enacting this ability is a standard action, but gives the user a +20 to his hide check and no bluff roll is necessary. If the user’s hide check succeeds against spot, the person forgets that they’ve seen them at all. So long as he does nothing to refresh the observer’s memory, she will recall him only in vague and tortured dreams. 

5. Cloak the Gathering: Grants the user Invisibility Sphere as per the spell. 

6. Soul Mask: The vampire is able to hide his true soul from others, granting the user the benefits of the spell Misdirection. 

(6) [6] 

Blithe Acceptance: People nearby will ignore you no matter what you do so long 
     

     as you do not become violent 


Conceal: Hide an object independent of you up to the size of a house 

Confusion of the Eye: Make a target mentally view someone else differently as with 

     Mask of a Thousand Faces without making any visible signs to others 

Gemini's Mirror: Move around invisible while an imagine of you continues to act 
     

     normally 


Invisible Weapon: Hide a weapon so that it cannot be seen even when you're 
     

     attacking with it 


Manifold Guise: Make everyone in an area look like someone else as with Mask of 
     

 
     a Thousand Faces, whether they want to or not 


Mask of Janus: Exchange your appearance as with Mask of a Thousand Faces with 
     

     someone else 


Mental Maze: Make someone unable to find their way out of an area 


Mind Blank: Protect your mind from attempts to read it 


Scrawl: Hide messages in writing legible only to an intended viewer 


Soul Mask: Disguise your aura to appear differently or not at all 

(7) [7] 


Cache: Extend an Obfuscate power so that it continues after you've left the 
   
  

     area 


Cloak: Hide yourself from Auspex powers searching for you 


Veil of Blissful Ignorance: Make it so no one will see a person no matter what 
  
   

   
     he does 


Veil the Legions: Hide a small army from a distance 


Visit Faerieland: Step into the Dream 

(8) [8] 

Horrid Countenance: Take on the appearance of a monstrous entity that every 
    
 

     person sees as their personal nightmare 


Old Friend: Make someone view you as a trusted friend and confident 


Phantom Haunter: Take on the visage of a figure that haunts and terrifies the target 

 (9) [9] 

Create Name: Create a whole new identity for yourself that overcomes any suspicions 


Obscure God's Creation: Remove a person or object from another's perceptions 

(10) [10] 


Memory's Fading Glimpse: Remove all traces of your existence from history 

Obtenebration -

(Spell DC = 10 + Cha mod + Gen Mod + total Obtenebration ranks)

1. Shadow Play: Grants user the ability to control shadows as the Dancing Lights spell allows the control of lights. The shadows are shapeable, and any natural animals that observe the use of this ability flee from it. Mortals viewing the shadows must make a Will save (Spell DC = 10 + Int mod + Gen Mod + total Obtenebration ranks) or be affected by the Cause Fear spell. 

2. Nocturne: Grants Deeper Darkness as per the spell.

3. Arms of Ahriman: Brings Evard’s Black Tentacles into effect, as per the spell.

4. Nightshades: Can create creatures only as if using the Shadow Conjuration spell.

5. Tenebrous Form: As per the Gaseous Form spell except that the user becomes a shadow rather than misty form. 

6. Walk the Abyss: This ability is exactly like the Shadow Walk spell.

(6) [6] 


Aegis of Shadows: Cover yourself in powerful shadow armor 


Eyes of the Night See without light, even through supernatural darkness 


Shadowstep: Teleport from shadow to shadow 


The Darkness Within: Cover a target in a horrid shadow that drains them of 
     blood 

(7) [7] 


Fortify Against Ahura Mazda: Your shadows summoned through Obtenebration become 
     resistant to sunlight 


Shadow Twin: Animate your shadow into a weaker duplicate of yourself 

(8) [8] 


Dark Hunter: Create a shadow duplicate of yourself that hunts a specific target 


Inner Darkness: Draw the shadow into yourself to gain great power 


Night Shades: Summon shades to act as your servants 


Oubliette: Lock one person in an Abyssal prison 

(9) [9] 


Ahriman's Demesne: Blanket an area in a darkness that devours everything it 
     touches 


Enter the Abyss: Enter and leave the Abyss at any time, allowing you to 
     teleport from shadow to shadow around the world 


Tchernabog: Temporarily blot out the sun in your area 

(10) [10] 


Banishment: Send someone to the Abyss for an extended period of time 

Potence –   1-6 ranks

For each rank the vampire has in Potence they can automatically take 20 on 1 feat of strength per day. This includes strength checks, grapples, and trip attempts. Basically anything that would require a strength roll. 

(6) [1] 


Demolitions: You astound others with your feats of strength. 


Force: You're so strong that others have an increased difficulty at resisting your might. 


Imprint: Squeeze so hard you can leave imprints in solid steel 


Master of the Forge: Create exceptional metalwork tools and weapons 


Relentless Pursuit: Make extraordinary leaps through the air 


The Fist of Caine: Making brawling attacks from a few yards away 


The Gentle Rebuke: Telekinetically knock someone away without harming them 

(7) [2] 


Earthshock: Send shockwaves through the earth 


Fist of the Titans: Attack or throw someone away telekinetically 


The Forger's Hammer: Create weapons that do aggravated damage and have a slight 
     damage bonus. 

(8) [3] 


Flick: Make a simple motion that sends a target flying away 


Lend the Supernatural Vigor: Grant your incredible strength to another 


Touch of Pain: Put the full force of your strength against one person or object 

(9) [4]


Might of the Heroes: Perform physical feats of mythic proportion 

Presence - 

(Spell DC = 10 + Cha mod + Gen Mod + total Presence ranks)

1. Awe: All targets within 30’ of the user must roll a willpower save (Spell DC = 10 + Cha mod + Gen Mod + total Presence ranks), or be affected as if by the Charm Person spell while they remain in the vampire’s presence.

2. Dread Gaze: By merely showing claws and teeth the vampire can cause the victim into either madness, immobility or reckless flight. The target must make a will power save (Spell DC = 10 + Cha mod + Gen Mod + total Presence ranks) or roll 1d3 to determine their actions

· 1 – Victim feints, falling prone and helpless for 1d4 rounds

· 2 – Victim freezes and is treated as if dazed for 1d4 rounds

· 3 – Victim flees as if affected by the Cause Fear spell

3. Entrancement: Affects targets as the Charm Person Spell. User rolls a charisma check to determine the duration:

· DC 5 – 1 hour

· DC 10 – 1 day

· DC 15 – 1 week

· DC 20 – 1 month

· DC 25 – 1 year

4. Summon:  This ability targets a person that the vampire’s met before, and then calls to them from across any distance (but not across planes). The victim must then succeed at a willpower save (Spell DC = 10 + Cha mod + Gen Mod + total Presence ranks) or be compelled to start traveling toward the vampire by whatever means they have available to them, though not knowing exactly why they’re going. The target does know exactly how to find the summoner, though not until he is about to take each step. If the vampire moves between calls, the summoned one goes to the new location. If the target’s willpower save is failed, the vampire must then roll a charisma check to determine the target’s reaction. The vampire must call to the target every night until they arrive.

· DC 5 – target approaches, but slowly and hesitantly

· DC 10 – target approaches reluctantly and it easily thwarted by obstacles

· DC 15 – target approaches with reasonable speed 

· DC 20 – target comes with haste, overcoming any obstacles in his way

· DC 25 – target rushes to the character, doing anything to get to him

5. Majesty: While this ability is in effect, anyone wishing to do or say anything rude, crass, or even non-servile toward the vampire must make a willpower saving throw (Spell DC = 10 + Cha mod + Gen Mod + total Presence ranks). If this save is failed the subject is awed and can not carry out their action. In addition, if the save is failed by 10 or more, the subject will go to absurd lengths to humble herself before the vampire.

6. Passion: Grants the ability of Mass Charm, as per the spell.

Protean -

(Spell DC = 10 + Wis mod + Gen Mod + total Protean ranks)

1. Witness of Darkness: Gains 120 feet of darkvision

2. Talons of the Beast: Vampire grows claws that deal 1d8 Slashing damage

3. Interred in the Earth: User gains the ability to Meld with Stone, with the added bonus of being able to meld into any ground conditions that may be present as well.

4. Form of the Beast: The Vampire can wild shape into the form of any normal animals. 

5. Body of Spirit: Grants ability to disperse into mist as per the Gaseous Form spell.

6. Blissful Slumber: Vampire can remain in mist form from sunset to sunrise, offering great protection, but no amount of noise or commotion surrounding her resting place will rouse her. Only a breeze that disturbs her can wake her. Mist form is retained until the vampire rises again, whereupon physical form is resumed. Physical attacks cannot affect the vampire sleeping in mist form, but the vampire cannot awaken before dusk unless her mist form is physically disturbed. 

Shape Mastery: by placing some of the character's blood on another shapeshifter, the Gangrel may determine all the various shapes that the target may shift into. 

Animal Swarm: the Gangrel may dissolve their body into as many small animals (rats, insects, small birds) as they have blood points. 

Mythic Form: the Gangrel may shapeshift into a single, legendary creature such as a dragon, thunderbird, or other huge mythical creature. 

Quietus -

(Spell DC = 10 + Dex mod + Gen Mod + total Quietus ranks)

1. Silence of Death: can invoke silence, 15’ radius as per the silence spell.

2. Weakness: bite of vampire inflicts dexterity damage, user must roll a wisdom check to determine what the affects are, and the target gets a fortitude save to negate. Determine primary and secondary affects of poison as given in the DMG. This ability does affect vampires and may affect other types of undead at the DM’s discretion.  

· DC 5 – 1d4/1d4 dexterity temporary

· DC 10 – 1d6/1d6 dexterity temporary

· DC 15 – 1d8/1d8 dexterity temporary

· DC 20 – 1d6/1d6 dexterity permanent 

· DC 25 – 2d6/2d6 dexterity permanent

3. Disease: on a successful touch attack the target must make a willpower saving throw or loose 1 permanent point from all 3 physical stats. Vampires are affected by this ability. 

4. Blood agony: If the vampire coats his blade with his own blood, his weapon then acts as a weapon of greater wounding (inflicts 2 points of bleeding damage each round until magically healed, or a heal check is performed, such damage can not be regenerated)  for the next attack. 

5. Blood essence: User does not need to make the normal willpower check necessary for absorbing another vampire’s generation when committing diablerie; the vampire can instead drain off the victim’s essence into a specially prepared vessel no less than 100 gold pieces in value, to be consumed later.

6. Blood Sweat: User causes any living creature or vampire target to bleed out of every pore and orifice, for 2 points every round. Only magical healing or a heal check of DC 35 can stop this as there is no actual wound present to staunch. To use this ability the vampire must have line of sight, and be within 100 feet of the target. The victim does receive a willpower save to negate this effect.

(6) [6] 


Blood Sweat: A vampire may cause a victim to sweat blood. 


Deed the Heart's Desire: A vampire may regain lost willpower and heighten 
     

     his/her awareness while doing so. 


Purification: Characters can purge the souls and minds of targets, ridding them of mind-

     altering and blood-altering affects. 


Ripples of the Heart: A vampire may cause a victim to feel a certain emotion for a length 

     of time. 


Selective Silence: Characters can select certain objects or individuals that they wish to 

     completely silence. 

(7) [7] 


Baal's Bloody Talons: Secrete a potent poison to wipe on a blade that will 
     

     poison the target it cuts into. 


Poison the Well of Life: Turn your blood into a poisonous substance that will taint an 

     individual. 

(8) [8] 

Song of Distant Vitae: Secrete a potent poison to wipe on a blade that will      
      

     poison the target it cuts into. 

(9) [9] 


Condemn the Sins of the Father: Pass a punishment onward from a target to 
   
   

  
     his/her descendants. 

Serpentis -

(Spell DC = 10 + Dex mod + Gen Mod + total Serpentis ranks)

1. The Eyes of the Serpent: Vampire can target one humanoid and can affect that victim as if the vampire were using the spell Hypnotic Pattern spell, with the exception that the vampire must maintain eye contact when concentrating. Hit dice are not a factor when using this ability.

2. Tongue of the Asp: Upon successfully hitting the targets AC with a ranged attack, the vampire’s razor sharp tongue can heal the vampire 2 hit points per round, while damaging the target for 1d6 points + Dex mod at the same time. The target must make a willpower save, if this is failed the target is affected as if by the hold monster spell, and the vampire can begin draining the target the next round. 

3. Bitumenous Flesh: For the duration of this ability’s use the character’s body falls into a state of torpor. His body is still burned by sunlight and fire, but holy water does not affect him. However his body becomes nothing more than a corpse. Divination does not detect the vampire as undead and for the duration of this power, he is truly dead. While in this state the vampire is unaware of anything that transpires around him, he may take no actions whatsoever, and even mental disciplines may not be used. Awakening from this state causes the vampire to take 1d4 points of damage.

4. Form of the Cobra: Allows user to shape-change into a huge size cobra, giving the vampire all of the animal’s abilities (see Snake, Huge Viper in monster’s manual). The vampire can use any abilities while in this form save those that require hands (such as Talons of the Beast). Changing to and from this form takes 3 rounds.

5. Cheat Thoth’s Scale: The user of this ability can perform a ritual under the new moon in which the heart of either the user or another vampire is removed and placed in a small clay urn which can then be hidden or placed wherever the vampire wishes. Doing such prevents the vampire from being able to be staked, unless they somehow find the whereabouts of the urn. Thus, the vampire can keep their hearts from danger. If someone seizes her heart, however, she is completely at that person’s mercy. If found the heart can only be destroyed by casting it into fire or exposing it to sunlight. If this happens, the vampire boils away into a pile of ash where she stands. Plunging a wooden stake into the exposed heart slays the vampire as normal, though if the body is not destroyed and the stake is ever removed from the heart, the vampire will awaken again. Vampires may often carry their hearts with them, or have several fake hearts buried in different places. Those wise in vampire lore might whisper of how vampires with this discipline often hold the hearts of their underlings, the better to control the errant hatchlings. No roll is necessary for the ritual to be perform, but if done on any other night but that of a new moon, the rite fails.

6. Breath of the Basilisk: User can affect a 3’ spread ahead of them with the effects of the Acid Fog spell. This breath effect has a maximum range of 6 feet from the vampire.

(6) [6] 


Aspect of the God: Assume one of Set's visages 


Breathe the Sandstorm: Exhale a scorching blast of sand 


Breath of the Basilisk Exhale a poisoning and corrosive mist 


Cobra Fangs: Grow the venomous fangs of the cobra without having to transform 


Obsession: Fill someone with lust for an object or condition 


Ophidian Infestation: Consume someone from the inside by snakes 


Temptation: Tempt someone into committing evil actions 

(7) [7] 


Divine Image: Take on the physical and mental strengths of a deity 


Phobia: Make someone irrationally afraid of something 


Seed of Corruption: Slow erode someone's morals and raise suppressed desires to 
     

     the surface 


Set's Curse: Transform someone's body and mind into a snake that acts as your 
     

     servant 

(8) [8] 


Apep's Semblance: Transform into a large snake-human hybrid 


Body of the Great Lord Set: Take on a form and powers comparable to Set's 


Corruption: Make someone addicted to sadistic acts 


Heart Thief: Rip another vampire's heart from their body 

(9) [9] 


Form of Corruption: Create an object that makes people addicted to sadistic acts 


Pact with Ra: Walk in the sun without harm for one day 


Shadow of Apep: Became a nearly indestructible giant snake of pure darkness 

(10) [10] 


Mark of Damnation: Make someone so hideous they will be attacked by anyone who 
     

     sees them 

Vicissitude - 

(Spell DC = 10 + Int mod + Gen Mod + total Vicissitude ranks)

1. Malleable Visage: User can alter her bodily parameters as per the spell Alter Self. 

2. Transmogrify the Mortal Clay: The vampire can mold a creature’s flesh (including muscle, fat, and cartilage, but not bone) with their hands as if using the spell Alter Features. If performed on an unwilling target the vampire must succeed in grabbling the victim first, then the victim receives a fortitude save to negate the affects. A vampire with this ability actually sculpts the changes they wish to create in a creature and must roll a craft-sculpting roll against a DC set by the DM to determine whether or not they succeeded. 

3. Bonecraft: Like Transmogrify the Mortal Clay except the vampire can now work with bone. 

4. Horrid Form: Also known as the "warform”, a vampire using this ability can become a hideous monster & gains great advantages in combat. Their stature increases to a full 8’ high, their skin becomes a sickly greenish-gray or grayish-black chitin, and their arms become apelike & ropy, tipped with ragged black nails. Their face warps into something out of a nightmare, a row of spines sprouts from their vertebrae and the external carapace exudes foul-smelling grease. Transforming into this visage requires the vampire to expend 2 blood points, at which point they gain +3 to Str/Dex/Con, Darkvision 60’, they become size large but with no additional stat bonuses. They also gain a +1 Natural Armor bonus, their Slam attack increases by 1 dice, & they gain 5’ reach. The vampire’s Charisma and Wisdom decrease by 4 while in this form, however creature gains +10 bonus to intimidate checks & may use their Strength modifier instead of Charisma. 
5. Bloodform: A vampire with this discipline may transform all or part of herself into sentient blood. 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 blood is imbibed or otherwise destroyed the vampire meets Final Death. Each leg can turn into 2 blood points worth of Vitae, as can the torso; while each arm, the head, & the abdomen convert into 1 blood point. The blood can be reconverted into that 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 Vitae equal to what was originally transformed in order to re-grow the missing body part. The Vampire in this form becomes type ooze as well as undead, they gain DR 10/Any and can not be staked. The vampire is blind but has the blindsight quality, immune to gaze attacks, visual effects, illusions, & other attack forms that rely on sight. They are immune to paralysis & polymorph, not subject to flanking. Gain climb speed of 20’, can flow through the narrowest of cracks, if the vampire “washes” over a mortal or animal that creature must make a Will save DC 10 + ½ Lvl + Cha mod or else be affect as if under the effects of the Cause Fear spell. Mental Disciplines may be used, provided no eye contact or vocal utterances are necessary.
6. Blood of Acid: At this level of mastery the vampire’s blood becomes acid. Any blood he consumes likewise becomes acid, which is corrosive enough to burn flesh as well as wood. This power is particularly potent when the vampire assumes the Bloodform. One of the side effects is the vampire is completely unable to create new vampires, ghouls, or give blood to another vampire. However the benefit is the vampire is unable to be diablerized. If completely engulfing a victim while in Bloodform, the vampire’s acidic blood does 10d6 of acid to the victim per round. Opponents that hit the vampire with this ability with their unarmed or natural attacks take 1d6 points of acid damage. If the vampire is hit in combat, the opponent must make a Reflex of 10 + ½ the vampire’s level + Con mod or take 2d6 points of acid damage. 
(6) [6] 

Chiropter Marauder: Like Horrid form (also called Zulo form), except the user gains 

    
     wings, granting the vampire a fly speed of 30’ with average maneuverability. 


Ecstatic Agony: Changes wound penalties to bonuses. 

(7) [7] 


Cocoon: Demon can create a sort of Cocoon around him. 


Flesh Rot: The Tzimisce can inflict a special wound just by touching another being. 

(8) [8] 


Bauble: The Demon can transform himself into a soulless object. 


Breath of the Dragon: The Demon can spit flames. 

(9) [9] 


Doppleganger: The Tzimisce can assume nearly any form. 


Earth's Vast Haven': Like the 3rd level of Protean. 

(10) [10] 


Reform Body: The Vampire is nearly immortal. Any wounds taken can be regenerated 

     faster than damage can be dealt. 
Alter Features (2nd Edition), Ethereal Projection (shaman’s handbook)

**************************************************************************************
MERITS & FLAWS

Psychological

These Merits and Flaws deal with the psychological makeup of your character, and may describe ideals, motivations or pathologies. Some psychological Flaws can be temporarily ignored by spending a Willpower point, and are so noted. If you possess such a Flaw and do not roleplay it when the DM thinks you should, then she may tell you that you have spent a point of Willpower for the effort. Flaws cannot be conveniently ignored. 

Code of Honor: (Merit 200 Exp Cost, Lawful Alignment) 
You have a personal code of ethics to which you strictly adhere. Even when you are in frenzy, you will attempt to obey it (and thus get +4 to any Frenzy & Willpower rolls when in danger of violating your code). You can automatically resist most temptations that would bring you in conflict with your code. You must construct your own personal code of honor in as much detail as you can, outlining the general rules of conduct by which you abide. 

Higher Purpose: (Merit 200 Exp Cost) 
You have a goal that drives and directs you in every thing. You do not concern yourself with petty matters and casual concerns, because your higher purpose is everything Though you may sometimes be driven by this purpose and find yourself forced to behave in ways contrary to the need of personal survival, it can also grant you great persona strength. You gain a +2 on all rolls that have anything to do with this higher purpose. You need to decide what your higher purpose is. This higher purpose must be approved by the DM. (If you have the Flaw Driving Goal below you cannot take this Merit) 

Berserker: (Merit 400 Exp Cost) 
The Beast is in you, but you know how to direct and make use of it. You have the capacity to frenzy at will and gain a +2 to strength. However, you must pay the consequences of your actions while in frenzy just as you normally would. Your chance of entering an unwilling frenzy is also unaffected. 

Compulsion: (Flaw 200 Exp Bonus) 
You have a psychological compulsion of some sort which can cause you a number of different problems. You compulsion may be for cleanliness, perfection, bragging stealing, gaming, exaggeration or just talking. A compulsion can be temporarily avoided by choosing to take 1 point of Wisdom damage (damage taken this way can not be magically healed & returns at a rate of 1 per day), but is in effect at all other times. This flaw can only be taken upon character creation.
Dark Secret: (Flaw 200 Exp Bonus) 
You have some sort of secret that, if uncovered, would be of immense embarrassment to you and would make you a pariah in the Kindred community. This can be anything. While this secret weighs on you mind at all times, it will only surface in occasional stories. Otherwise it will begin to lose its impact. This flaw can only be taken upon character creation.
Intolerance: (Flaw 200 Exp Bonus) 
You have an unreasoning dislike of a certain thing. This may be an animal, a class of person, a color, a situation, or just about anything at all. The vampire suffers a -2 to any rolls involving the subject. Note that some dislikes may be too trivial to be reflected here and must have some effect on play in most chronicles. The DM is the final arbiter on what you can pick to dislike. This flaw can only be taken upon character creation.
Nightmares: (Flaw 200 Exp Bonus) 
You experience horrendous nightmares (daymares?) every time you sleep, and memories of them haunt you during your waking hours. Sometimes the nightmares are so bad they cause you to lose take a -1 on all rolls for the next day (25% chance). Some of the nightmares may be so intense that you mistake them for reality. A crafty DM will be quick to take advantage of this. 

Phobia (Mild): (Flaw 200 Exp Bonus) 
You have an overpowering fear of something. You instinctively and illogically retreat from and avoid the object of your fear. Common objects of phobias include certain animals, insects, crowds, open spaces, confined spaces and heights. You must make a Will save DC 15 whenever you encounter the object of your fear. The DC of this save can be modified by the DM. If you fail the roll, you must retreat from the object. This flaw can only be taken upon character creation.
Prey Exclusion: (Flaw 200 Exp Bonus) 
You refuse to hunt a certain class of prey. For instance an animal-lover might decide to never feed from animals, or a character might decide to spare a class of person she particularly admires: guards, teachers, clerics, merchants and so on. You are disturbed when others feed from this type of prey, and could possibly enter frenzy (DM's discretion). If you accidentally feed upon this class of prey yourself, you automatically frenzy. Note: This is not as restrictive as the Ventrue limitation, which limits a vampire to a certain class of prey (therefore Ventrue cannot take this Flaw). 

Overconfident: (Flaw 200 Exp Bonus) 
You have an exaggerated and unshakable opinion of your own worth and capabilities-you never hesitate to trust your abilities, even in situations where you risk defeat. Because your abilities may not be enough, such overconfidence can be very dangerous. When you do fail, you quickly find someone or something else to blame. If you are convincing enough, you can infect others with your overconfidence. 

Shy: (Flaw 200 Exp Bonus) 
You are distinctly ill at ease when dealing with people and try to avoid social situations whenever possible. You take a -2 to all rolls concerning social dealings; & a -4 while you are the center of attention. Don't expect such a character to make a public speech. 

Soft-Hearted: (Flaw 200 Exp Bonus) 
You cannot stand to watch others suffer-not necessarily because you care about what happens to them, but simply because you dislike the intensity of emotion. If you are the direct cause of suffering, and you witness it, you will experience 1d4 nights of being shaken and sleepless grief. You avoid situations where you might have to witness suffering and will do anything you can to protect others from it. Whenever you must witness suffering, you suffer a -2 to all rolls for the next hour. 

Speech Impediment: (Flaw 200 Exp Bonus) 
You have a stammer or some other speech impediment which hampers verbal communication. All relevant rolls are made with a -2 penalty. Do not feel obliged to roleplay this impediment all the time, but in times of duress or when dealing with outsiders, you should attempt to simulate it. This flaw can only be taken upon character creation.
Low Self-lmage: (Flaw 400 Exp Bonus) 
You lack self-confidence and don't believe in yourself & suffer a -2 to all rolls in situations where you don't expect to succeed (at the DM's discretion, though the penalty might be limited to -1 if you help the DM by pointing out times when this Flaw might affect you ). You may be required to make Willpower saves to do things that require self confidence. 

Short Fuse: (Flaw 400 Exp Bonus) 
You are easily angered. You suffer a -4 to checks to avoid frenzy, no matter how you were provoked. This is a dangerous Flaw; don't choose it without careful thought. This flaw can only be taken upon character creation.
Territorial: (Flaw 400 Exp Bonus) 
You are extremely territorial. You do not like to leave your territory, nor do you like to have strangers enter it. In fact, you get so nervous and disoriented while outside your territory that the you suffer a -1 to all rolls. In addition, you must make a frenzy roll when other vampires enter your territory, unless they obtain your permission to pass through. 

Vengeance: (Flaw 400 Exp Bonus) 
You have a score to settle. This score may be from either your mortal or vampiric days. Either way, you are obsessed with wreaking vengeance on an individual (or perhaps an entire group), and make revenge your first priority in all situations. The need for vengeance can only be overcome by voluntarily taking 2 points of Wisdom damage, and even then it only temporarily subsides. This Wisdom damage can not be healed magically and returns at a rate of 1 point per day. Someday you may have your revenge, but the DM won't make it easy. 

Driving Goal: (Flaw 600 Exp Bonus) 
You have a personal goal, which sometimes compel and directs you in startling ways. The goal is always limitless in depth, and you can never truly achieve it. It could be to eradicate an evil cult or achieve divinity... Because you must work toward your goal throughout the campaign, it will get you into trouble and may jeopardize other actions. The character must make a saving throw of 10 + character level or perform tasks related to this goal regardless of danger. Choose your driving goal carefully, as it will direct and focus everything your character does. 

Hatred: (Flaw 600 Exp Bonus) 
You have an unreasoning hatred of a certain thing. This hate is total and largely uncontrollable. You may hate species of animal, a class of person, a color, a situation, anything. You must make a frenzy roll whenever faced with the object of your hatred DC 10 + ½ Character level. You constantly pursue opportunities to harm the hated object or to gain Dower over it. 

Phobia (Severe): (Flaw 600 Exp Bonus) 
You have an overpowering fear of something. Common objects of fear include certain animals, insects, crowds, open spaces, confined spaces, heights, and so on. You must make a Willpower saving throw DC 10 + Character lvl to not to enter Rötschreck when faced with the object of your fear. The difficulty can be modified based on the circumstances. If you fail the roll, you must retreat in terror from the object of fear. If you fail by 5 or more, you can not approach it. The DM has final say over which phobias are allowed in a chronicle. This flaw can only be taken upon character creation.
Mental
These Merits and Flaws deal with the mind: its strengths weaknesses and special capacities. 

Common Sense: (Merit 200 Exp Cost) 
You have a significant amount of practical, everyday wisdom. Whenever the character is about to do something contrary to common sense the DM should allow the character a Wisdom check to realize the possible folly. This is an ideal Merit if you are a novice player because it allows you to receive advice from the DM concerning what you can and cannot do, and (even more importantly) what you should and should not do. 

Concentration: (Merit 200 Exp Cost) 
You have the ability to focus your mind and shut out any distractions or annoyances. Any penalties arising due to distractions or other inauspicious circumstances should be decreased by 2. 

Lightning Calculator: (Merit 200 Exp Cost) 
You have a natural affinity with numbers and a talent for mental arithmetic, making you a natural when working with money or betting. The difficulties of all relevant rolls are decreased by two. Another possible use for this ability, assuming you have numbers on which to base your conclusions, is the ability to calculate the difficulty of certain tasks. In appropriate situations, you may ask the DM the difficulty of a task you are about to perform. 

Time Sense: (Merit 200 Exp Cost) 
You have an innate sense of time and are able to estimate the passage of time accurately without using a device or magic. You can accomplish this whether you are concentrating or not. You can estimate the time of day to within a minute or two, and the passage of time with the same accuracy. 

Eidetic Memory: (Merit 400 Exp Cost) 
You can remember things seen and heard with great accuracy. You gain a +5 to any rolls made in order to remember information. 

Light Sleeper: (Merit 400 Exp Cost) 
You can awaken instantly at any sign of trouble or danger, and do so without any sleepiness or hesitation. You do not gain any penalties to awareness checks made while sleeping. Awakening in this manner still incurs the lose of 1 Vitae.
Calm Heart: (Merit 600 Exp Cost) 
You are naturally calm and well-composed, and do not easily fly off the handle. You gain a +4 on all saves to resist frenzy or other rage effect, no matter how the incident is provoked. 

Iron Will: (Merit 600 Exp Cost) 
When you are determined and your mind is set, nothing can thwart your goals. Once per day you can choose to take 10 on a Willpower saving throw.  

Self-Confident: (Merit 1000 Exp Cost) 
Once per day the character can choose to take 20 on any skill check.

Deep Sleeper: (Flaw 200 Exp Bonus) 
When you sleep, it is very difficult for you to awaken. A vampire with this flaw gains an additional -2 (with all normal penalties) to all checks made while sleeping, & he awakens an hour later than other vampires unless specifically awoken by an outside party. 

Amnesia: (Flaw 400 Exp Bonus) 
You are unable to remember anything about your past, yourself or your family. Your life is a blank slate. However, your past may someday come back to haunt you. (You can, if you wish, take up to five points of other Flaws without specifying what they are, and leave it to the DM to detail them. Over the course of the chronicle, you and your character will slowly discover them.) 

Confused: (Flaw 400 Exp Bonus) 
You are often confused, and the world seems to be a very distorted and twisted place. Sometimes you are simply unable to make sense of things. You need to roleplay this behavior all the time to a small degree, but your confusion becomes especially strong whenever stimuli surround you (such as when a number of different people talk all at once, or you enter a nightclub with loud pounding music. This flaw can only be taken upon character creation.
Weak-Willed: (Flaw 400 Exp Bonus) 
You are highly susceptible to Dominate and intimidation by others. You take a -4 penalty to all Willpower saving throws related to mental control or intimidation. This flaw can only be taken upon character creation.
Absent-Minded: (Flaw 600 Exp Bonus) 
This Flaw may not be taken with the Merit Concentration. Though you do not forget such things as Knowledges or Skills, you do forget names, addresses, and when you last ate. In order to remember anything more than your own name and the location of your haven, you must succeed on an Intelligence check DC 10 + 1 per day since learning the information, or else be unable to recall it. This flaw can only be taken upon character creation.
Conspicuous Consumption: (Flaw 800 Exp Bonus) 
It is not enough for you to draw nourishment from the blood of mortals – you believe you must also consume your victim’s heart, liver, and other blood-rich tissue. Of course this will necessitate the deaths of all your victims unless you get extremely creative. Vampires with this flaw must expend blood points as if eating normal food, however they do not expel the organs later.
Awareness

These Merits and Flaws involve perception, or the lack thereof. 

Acute Hearing: (Merit 200 Exp Cost) 
You have exceptionally sharp hearing, even for a vampire. You gain an additional +2 to listen checks. This bonus stacks with all other bonuses. 
Acute Sense of Smell: (Merit 200 Exp Cost) 
You have an exceptionally keen sense of smell. A vampire with this merit has the ability to pick up various scents from the creatures or objects around him that would otherwise be too faint to notice. Such scents range anywhere from the hint of poison on a glass, drugs in a person’s system, blood type, if someone is a ghoul, lingering smells of a place someone may have visited, whether anyone they know has been there recently, old cleaned up blood, the scent of someone they know lingering on another person, & any other innumerable scents that are not usually detectable. This merit does not mimic the scent feat & does not allow tracking, but it does allow the vampire to be more informed about his surroundings. Whenever the vampire comes within 10’ of a subject or object, he is allowed a Wisdom check with a DC 10 + 1 per hour since the target was exposed to a scent, in order to notice its presence. Multiple scents on the same target each allow their own roll & difficulty. Stronger scents lower this DC by 5, whereas very faint smells add a +5 to the difficulty. If the vampire attempts to smell a 10’ area in general (picking scents out of the air rather than off of a creature or object), the DC is 20 + 2 per hour since the source of a scent has been gone. If the vampire succeeds on this roll they are able to detect the scent, but depending on what the source of the scent is, the vampire may not be able to discern what caused it. If not commonly recognizable, the vampire may make an Intelligence roll DC 5-25 (depending on the rarity of the scent) to see if they can discern the cause. Even if the vampire finds they are unable to recognize what a scent is at the time, they never forget a smell. If they encountered a scent again elsewhere they are able to connect it with previous encounters and possibly figure out more information based on this.
Acute Vision: (Merit 200 Exp Cost) 
You have exceptionally keen eyesight. You gain an additional +2 to spot checks. This bonus stacks with all other bonuses. 

Color Blindness: (Flaw 200 Exp Bonus) 
You can only see in black and white. Color means nothing to you, though you are sensitive to color density, which you perceive as shades of gray. This makes it impossible to use the Level Two Auspex power of Aura Perception. Note: color blindness actually indicates an inability to distinguish between two colors, but we fudged a bit for the sake of brevity. This flaw can only be taken upon character creation.
Hard of Hearing: (Flaw 200 Exp Bonus) 
Your hearing is defective. You suffer a -2 penalty on all listen checks. You may not take Acute Hearing if you take this Flaw. This flaw can only be taken upon character creation.
Bad Sight: (Flaw 400 Exp Bonus) 
Your sight is defective. You take -4 to all spot checks. This Flaw is neither nearsightedness nor farsightedness; it is a minor form of blindness, and is not correctable. You may not take Acute Vision if you take this Flaw. This flaw can only be taken upon character creation.
One Eye: (Flaw 400 Exp Bonus) 
You have one eye. Choose which, or determine randomly. You have no peripheral vision on your blind side, and take a -2 to any check requiring depth perception. This includes ranged attacks. This flaw can only be taken upon character creation.
Deaf: (Flaw 800 Exp Bonus) 
You cannot hear sound, and automatically fail any rolls that require hearing. This flaw can only be taken upon character creation.
Aptitudes

These Merits and Flaws establish special capacities and abilities for your character, or modify the effects and powers of your character's other Traits. 

Ambidextrous: (Merit 200 Exp Cost) 
You have a high degree of off-hand dexterity and can perform tasks with the 'wrong' hand. You suffer no penalties for performing different tasks with your off hand (e.g. fighting with a weapon in your off hand, throwing or writing, etc). 

Pitiable: (Merit 200 Exp Cost) 
There is something about you that others pity. This causes them to want to care for you as if you were a child. Some types of people will not be affected by this merit, and some may pretend they are not. You gain a +2 to all social rolls against those that would be sympathetic toward you. Against those who would be completely opposed to your pitiable nature, you gain a -1 to all social checks. You need to decide what it is about your character that inspires their pity, and how much (or how little) you like it. 

Daredevil: (Merit 600 Exp Cost) 
You are good at taking risks, and are even better at surviving them. Once per day you can choose to take 10 on a roll whenever trying to accomplish something particularly dangerous.
Fast Learner: (Merit 600 Exp Cost) 
You are able to learn very quickly, and pick up on new things faster than most do. Training to learn new things such as feats, skills, languages, etc. take 2/3 the normal time. 

Jack-Of-AII-Trades: (Merit 1000 Exp Cost) 
You have a large pool of miscellaneous skills and knowledge obtained through your extensive travels, the jobs you've held, or just all-around know-how. You automatically have 1 rank in all Craft and Knowledge skills. This merit can only be taken upon character creation. 

Illiterate: (Flaw 200 Exp Bonus) 
Through lack of education or as the result of a condition like dyslexia, you are unable to read or write. This flaw can only be taken upon character creation.
Inept: (Flaw 1000 Exp Bonus) 
You are not attuned to your natural aptitudes, and therefore gain only 1 rank in each of your Clan skills. You can still use your expendable experience pool to buy these skills up. This flaw can only be taken upon character creation.
Supernatural

These Merits and Flaws are different kinds of supernatural benefits or detriments. They are highly abnormal, and not at all common. Because of the potential of these particular Traits, and the liberal way in which they deal with the "laws of reality," the DM may not allow you to choose from this category - ask before you choose one. Furthermore, you should not select such Traits unless they firmly fit your character concept, and you can explain why your character possesses them. In general, we do not recommend that anyone have more than one or two supernatural Merits or Flaws - they should be strictly controlled by the DM. 

Inoffensive to Animals: (Merit 200 Exp Cost) 
Animals do not fear or distrust you the way they do most of the Kindred. They treat you as they would any mortal and do not shy from your touch. 

True Love: (Merit 200 Exp Cost) 
You have discovered, but may have lost (at least temporarily) a true love. Nonetheless, this love provides joy in a torrid existence usually devoid of such enlightened emotions. Whenever you are suffering, in danger or dejected, the thought of your true love is enough to give you the strength to persevere. This love allows you to automatically succeed on one saving throw per week, but only when you are actively striving to protect or come closer to your true love. Also, the power of your love may be powerful enough to protect you from other supernatural forces, granting you a +2 to saves against spells, spell-like & supernatural abilities when relevant to your true love (DM's discretion). However, your true love may also be a hindrance, and require aid (or even rescue) from time to time. Be forewarned: this is a most exacting Merit to play over the course of a chronicle. 

Medium: (Merit 400 Exp Cost) 
You possess the natural affinity to sense and hear spirits, ghosts and shades. Though you cannot see them, you feel their presence and are able to speak with them when they are in the vicinity. Spirits will not simply aid you or give you advice - they will always want something in return. 

Danger Sense: (Merit 400 Exp Cost) 
You have a sixth sense that warns you of danger. When you are in danger, the DM should make a secret spot, or listen check; the difficulty dependant upon the remoteness of the danger. If the roll succeeds, the DM tells you that you have a sense of foreboding. Multiple successes may refine the feeling and give an indication of direction, distance or nature.  

Faerie Affinity: (Merit 400 Exp Cost) 
Your presence does not frighten faeries; indeed, it attracts them, and you are naturally attuned to their ways. You gain a +2 to all social checks made when dealing with Fae. 

Magic Resistance: (Merit 400 Exp Cost) 
You have an inherent resistance to mage. You gain SR 5 + ½ your character level. This merit can only be taken upon character creation.
Occult Library: (Merit 400 Exp Cost) 
You possess a library of occult materials. You are not necessarily familiar with the contents of these volumes of knowledge, but in time of need your library can be an invaluable source for research providing an addition +5 to all Occult knowledge checks. 

Spirit Mentor: (Merit 600 Exp Cost) 
You have a ghostly companion and guide. This spirit is able to employ a number of minor powers when it really struggles to exert itself (once per day: hide/retrieve small objects; bring a "chill" over others, make enemies very ill at ease; cause a loud buzzing in your ear or the ears of others; move a small object such as a knife or pen; break a fragile item such as a bottle or mirror; attempt to trip someone; or make eerie noises such as chains rattling), but for the most part its benefit to you is through the advice it can give. This ghost is the incorporeal spirit of someone who was once living, perhaps even someone particularly famous or wise. The DM will create the ghost character, but will not reveal to you its full powers and potencies. 

Unbondable: (Merit 600 Exp Cost) 
You are immune to being Blood Bound. No matter how much blood you drink from other vampires, you will never be Bound to them. 

Shifter Companion: (Merit 600 Exp Cost) 
You have a friend and ally who just happens to be a shapeshifter. Though you may call upon this being in time of need, it also has the right to call upon you (after all, you are friends). However, neither your kind nor its appreciate such a relationship, and your respective societies will punish both of you if your friendship is discovered. Arranging for meeting places and methods of communication will be difficult. The DM will create the werewolf character, but will not reveal to you its full powers and potencies. 

Luck: (Merit 600 Exp Cost) 
You were born lucky - or else the Devil looks after his own. Once per day you gain the ability to re-roll a natural 1. This merit can only be taken upon character creation.
Destiny: (Merit 800 Exp Cost) 
You have a great destiny, though you may well not realize it. Your destiny will become more and more apparent as the chronicle continues. Prophecies and dreams guide your way, and grant you clues to your ultimate goal. This sense of direction and security grants you a +4 morale bonus on all saves to overcome fear caused by anything not relevant to your destiny. Until your destiny is fulfilled, you may suffer setbacks, but nothing will thwart you permanently. How this is played is up to the DM. This merit can only be taken upon character creation.
Guardian Angel: (Merit 1200 Exp Cost) 
Someone or something watches over you and protects you from harm. You have no idea who or what it is, but you have an idea that someone is looking out for you. In times of great need you may be supernaturally protected. However, one can never count upon a guardian angel. The DM must decide why you are being watched over, and by what (not necessarily an angel, despite the name). 
Nine Lives: (Merit 1200 Exp Cost) 
Fate has granted you the opportunity to come as close to Final Death as anyone can, and still survive. When a roll occurs which would result in your death, the roll is made again. If this roll would not result in your death, you live and one of your nine lives is used up. If that subsequent roll fails, then another re-roll is made, until either a roll which will not result in your death is rolled, or all of your nine lives are used up. It is essential that both the Player & DM keep track of how many lives the character has remaining.
Cursed: (Flaw 200-1000 Exp Bonus) 
You have been cursed by someone or something with supernatural or magical powers. This curse is specific and detailed, it cannot be dispelled without extreme effort, and it can be life-threatening. Some examples follow: 

If you pass on a secret that was told to you, your betrayal will later harm you in some way. (200 Exp Bonus) 

You are shaken for 1d4 days when you try to describe what you have seen or heard. (400 Exp Bonus) 

Tools have a 50% chance of breaking or malfunction when you attempt to use them. (600 Exp Bonus) 

You are doomed to make enemies of those to whom you become most attached (so whatever you do, don't get too close to the other characters! ). (800 Exp Bonus) 

Every one of your accomplishments or achievements will eventually, inevitably, become soiled and fail in some way. (1000 Exp Bonus) 

Cast No Reflection: (Flaw 200 Exp Bonus) 
You actually cast no reflection, just like vampires of legend. This can be very detrimental when trying to pass for human. Vampires of Clan Lasombra automatically have this flaw (and you may be mistaken for one of them if you possess it).
Taint of Corruption: (Flaw 200 Exp Bonus) 
Plants wither when you approach, and will die if you touch them. Plant creatures take no damage from being near or touching you, but are uncomfortable in your presence.
Repulsed by Garlic: (Flaw 200 Exp Bonus) 
You cannot abide the smell of garlic, and the smallest taint will want to make you leave the room. The full force of its pungent odor will bring bloody tears to your face and render you nearly blind, while its touch can cause boils and even open wounds (1 point of damage per round of contact). 

Eerie Presence: (Flaw 400 Exp Bonus) 
Mortals have an unconscious awareness of your undead nature, which makes them anxious and ill at ease in your presence. Because of this you suffer a -2 to all rolls relating to social interactions with mortals.
Magic Susceptibility: (Flaw 400 Exp Bonus) 
You are susceptible magic. You gain a -2 against all spells & spell-like abilities. 

Repelled by Religious Symbols: (Flaw 600 Exp Bonus) 
You are repelled by the sight of ordinary religious symbols and will not approach within 10’ of a brandished holy symbol or church. Kindred who were of that religion prior to their Embrace are the ones most likely to possess this Flaw; they perceive that their new form is a judgment their God. 

Can't Cross Running Water: (Flaw 600 Exp Bonus) 
You cannot cross running water unless you are at least 50 feet above it (unless completely subdued, possibly causing frenzy, and forcibly drug across by others). "Running water" is any body of water more than two feet wide in any direction and not completely stagnant. A Kindred with this Flaw obviously believes too much in old wives' tales. 

Haunted: (Flaw 600 Exp Bonus) 
You are haunted by a ghost that only you (and Mediums) can see and hear. It actively dislikes you and enjoys making your life miserable by insulting, berating and distracting you - especially when you need to keep your cool (bestowing a -2 to spot or listen checks whenever possible 1/day). It also has a number of minor powers it can use against you (once per day: hide small objects; bring a "chill" over others, making them very ill at ease with you; cause a loud buzzing in your ear or the ears of others; move a small object such as a knife or pen; break a fragile item such as a bottle or mirror; trip you; or make eerie noises such as chains rattling). Yelling at the ghost can sometimes drive it away, but it will confuse those who are around you. The DM will likely personify the ghost in order to make things all the more frustrating for you. 

Grip of the Damned: (Flaw 800 Exp Bonus) 
There is no ecstasy in your Embrace – only terror and pain. Mortals off whom you feed continue to struggle and shriek all the while as you attempt to feed from them. This requires you to maintain grapple throughout the process. For vampires of good alignment this can be an extremely traumatic flaw to take.
Light-Sensitive: (Flaw 1000 Exp Bonus) 
You are even more sensitive to sunlight than other vampires are. Sunlight causes double Con damage (-8 per round), and even when in bright moonlight you gain a -2 penalty to all of your rolls. Indeed, even bright lights can be painful, but that pain can be mitigated by shading your eyes. However, remember that even on nights when the moon is full, it may have already set when you venture outside, or be obscured by the clouds. 

Dark Fate: (Flaw 1400 Exp Bonus) 
You are doomed to experience a most horrible demise or, worse, suffer eternal agony. Whether you have sold your soul to a lower planar being or someone just has it out for you, no matter what you do, someday you will be out of the picture. In the end, all your efforts, your struggles, and your dreams will come to naught. Your fate is certain and there is nothing you can do about it. Even more ghastly, you have partial knowledge of this, for you occasionally have visions of your fate - and they are most disturbing. The malaise these visions inspire in you can only be overcome by making a Willpower saving throw DC 10 + ½ character level, or else be shaken for the entire night after each vision. At some point in the chronicle, you will indeed face your fate, but when and how is completely up to the DM. Though you can't do anything about your fate, you can still attempt to reach some goal before it occurs, or at least try to make sure that your friends are not destroyed as well. This is a difficult Flaw to roleplay; though it may seem as if it takes away all free will, we have found that, ironically, it grants freedom. 
Kindred Ties

These Merits and Flaws deal with the place, position and status of a character within vampiric society. 

Boon: (Merit 200-600 Exp Cost) 
An elder owes you a favor because of something either you or your sire once did for him. The extent of the boon owed to you depends on how many experience points you spend. 200 exp spent would indicate a relatively minor boon, while 600 exp would indicate that the elder probably owes you his unlife. How long you are able to benefit from this Boon depends on what types of favors and how often you ask for them. 

Prestigious Sire: (Merit 200 Exp Cost) 
Your Sire had or has great Status in the Camarilla, and this has accorded you a peculiar honor. Most treat you respectfully as a result, while some have only contempt for you, believing you to be nothing compared to them. This prestige could greatly aid you when dealing with elders acquainted with your sire. Indeed, your sire's contacts may actually approach you at some point offering aid. Though your sire may no longer have contact with you, the simple fact of your ancestry has marked you forever. 

Special Gift: (Merit 200-600 Exp Cost) 
Your sire gave you a valuable gift after the Embrace. The DM should create something suitable or choose one Magical Item to give to you (though you can 'suggest' something). The DM will decide how much a particular item is worth. 

Reputation: (Merit 400 Exp Cost) 
You have a good reputation among the Kindred of your chosen city. This may be your own reputation, or it may be derived from your sire. You gain a +4 to all social dealings with the city's Kindred. A character with this Merit may not take the Flaw of Notoriety. 

Clan Friendship: (Merit 600 Exp Cost) 
For any number of different reasons (appearance, bearing, background or demeanor) something about you appeals to members of a clan other than your own (your choice ). The difficulties of all rolls related to social dealings with members of this clan are decreased by 2. This can be a two-edged sword; you are also marked by others as a sympathizer with that clan, whether you like it (or deny it!) or not. 

Pawn: (Merit 600 Exp Cost) 
You can manipulate and have some control over another vampire (one of higher generation than you). Your hold was likely formed through Blood Bond, but can also come from a variety of other sources, such as blackmail, bribes or threats, you make it up. The pawn does not necessarily know that it is being controlled. 

Enemy: (Flaw 200-1000 Exp Bonus) 
You have an enemy, or perhaps a group of enemies, who seek to harm you. The value of the Flaw determines how powerful these enemies are. The most powerful enemies (Elders or Archmages) would be 1000 exp Flaws, while someone nearer to your own power would be worth only 200 point. You must decide who your enemy is and how you became enemies in the first place. 

Infamous Sire: (Flaw 200 Exp Bonus) 
Your sire was, and perhaps still is, distrusted and disliked by many of the Kindred in the city. As a result, you are distrusted and disliked as well. This is a heavy load, and one not easily shed. 

Insane Sire: (Flaw 200 Exp Bonus) 
Your sire has completely lost his grip on reality, and has become dangerously insane. Any wrong committed by your sire may affect your standing, and some of your sire's dangerous schemes may somehow involve you. Because their sires are already assumed to be insane, Malkavians cannot take this Flaw. 

Mistaken Identity: (Flaw 200 Exp Bonus) 
You look similar to another Kindred, and are mistaken for her, much to your chagrin. This individual's allies will approach you and tell you things you do not want to hear, her enemies will attempt to do away with you, and others will treat you in odd ways. Ultimately you might be able to sort out things, but it will take tremendous effort. 

Sire's Resentment: (Flaw 200 Exp Bonus) 
Your sire dislikes you and wishes you ill. Given the smallest opportunity, your sire will seek to do you harm, and may even attack you if provoked. Your sire's friends will also work against you, and many elders will thus resent you. 

Twisted Upbringing: (Flaw 200 Exp Bonus) 
Your sire was quite malevolent and taught you all the wrong things about Kindred society. All your beliefs about how vampires interact are wrong, and your faulty beliefs are likely to get you into a great deal of trouble. Over time, after many hard lessons, you can overcome this bad start (the DM will tell you when). But until then, you will continue to believe what you were first told, no matter how others try to "trick" you into thinking otherwise. 

Clan Enmity: (Flaw 400 Exp Bonus) 
For some reason, something about you inspires contempt or hatred in members of a clan other than your own. There is a -4 to all rolls for social dealings with members of this other clan. Select the 'enemy' clan randomly or choose. 

Diabolic Sire: (Flaw 400 Exp Bonus) 
Your sire is engaged in acts that could cause a tremendous uproar in the Camarilla. She could be wantonly breaking the Masquerade, or hunting down the elders of the city and feasting on their blood. Archons are likely to come to you in order to discover your sire's whereabouts, and they may not believe you if you tell them you do not know. 

Notoriety: (Flaw 600 Exp Bonus) 
You have a bad reputation among the Kindred of your chosen city. This may be your own reputation, or it may be derived from your sire. You gain a -4 on all social dealing rolls with the city's Kindred. A character with this Flaw may not take the Merit of Reputation. 

Mortal Society

These Merits and Flaws deal with the influence, power and station of a character within mortal society. Some of them correspond very closely to certain Background Traits (such as Resources, Contacts, and Influence), while others simply elaborate and expand upon them. The Backgrounds give you more creative freedom, while the Merits provide you with exact details of what you possess. 

Judicial Ties: (Merit 400 Exp Cost) 
You have both influence over and contacts in the justice system. You know most of the judges as well as the attorneys in the prosecutor's department, and can affect the progress of various cases and trials with limited difficulty. Though it is difficult to intervene in a case, you can influence it in one direction or another. These ties can also make it easy to acquire help from the guards. 

Mansion: (Merit 400 Exp Cost ) 
You own a large mansion (a home with 25 or more rooms) as well as the surrounding estate. The mansion is assumed to have a fence around the perimeter. While the mansion can be in as poor or as good shape as you wish, the more inhabited it appears to be, the more attention it will garner. A ghost house won't attract tax collectors. This merit can only be taken upon character creation.
Bard Ties: (Merit 400 Exp Cost) 
You have both influence over and contacts within the local Bard’s Guild. You can try to suppress or create news stories (you can make a Charisma check & add ½ your character level to the roll, with a DC of 5-30 depending on the importance of the story) and you have access to the gossip the bards gather in their many travels. 

Tavern Owner: (Merit 400 Exp Cost) 
You own a moderate-sized Tavern, perhaps one of the hottest bars in the city. This tavern brings in enough money to support you in moderate luxury (150 gold pieces a month, but it can grow), but more important than the money is the prestige. You may use the tavern as your haven, or you may simply hang out there. The name of the tavern, its style, design, and its regular patrons are all up to you. Variations on this theme could include: a store, theater, or other establishment. This merit can only be taken upon character creation.
Church Ties: (Merit 600 Exp Cost) 
You have influence and contacts in some local churches, and have the means to create protest rallies and raise money. The more you use your ties, of course, the greater your risk of being found out. 

Business Ties: (Merit 600 Exp Cost) 
You have both influence over and contacts in the local merchant community. You understand the dynamics of money in the city and have links with all the major players. In times of need, you can cause all sorts of financial mayhem, and can raise considerable amounts of money (in the form of loans) in a very short period of time. 

Guard Ties: (Merit 600 Exp Cost) 
You have both influence over and contacts in the local guard. You can, with a message, put the guard on high alert. However, the more often you use your ties with the guard, the weaker they become, and the more attention you attract toward yourself. Your influence is not solid (that can be achieved only through game play), and can let you down at times. 

Government Ties: (Merit 600 Exp Cost) 
You have both influence over and contacts among the government officials of the city. In times of need you can unleash many different means of harassment against your enemies. The more you use your political ties, the weaker they become. Total control can only be achieved through game play. 

Underworld Ties: (Merit 600 Exp Cost) 
You have both influence over and contacts in the local thieves guild and organized street gangs. This provides you with limited access to large numbers of "soldiers," as well as extensive links to the underworld of crime. The more often you use your ties with the criminal element, the weaker they grow. 

High Merchant: (Merit 1000 Exp Cost) 
You have a particular influence and sway over a major merchant organization or trade company, and are one of their top individuals. Indeed, you may have owned this company before your Embrace, and retained your control. Through this connection, you know much that takes place in the merchant community, and have the means to wage economic warfare. This merit provides you with some informal Contacts and Resources, the exact extent of which are determined by the DM. This merit can only be taken upon character creation.
Anachronism: (Flaw 400 Exp Bonus) 
You have been a vampire for some time, and are unable (or unwilling) to keep up with the changing times. Such things as acceptable social interactions, current fashions, laws, mannerisms, speech patterns & greetings, stereotypes, new knowledge, and other kinds of changes in the world are unknown to the vampire. You gain a -5 penalty on all checks whenever you have to deal with something from a later period than your own breathing days. Note that characters with this Flaw will generally have been vampires for longer than 100 years, so DM should decide whether or not to allow this Flaw in their chronicles. This flaw can only be taken upon character creation.
Ward: (Flaw 600 Exp Bonus) 
You are devoted to the protection of a mortal. You may describe your ward, though the DM will actually create her. This character may be a friend or relative from your pre-Embrace days, or simply a mortal you admire and consider important. Wards have a way of getting caught up in the action of stories, and are frequent targets of the vampire’s enemies. 

Hunted: (Flaw 800 Exp Bonus) 
You are pursued by a fanatic who believes you are a dangerous, vile beast detrimental to humanity (perhaps you are). All those with whom you associate may be hunted by the same individual as well. Though this hunter seeks to destroy all vampires, something about you drives the passion of this killer. 
Physical

These Merits and Flaws deal with your health and physical makeup. 

Double-Jointed: (Merit 200 Exp Cost) 
You are unusually supple. Your character gains a +2 to any Dexterity roll involving body flexibility. Squeezing through a tiny space is one example of a use for this Merit. 

Baby Face: (Merit 400 Exp Cost) 
You look more human than other vampires, enabling you to fit in the human world much more easily. Your skin is pink, you never really stopped breathing (even though you don't need to), and even sneezing comes naturally. You can make your heart beat as long as you have at least one Blood Point. This Merit cannot be taken by Nosferatu. 

Misplaced Heart: (Merit 400 Exp Cost) 
Your heart has actually moved within your body, though no more than two feet from its original position near the middle of your chest. Those who attempt to stake you find it very difficult to find the right location (which should be your most tightly guarded secret). 

Efficient Digestion: (Merit 600 Exp Cost) 
You are able to draw more than the usual amount of nourishment from blood. Every two Blood Points ingested increase your Blood Pool by three. Round down so leftover 'halves' are ignored. For instance, taking four Blood Points raises the Blood Pool by six, and so does taking five Blood Points. 

Allergic: (Flaw 200-600 Exp Bonus) 
You are allergic to some substance, in a manner not unlike mortal allergies. However, you do not get hives or sneeze, but are actually incapacitated by your reaction. If the substance was in the blood you drank, the reaction will be very strong, though touch alone is enough to disturb you. If it was in the blood, you suffer a -10 on rolls for 10 minutes - if you just touched it, the penalty is reduced to a -5 penalty for 10 minutes. Choose from the list below or make up the substance to which you are allergic. 

Horses = 200 Exp Bonus 
Specific Types of Metal = 200 Exp Bonus
Illegal Drugs = 200 Exp Bonus 
Steel or Silver = 400 Exp Bonus 
Holy Water = 400 Exp Bonus 
Alcohol = 600 Exp Bonus 
Wood or Metal = 600 Exp Bonus 
Infectious Bite: (Flaw 400 Exp Bonus) 
Your lack the enzymes that allow most Kindred to seal the wounds caused by their feeding. You may not automatically lick the wounds of your feeding closed. In fact, your bites have a 1 in 5 chance of becoming infected and causing the mortal to become seriously ill.
Disfigured: (Flaw 400 Exp Bonus) 
A hideous disfigurement makes you ugly and easy to notice as well as remember. You suffer -6 to Appearance based Charisma checks, & a -3 to reaction modifiers base on first impressions, much like the Nosferatu (who cannot take this Flaw). This flaw can only be taken upon character creation.
Selective Digestion: (Flaw 400 Exp Bonus) 
You can digest only certain types of blood. You can choose whether you can drink only cold blood (the blood of a dead person), blood with the taste of fear (found in blood only in moments of terror), or blood with the taste of joy, or perhaps only certain types (A, O, etc.) of blood. This Flaw may not be taken by Ventrue characters, since they already have something like it through their clan weakness. 

Child: (Flaw 600 Exp Bonus) 
You were a small child at the time of the Embrace. Although time and experience may have changed your outlook, you are stuck with a child's body. You find it hard to be taken seriously by others & suffer a -4 to all rolls where being a child would be considered a detriment. Because you have never before experienced any sort of transformation change (never having undergone the experience of puberty), you are ill suited to withstanding the demands of the Hunger & suffer a -2 penalty to saves against frenzy. Additionally, you may not be admitted into certain establishments or meetings because you are "underage." This flaw can only be taken upon character creation.
Deformity: (Flaw 600 Exp Bonus) 
You have some kind of deformity - a misshapen limb, a hunchback or whatever - which affects your interactions with others and may inconvenience you physically. You suffer a -4 to all rolls related to physical appearance. Your deformity will also incur a -2 penalty to certain Dexterity rolls, depending on the type of deformity you possess. This flaw can only be taken upon character creation.
Lame: (Flaw 600 Exp Bonus) 
Your legs are injured or otherwise prevented from working effectively. Your normal movement speed is reduced by 10, to a minimum of 5. A character may not take this Flaw along with the Merit Double-Jointed. This flaw can only be taken upon character creation.
Monstrous: (Flaw 600 Exp Bonus) 
Your physical form was twisted during the embrace. You appear to be a savage monster and suffer a -6 to your appearance score. Even Nosferatu have difficulty interacting with such individuals.

One Arm: (Flaw 600 Exp Bonus) 
You have only one arm - choose which, or determine randomly at character creation. This happened before the Embrace. It is assumed that you are accustomed to using your remaining hand, so you suffer no off-hand penalty. However, you do suffer a -4 penalty to checks where two hands would normally be needed to perform a task. A character may not take this Flaw along with the Merit Ambidextrous. This flaw can only be taken upon character creation.
Permanent Wound: (Flaw 600 Exp Bonus) 
You suffered injuries during the Embrace, which your sire did nothing to repair. You start each night at 1/10th of your current hit-points (to a minimum of one). This can be healed like normal damage, but each evening, after sleep, your wounds always return. 

Mute: (Flaw 800 Exp Bonus) 
Your vocal apparatus does not function, and you cannot speak at all. You can communicate through other means - typically writing or signing. This flaw can only be taken upon character creation.
Thin-Blooded: (Flaw 800 Exp Bonus) 
You have weak blood, and are unable to use it for anything but sustaining yourself from night to night and healing your wounds. Blood cannot be used to add to your Physical Attributes, to fuel blood Disciplines, or to create a Blood Bond. Moreover, you will not always be able to create a vampire. Half the time the Embrace will simply not work. 

Paraplegic: (Flaw 1200 Exp Bonus) 
You can hardly move without assistance, such as a pair of crutches or other drastic means. Even then it can be painful and cumbersome to do so. The DM and you should take care to roleplay this Flaw correctly, no matter how difficult it makes things. A character may not take this Flaw along with the Merit of Double-Jointed. This flaw can only be taken upon character creation.
Assamite Merits and Flaws

Assamite characters may take these Merits and Flaws in addition to any listed in The Players Guide. 

Unconquered Enemy (Flaw 200 Exp Bonus) 
You failed on a contract and now you have an enemy who will try to thwart your plans and may even try to destroy you if this can be done without being found out. Your enemy has been blackening your name, and as a result you suffer a -2 to all social rolls made against those who have heard of you ahead of time without having previously met you. 

Disgraced (Flaw 400 Exp Bonus) 
You broke the laws of the your clan at some point during your training, and though you have since partially made amends (enough to prevent yourself from being destroyed on the spot, and to be grudgingly accepted), your name still bears the stain of your misdeed. All dealings with other Assamites are made at a -2, though the DM has the discretion to vary this penalty for individuals who know you well or whom you have served well or badly in the past. Clearing your name will be a strong motivation for performing well in all respects while on an assignment. 
Gangrel Merits and Flaws

Generally, these are to be chosen only when creating a character, though the DM may wish to make one of these available retroactively to a character created before this work was published. They are meant for use with rules presented in The Players Guide. 

Ruse of the Wolf's Clothing (Merit 400 Exp Cost) 
In animal form only, the vampire still smells alive, even to super-sensitive nostrils, including shape-changers. This is essentially a "Baby Face" merit for altered forms, and may include other lifelike symptoms at the DM's discretion. 

Gift of Proteus (Merit 200/400/800/1000 Exp Cost) 
This merit allows the Gangrel to "fine-tune" the shapes achieved by the Protean Discipline. The number of points spent determines the scope of the variation, which must be specific, approved by the DM, and defined when the merit is chosen. 

Examples: 
For 200 exp, the character can vary the special effects The character may modify the incidental effects of a form Red Eyes might glow an eerie green instead of red. 

For 400 exp, the character may achieve a minor variation on a form. For instance, a player may determine the actual breed of wolf or similar wild canine her character may become. 

For 800 exp the character may make a significant variation in one of the Protean shapes, (as long as it is still a shape traditionally associated with Vampires), such as becoming black cat instead of a wolf. Among the forms traditionally ascribed to Vampires were those of cats, crows, black dogs, wolves, toads and bats. 
For 1000 exp the character can make an extreme, unrelated variation in one of her Protean shapes (one that is not at all associated with vampires), such as a black bear, wolverine, cougar, etc. However this form must always be an animal that naturally eats other creatures.
Superstitious (Flaw 400 Exp Bonus) 
The character has misconceptions about what he is. In the absence of a sire, he becomes what he believes himself to be. The belief that one has the powers and limitations of some of the many false (or inapplicable) myths about vampires is the most common form. A more severe manifestation (possibly worth more points to the DM) is a Gangrel who believes himself a werewolf. 
Lasombra Merits and Flaws

Faint Reflection (Merit 400 Exp Cost) 
Those with this talent can actually appear in mirrors, albeit in extremely pale, ghostly guises. Objects moving behind a Lasombra casting a faint reflection will be clearly seen through her form. However, often even a faint reflection is enough to allay the suspicions of mortals or other Kindred. 

Strength of Shadows (Merit 800 Exp Cost) 
Allows the Lasombra who possesses this Merit to strengthen the shadows he calls so that even daylight will not immediately dispel them. The Strengthened shadows dissipate after four hours in the sun, but it certainly does provide a nasty surprise to enemies when, even after sunrise, shadows hound them. 

Image Obsession (Flaw 200/400/600/800/1000 Exp Bonus) 
As Lasombra cannot see their appearance those with this Flaw find themselves hypnotized by the vagaries of their own appearance. The compulsive behavior may be small at first (200 exp). Manifesting itself as a repeated questioning of others as to their looks, ("Does my hair look alright? Really?") to more extreme obsessive behaviors such as brushing hair, adjusting clothes and similar mannerisms. The symptoms occasionally run the gamut to full-fledged mania (1000 exp), wherein the afflicted Lasombra are constantly attended by ghouls intent on grooming them and can speak of little else save their appearance. 

Enmity of Shadows (Flaw 800 Exp Bonus) 
Very few unlucky Lasombra are afflicted with this Flaw, in which the shadows that they summon may well turn and attack him without provocation (a Lasombra with this Flaw must make a Willpower roll DC 10 + ½ Character Level each time he uses an Obtenebration power of Level 3 or above. A success indicates that the power functions normally; with a failure the summoned shadows attack their putative master.) 
Malkavian Merits and Flaws

Immaculate Aura (Merit 200 Exp Cost) 
Whether because of your iron control or some fluke of chance, your aura does not give away your insanity. The aura doesn’t shift or swirl at all, not even when you are confused, frenzied or in a psychotic fit. 

Benevolent Blood (Merit 200 Exp Cost) 
Your blood still carries the Curse of madness, but its effects have been lessened just a little bit. Any ghouls you create suffer none of the usual deranging side effects of drinking Malkavian blood – they can be loaded to the gills with your blood and not come one step nearer to gaining a derangement (they might still be driven mad by life with you, though, depending on how demanding your reality is). Of course, any childer you Embrace still gain a derangement after the Embrace as usual – although your vitae is easily diluted by mortal blood, the pure stuff carries the curse as one would expect. 

Deadened Nerves (Merit 800 Exp Cost) 
Whether it was a condition you held in life or an odd side effect of the Embrace, your nervous system is missing a few connections. You have very little tactile sense, whether pleasure or pain. The downside is obvious: One of your senses is greatly impaired, which can keep you from noticing important warnings (a blade at your back for instance – or in it). You suffer a -4 to all tactile related perception rolls, and the DM may call for a roll to notice even the blatantly obvious.  However, your deadened nerves also protect you from pain, allowing you to ignore your wounds until your flesh is literally torn from your bones. You suffer no penalties that would be incurred due to pain.

Disembodied Mentor (Merit 1000 Exp Cost) 
The voices in your head may tell you things, but boy are they useful things. You have a personal guide and advisor who exists largely in your own skull. He may have been a Malkavian who uploaded himself into the Network, or perhaps he is an imaginary construct with access to shared memories of the clan. Either way, it is exceedingly hard for enemies to cut you off from your mentor’s council. Unfortunately this merit has its drawbacks; your mentor can find you whenever he chooses, and can be a real distraction when you’re trying to do something he finds irrelevant. You’re not freed from the obligations of your relationship, either; you find yourself running errands for your mentor just as often as you would a real physical mentor as any normal pupil would, if not more so.

Sympathetic Bond (Merit 1000 Exp Cost) 
For what ever reason, you unconsciously cause a peculiar supernatural form of feedback through the links of the blood bond. Although you’re not immune to being blood bound (and can not take the merit: Unbondable) if you do become blood bound your regnant also becomes blood bound to you to an equal extent. Even if she was already blood bound to another, she now has the unenviable position of being regnant to two vampires at once. This can obviously lead to some unplanned and quite twisted codependent relationships.

Disconnection (Flaw 200 Exp Bonus) 
For what ever reason, you are completely blind to clan’s mental connection. Due to this you do not have access to the Malkavian Madness Network Skill and are unable to receive insights or Calls from your clan. You must be physically fetched to attend gatherings. This flaw can only be taken by the Malkavian Clan.
Stigmata (Flaw 200 or 800 Exp Bonus) 
You constantly seep blood from phantom wounds; even though your flesh is unbroken, you bleed. The bleeding is fairly slight, costing you only 1 extra blood point each evening (marked off just before dawn). If you bleed from visible locations such as the palms, you suffer a -2 to all social interaction rolls, although certain vampires will probably take your reputation as a seer more seriously. The 800 Exp version of this flaw indicates you bleed from your eye sockets; this obviously makes it impossible to travel within human society unveiled, and very much disturbs other Kindred (causing a -4 penalty to all social interaction rolls). In addition, all vision related checks are made with a -2 circumstance penalty.

Infection (Flaw 600 Exp Bonus) 
Your bite transmits the madness of your clan. Whenever you feed from a mortal, the Kiss holds them in place as normal. However, your mortal prey gains a temporary derangement for every three blood points you take from them; the madness lasts for 1 week. Malkavians with this flaw are often the ones you hear about infesting insane asylums; it’s the most low-key place for them to feed. This flaw can only be taken by the Malkavian Clan.
Nosferatu Merits and Flaws

The following Merits and Flaws may only be taken by Nosferatu characters, unless permitted by the DM. At your option, certain vampires who have been subjected to the Tzimisce Discipline of Vicissitude might also display these physical anomalies. 

Lizard Limbs (Merit 200 Exp Cost) 
When your limbs are restrained or grappled, you may spend a Blood Point and make a Willpower roll (DC 10 + ½ Character Level). If you succeed, you may "shed" a limb, leaving it in your opponent's grasp while you escape. The limbs may be re-grown normally. If you shed enough limbs, you can escape nearly any bonds, though it is difficult to flee the scene of captivity when one has no legs.... Nosferatu with this Merit often use it for practical jokes (Let's shake on it...). 

Long Fingers (Merit 200 Exp Cost) 
Your fingers are unnaturally long and spidery. You gain one a +2 to all rolls involving digital coordination or grappling. 

Oversized Fangs (Merit 200 Exp Cost) 
When you grew your fangs, you really grew 'em. Your fangs are enormous, snaggly things resembling cobra fangs or possibly even tusks. Your bite damage increases to the next dice category (ex: going to a 1d6 damage from the normal 1d4), and you may add +1 to intimidation checks. 

Oversized Mouth (Merit 200 Exp Cost) 
Your mouth is huge and you are able to open it to prodigious width. You may drink an additional two Blood Points from your victim each turn. 

Disgusting (Merit 400 Exp Cost) 
You have the ability to contort your body and face in all sorts of shocking and grotesque ways. You can drool blood, pop your eyes out to double their width, spontaneously grow and burst boils on your flesh, extend your tongue three feet out of your mouth, etc. In addition, you are an accomplished practitioner of the fine art of disgusting others, and take considerable pride in your ability to gross out anyone or anything. By concentrating for a turn and spending a Blood Point, you may will your body to do something vile, making a intimidation check with an additional +4 to your roll.
Slimy (Merit 400 Exp Cost) 
Your skin secretes slime like that of a worm or mollusk. You gain a +4 on checks made to escape being grappled. Additionally you take 1 less point of damage from fire. 

Swarm Attractor (Merit 400 Exp Cost) 
You must have at least one dot in Animalism to take this Merit. Your skin exudes a grease that attracts flies, gnats, bees, and other flying insects. While these insects normally buzz passively about you in a thick cloud, you may command them in a limited fashion. The bugs may travel up to 20 feet from you to sting and distract your foes. The swarm does no actual damage, but any being caught in the swarm must make a Willpower roll DC 15 or be shaken. If the victim rolls a natural one, they are panicked instead. 

Tough Hide (Merit 400 Exp Cost) 
Your skin is thick and leathery, resembling that of a pachyderm. You gain an additional +1 to your natural armor. 

Foul Blood (Merit 600 Exp Cost) 
Your blood tastes truly awful. Opponents who bite you in combat must make a Willpower roll DC 10 + ½ your Character Level or spend the next turn retching and gagging; the idiot who actually tries to commit diablerie upon you must make a Willpower roll DC 15 + ½ your Character Level in order to complete the process. 

Patagia (Merit 800 Exp Cost) 
You have grown large flaps of skin under your arms, like those of a pterodactyl or flying squirrel. You may use these patagia to glide for short distances, provided there is an updraft or strong wind. 

Blunt Teeth (Flaw 200 Exp Bonus) 
Your teeth are huge and square, not sharp like those of most other Vampires. You suffer a -2 to all bite attacks. 
Club Foot (Flaw 200 Exp Bonus) 
One of your feet is gnarled and deformed. You loose 5 feet from your movement speed. 

Nosferatu Caitiff (Flaw 200 Exp Bonus) 
You were Embraced by a Nosferatu, but failed to meet the standards of even that clan, and were subsequently rejected by your sire. As you did not complete the Becoming process, you were not fully transformed, but you still look rather odd. You suffer a -4 to your Appearance score. In addition, you present a tempting target for just about any bully - other Caitiff may not have much to kick around, but a "Nosferatu reject" certainly offers possibilities for abuse. 

Not all Caitiff sired by Nosferatu have this flaw; nobody knows why some do and some don't. 

Stench (Flaw 200 Exp Bonus) 
Few Nosferatu smell good, but you reach a new nadir of odiferous-ness. Even other Nosferatu are repulsed by your stink, you gain a -2 to all hide rolls made against any creature that can smell, unless you are upwind. 

Parasitic Infestation (Flaw 400 Exp Bonus) 
In many ways this Flaw is the negative counterpart to Swarm Attractor (above). Several species of hemovores - ticks, lice, mosquitoes, gnats, chiggers, leeches and the like - find your blood particularly tasty. These creatures crawl and hide among the creases and folds of your skin despite your best efforts to remove them. Particularly persistent are those vermin that drink from you three times and thus become enormous, bloated, Blood Bound ghouls. 

You may not command the vermin in any fashion; they are too intoxicated on your vitae to be of any use (though they do love you, for what it's worth). The parasites also drink from one to four of your Blood Points each night (roll 1d4.) This forces you to hunt more often. Finally, the constant itching and irritation causes you to suffer a -2 to all your rolls to avoid frenzy. 

Putrescent (Flaw 600 Exp Bonus) 
The mystic processes that inhibit the natural decay of the vampiric form were less effective on you. As a result, you constantly rot, though a day's rest checks and to some degree heals the effects. If you are jarred or hit violently you must make a Fortitude save DC 10 + ½ you Character Level. If you fail, one of your facial features or fingers falls off; if you roll a natural one, you loose 2 Blood Points and one of your limbs falls off. This will re-grow when the blood points have been replenished. 
Ravnos Merits and Flaws

Ravnos characters may take these Merits and Flaws in addition to those listed in The Vampire Players Guide. 

Family Allegiance (Merit 400 Exp Cost) 
Through your travels, you have gained the favor of a mortal Gypsy family. The family aids you in your exploits whenever possible, providing shelter from enemies or acting as a method of transportation to or from a city. You gain a +2 on all social interaction with the family in question. So long as you do not abuse your trust (such as using family members as steady Sources of blood), the family will not turn away trom you. 

Family Enmity (Flaw 400 Exp Bonus) 
By an act of betrayal, or perhaps a simple "misunderstanding," you have gained the scorn of one of the families. They will not offer any assistance to you, and may even alert your enemies to your presence in a city. Until you redeem yourself, be it through unrewarded loyalty or perhaps remarkable cunning, they will interfere with your plans and darken your name wherever they travel. 

Marhime (Flaw 600 Exp Bonus) 
You have committed some grievous crime against the Gypsies, and arc now shunned by their families (including the Ravnos). Though they do not work against you, they avoid contact, as you might contaminate them (you suffer a -4 on all Social rolls involving other Gypsies). Cleansing yourself of your crime is an arduous uphill battle; until you are redeemed, you are unable to travel in the company of your people for anything longer than a few nights before they drive you away. 

Setite Merits and Flaws

Drug Resistance (Merit 400 Exp Cost) 
You are unusually resistant to drugs. Alcohol, narcotics and similar addictive substances have little or no effect "upon you. You can drink from winos with impunity, or pretend to be far drunker than you are in order to take advantage of an opponent. 

Poisonous Bite (Merit 400 Exp Cost) 
You have developed poison glands in the roof of your mouth. The poison is virulent, although Kindred and other supernatural creatures are unaffected by it. You, of course, are immune. When you bite, you always inject this poison as a size small viper, usually killing your human victims. You must learn to feed in other ways, perhaps drawing the blood you need with a syringe or razor, if you do not wish to kill every time you feed. 

Addictive Blood (Merit 600 Exp Cost) 
Your blood is especially delicious to others, Kindred or Kin, containing a substance they find physically addictive. Once they have drunk it, they must drink again, or have to make a Willpower save at inconvenient moments to avoid suffering the effects of withdrawal. Setites with this Merit find it much easier to Blood Bond an opponent, as once they have tasted the tainted vitae; they will do almost anything to drink it again. 

Scales (Flaw 200-600 Exp Bonus) 
During your Embrace, a portion of your skin became scaled. A smaller area, such as a limb which would force you to wear a long glove at all time, is 200 Flaw, having your entire torso affected so that you must always cover up is a 400 Flaw, while having a scaled, lipless face is a 600 Flaw. 

Forked Tongue (Flaw 400 Exp Bonus) 
Your tongue is forked and flickering, like that of a snake. You speak with a hiss. Upholding the Masquerade becomes difficult for you. Note that this tongue does not inflict aggravated damage, nor draw blood. 

Heartless (Flaw 800 Exp Bonus) 
Having removed your heart via the fifth level of Serpentis, you have lost it. The heart might be in the possession of a foe, or simply missing. If it is possessed by some other Kindred, (perhaps a Setite elder, or your sire) you must obey their every command. If it is lost, the anxiety this causes you interferes with your nightly existence. 

Toreador Merits and Flaws

Controllable Thirst: (Merit 200 Exp Cost)
Because Toreador spend so much time around mortals, resisting Frenzy caused by the smell, sight or taste of blood is easier for them. Whenever the Kindred makes a Frenzy roll over blood, they gain a +2 to their roll. 

Eye for Beauty: (Merit 200 Exp Cost) 
The kindred is a natural critic. They gain a +4 for all Art Appreciation related rolls. 

Mortal Double: (Merit 400 Exp Cost) 
You have the services of someone alive who looks just like you. This person might be your actual twin. (Other explanations are possible: a long-lost brother, a master of disguise, a clone, a victim of Vicissitude, etc.) However, unless he is made into a ghoul, he will continue to age normally. Eventually, he will no longer be your exact double. The double may move about freely during the day, aiding you in hiding your vampiric nature. The double must be fully aware of your personal life, including all your relationships and activities. He must also be a good actor. 

Refined: (Merit 400 Exp Cost) 
You are a member of the elite. You are at home in high society and you never feel out of place around the "beautiful people." You gain a +2 to all social checks involving high society. In addition, you are often invited to Toreador socials reserved for those of higher Toreador Prestige than yourself. 

Blasé: (Merit 600 Exp Cost) 
You are not easily impressed by others. You automatically resist all Presence powers. However, if the Kindred using Presence is far more powerful than yourself, the DM might require you to make a save as normal. 

"Gifted": (Merit 600 Exp Cost) 
You gain a +2 on all Creativity rolls and Artistic Expression rolls. 

Greater Colors: (Merit 600 Exp Cost) 
The vampire sees colors more distinctly and with greater definition. The world is far more colorful. Unfortunately, the vampire is more likely to become enraptured by colorful objects. Despite the drawback, when used in conjunction with Aura Perception, the vampire will discover far more information about her target. They gain a +4 to all rolls for reading a target's aura. The DM choose to provide one additional piece of information about the target for every 5 over a DC 15 that the vampire made. This may be used only once per month on a particular target. Finally, all Artistic Expression rolls involving color receive a +2 bonus. 

Supernatural Spouse: (Merit 800 Exp Cost) 
You share a relationship equivalent to marriage with a supernatural creature other than another Kindred. Both of you receive the benefits of the True Love Merit for one another. This creature may be an elemental, a shape-changer, a faerie, a ghost or something even more unusual. Unfortunately, both of your kind would consider you threats if they knew of your relationship. You may declare your love for one another openly, although you risk becoming an outcast - or worse. You and your spouse would die and kill for one another. 

Powerful Ghoul: (Merit 1000 Exp Cost) 
You have a very powerful ghoul Blood Bound to you. The ghoul has six points to put into any Disciplines other than Vicissitude, although at least one point must be put into Potence. The ghoul is equivalent to a 15th level character and should be created as such. However, the ghoul might also get jealous of any relationships you have with others. 

Vampire Spouse: (Merit 1000 Exp Cost) 
You hold regnant over another Kindred, though she holds regnant over you as well. The two of you are in love, and you automatically have the benefit of the Merit: True Love. Your vampire spouse is your equal in terms of power and status. However, as a couple, you are very formidable. You allow nothing to get in the way of your love. You and your spouse would die or kill for one another. 

Poor Taste: (Flaw 200 Exp Bonus) 
You suffer a -4 to all rolls dealing with art appreciation. You are forever a Poseur, and you have no ability to judge a masterpiece from trash. In fact, if you had the choice, you would choose the trash. 

Rival: (Flaw 200 Exp Bonus) 
You have an intense rivalry with another Kindred. You are always competing with this individual, either for fun or out of spite. In besting this individual, you go to extremes, and he behaves similarly towards you. Your rival occasionally gets the best of you, but you do the same to him. 

Tortured Artist: (Flaw 200 Exp Bonus) 
You must suffer for your work. Your work is never good enough to suit you. You often suffer ennui (see Malkavian Derangement: Depression for game mechanics) for extended periods of time when working on art, preventing you from working steadily. In addition, you constantly find yourself in heartbreaking positions; perhaps you subconsciously lead yourself into those situations to acquire the experience you need for your work. 

Vulgar: (Flaw 200 Exp Bonus) 
You will never fit into high society. You are crude, rude and socially unacceptable, forever a Philistine. You gain a -2 to all social interaction rolls with those of higher society and are treated as having one less level of Status when invitations to Toreador socials are prepared. You will never be fully accepted as a Toreador. Many will question your Sire and possibly ridicule him for choosing you. 

Artistically Inept: (Flaw 400 Exp Bonus) 
You must work harder than most artists to accomplish great work. You are still capable of creating a masterpiece, but it is tougher for you than for someone else of equal training. You suffer a -4 on Creativity rolls and Artistic Expression rolls. 

Social Outcast: (Flaw 600 Exp Bonus) 
You have severed your ties to the Artistes and Poseurs. You no longer play their silly games. You will never rise in Clan Prestige, and you are the equivalent of an anarch. However, the anarchs will not accept you due to some past transgressions you have committed against them. You have no place in the world of the Damned. 
Tzimisce Merits and Flaws

These are available only to Tzimisce characters. 

Pain Tolerance (Merit 400 Exp Cost) 
Note: you must be of evil alignment to take this Merit. 

Either because of personal proclivity or the rigors of Vicissitude, you have become acclimatized to pain. This affinity enables you to ignore pain related negatives (such as from disables & some spell effects). At 0 Hit-points you can still perform standard actions (or movement, but can not do both) without dropping to -1, otherwise you are still Incapacitated normally. 

Haven Affinity (Merit 400 Exp Cost) 
Your territorial instincts rivals that of a Lupine. When acting on "home soil" (your main haven, not auxiliary havens), you gain a +2 on all rolls. You may also automatically sense which direction is home with an Intelligence check, DC 10. 

Privacy Obsession (Flaw 600 Exp Bonus) 
You carry the Tzimisce respect for privacy to extremes. You must make a Willpower save DC 10 + ½ your Character Level to enter another being's dwelling without being invited (though you will go to fiendishly clever lengths to garner an unwitting invitation). When disturbed in your manse by an uninvited guest, you must make a Willpower save DC 10 + ½ your Character Level to avoid a frenzy. 
Ghoul Merits and Flaws

The following Merits and Flaws are meant for use with ghoul characters only. Some duplicate certain Merits or Flaws found in The Vampire Players Guide; in all cases, this book is assumed to take precedence. Ghouls are not subject to all the limitations or prerequisites Kindred may be, and the rules governing ghouls should be appropriately different. 

Pale Aura (Merit 200 Exp Cost) 
Due to some quirk of fate or your reaction to the Blood, your aura is naturally pale. Vampires reading your aura via Auspex assume you to be Kindred unless they have strong reason to suspect otherwise. This Merit can be of great use if you wish to impersonate a vampire, but can also cause some very dangerous misunderstandings. 

Blood Flaw Immunity (Merit 600 Exp Cost) 
For some reason, you are resistant to the bloodline flaws of any vampire from whom you drink. You can guzzle Nosferatu vitae until your stomach bursts, and your complexion won't suffer a whit. 

Benevolent Domitor (Merit 600 Exp Cost) 
For whatever reason, your domitor is actually rather fond of you. Perhaps your service has been exemplary, or perhaps you simply remind him of someone in his past -- given the alien nature of the vampire mind, you may never know for sure. Your domitor treats you with some measure of compassion and does not casually endanger your life. Of course, he still expects you to give your life for his if need be, but until that night, the two of you are something akin to friends. 

Supernatural Companion (Merit 800 Exp Cost) 
You are allied with a supernatural being, but not a vampire. This may be a werewolf comrade, the ghost of a relative, or even a friendly fae. You may ask for her help in times of need, but she may not always be able to help. She may also require your help at inconvenient times (such is the cost of friendship). It is highly improbable that your allegiance is looked on favorably by her kind, and any Kindred who discovered your relationship would almost certainly disapprove. The DM will create your companion, and won't reveal her full capabilities.  

Unbondable (Merit 1200 Exp Cost) 
You cannot be Blood Bound to a vampire, no matter how often you drink from his veins. This Merit is obviously very useful for one whose powers depend on vitae, and its cost is accordingly high for ghoul characters. 

Vicissitude Modifications (Merit 200-800 Exp Cost) 
Although you may not be talented at the Tzimisce forms of fleshcrafting and boneshaping, at some point you have been... modified into a more warlike form. Generally speaking, you're a szlachra, and most modifications necessitate the purchase of the Physical flaw: Monstrous. As a role, the Tzimisce make sufficient cosmetic alterations to rain the looks of all their battle-ghouls, even those whose modifications are not in and of themselves hideous. 

These modifications are permanent unless shaped away by further Vicissitude or spells. Although dangerous, any weaponry causes normal damage only; despite its horrid appearance, your arsenal is still only mortal flesh and bone. You may purchase as many modifications as you can afford, but your social abilities are probably doomed. 

Circular Vision (200 Exp Bonus): One of your eyes has been moved to the back of your head, granting you the ability to see at a wider angle. This is a difficult operation and can be performed only by masters of medicine and Vicissitude. In addition, your depth perception is poor at any angle, and you suffer a -2 to any rolls that involve gauging distance, including use of missile weapons. You must take the Monstrous Flaw. 

Fangs (200 Exp Bonus): Your teeth have been lengthened and sharpened; your smile may resemble a shark's or cat's, or may be unlike anything found in nature. You may use the Bite maneuver, but suffer a -2 to social interaction rolls that do not involve intimidation or causing fear. 

Digestive Modifications (400 Exp Bonus): You are able to digest any organic material that you can break up and swallow. Your gain a +2 to any rolls relating to resisting ingested poisons. 

Spurs (400 Exp Bonus): Long bone spurs protrude from your forearms, back and/or legs. You may slash with these for 1d4 damage; however, they are hard to conceal, and you suffer a -2 penalty on any social interaction rolls save those involving intimidation. 

Carapace (600 Exp Bonus): You are covered with bony or horny plates that protect you from attack. You gain +1 to your natural armor, but you must take the Monstrous Flaw. 

Patagia (800 Exp Bonus): Your bones have been hollowed, and flaps of skin (from yourself or another hapless soul) have been grafted onto your arms, giving you the appearance of a human pterodactyl. You may use these flaps to glide, though you may not actually fly. While gliding, you may not use your arms. Furthermore, you must take the Monstrous Flaw. 

Note: Ghouls may never heal Vicissitude modifications, not even with vampire blood. In this respect they are as helpless as mortals. The exceptions are ghouls who themselves possess Vicissitude, though a lowly Zantosa may well find herself helpless to repair the mutilation inflicted by a seventh-generation Tzimisce (to repair Vicissitude alterations, a ghoul must have a level of Vicissitude superior to that of the vampire who inflicted the mutilation). 

Artificially Aged (Flaw 400 Exp Bonus) 
You have been flesh-crafted to look like an adult, although true maturity is still some time in your future. Although you can pass as older than you actually feel, you have difficulty dealing with complex situations. Your gain a -2 to resist; tantrums come easily to you. You also take a -2 penalty on all social interaction rolls that involve subtlety or sophistication. 

Domitor Pariah (Flaw 400 Exp Bonus) 
You are Bound to a vampire who, for whatever reason, is unwelcome among or even hated by the other Kindred of the chronicle area. Without Kindred allies, she finds herself relying on her human and ghoul associates to get by. You will likely find yourself given additional responsibilities, which may present opportunities for you to further ingratiate yourself with the master. However, if other Kindred discover whom you serve, your life might well be in danger. The DM will determine why your domitor is so despised; you are welcome to offer suggestions, but the DM is under no obligation to tell you the cause of such antipathy. You might not even know that your beloved liege is hated at all; after all, who could dislike such a wonderful creature as she... ? 

Romantic Notions (Flaw 400 Exp Bonus) 
You believe your entire existence as a ghoul to be head and shoulders above your previous life. You feel that your domitor needs you, and that every feeding is nothing short of an act of purest love. Revenants with this Flaw want nothing more than to serve the glorious ideals of the uncivilized vampire, and leap to indulge any base vampire's whim. 

Your Willpower saves suffer a -2 when the object of your romanticism attempts to use Dominate or Presence on you. Independent Ghouls may not take this Flaw unless the DM approves a common sort of vampire whom the ghoul idolizes, and with whom the ghoul puts herself at a disadvantage in dealings, due to her romanticized ideas. 

Vitae sink (Flaw 600 Exp Bonus) 
For whatever reason, you metabolize vitae more quickly than other ghouls do. You must be fed every two weeks, rather than every month, or lose all supernatural traits and revert to a human once more. Few ghouls with this Flaw last beyond their natural life spans; at this rate, missed feedings do happen. 

VAMPIRE FEATS
Airy Gallop (Secret College of Necromancy): Prerequisites – Con – or Living Dead Template, Ride Skill 10 Ranks
Riders with the Airy Gallop feat can gallop “downhill” from sheer cliff to the ground below, or can even convince mounts to gallop “uphill” into the air. To achieve these remarkable tasks, the mount’s rider must make a successful Ride Check (DC 15) at the beginning of the action, and every 10 minutes thereafter with a cumulative -2 penalty. Mounts cannot stand still in midair while performing an Airy Gallop, if forced to move slower or stop, they immediately fall. 
Corrupted Wild Shape (Liberis Mortis): Prerequisites – Undead Type, Wild Shape Class Feature

You can use your wild shape ability even though you are undead. The ability functions just as if you were a living creature using the ability with the following exceptions; you retain all the immunities of the undead type while in your new form. The form you assume looks half-decayed, with missing patches of fur and rotted, worm-eaten flesh. While you are in this form, the rank odor of death hangs around you. Normal: Since it is based on the polymorph spell, wild shape works only on living creatures.

Curse Water (Fangs & Fury): Prerequisites – Vampire, Evil Alignment, ability to cast 1 evil spell
You can Curse Water, as the spell from a caster equal to your HD. This is a full-round action that provokes an attack of opportunity. You may use this ability a number of times per day equal to your HD. Unlike casting the spell, creating unholy water using this feat does not require a material component. 
Daunting Presence (Liberis Mortis): Prerequisites – Cha 13, Base Attack +1

You may take a standard action to awe an opponent. The opponent must be within 30 feet, have line of sight with you, and have an Intelligence score. If the opponent fails a Will saving throw (DC 10 + ½ your character level + your Charisma Mod) it is shaken for 10 minutes. This feat has no effect on a creature that is already shaken. Special: A fighter may select Daunting Presence as one of his fighter bonus feats. 
Death Master (Secret College of Necromancy): Prerequisites – Cha 13, Undead Type, Daunting Presence, Base Attack +1

Whenever you score a critical hit with a melee attack against a living foe, the foe is also shaken for 1 minute. This is a mind-affecting, fear effect. 
Devil’s Tongue (Fangs & Fury): Prerequisites – Evil Alignment
You speak and read Abyssal & Infernal. Additionally you gain a +2 circumstance bonus on all Charisma based skills and checks when interacting with evil outsiders whose alignments are no more than one step from your own. 
Disassemble (Secret College of Necromancy): Prerequisites – Con – or Living Dead Template, Character Level 10, Dex 15, Wis 15
You can remove an eye, head, hand, arm, or leg without suffering damage, and then replace the limb later when it proves convenient. The limb can move at half normal speed and can attack normally. Vorpal blades and similar decapitating attacks cause you no harm. 
Discorporate (Secret College of Necromancy): Prerequisites - Con – or Living Dead Template, Character Level 6, Cha 15
You do not require a physical form. You become incorporeal for a single round a number of times equal to your level or Hit Dice per day. Your equipment and any creature you entirely enclose are likewise momentarily out of phase with the material world. You must return to material form the following round but may have moved in the meantime. 
Dying Blow (Secret College of Necromancy): Prerequisites – Toughness, Con 12

With this feat, a disabled or dying character may rise up and make standard attacks or attacks of opportunity even after being reduced to 0 HP or less. However, the character cannot move (except a five-foot step) or cast spells. Also, a character may not check for self-stabilization on a round in which this feat is used. Special: Death Knights may gain this feat without the Toughness prerequisite. 
Empower Natural Weapon (Fangs & Fury): Prerequisites – Imp. Natural Weapon, Base attack +5

One of your natural attacks gains the ability to overcome damage reduction as if it were a +1 enhancement bonus. This ability does not grant an actual +1 enhancement bonus on attack or damage. Special: You can take this feat multiple times. Its effects do not stack. Each time you take the feat, it applies to a new natural weapon. 
Enduring Life (Unlife) (Secret College of Necromancy):
Whenever you gain a negative level, you can ignore the penalties and other ill effects associated with the negative level for a number of minutes equal to your Constitution bonus (if any). For example, if Tordek (Con 15) is struck by a wight, he gains one negative level. However, he can ignore the -1 penalty on attack rolls, saves, ability checks, and skill checks associated with that negative level for 2 minutes, since his Constitution bonus is +2. (If Tordek were a spellcaster, he would also avoid losing a spell slot for 2 minutes). You also gain a +4 bonus on Fortitude saves to remove negative levels. 
Energy Drain (Fangs & Fury): Prerequisites – Vampire, Imp. Natural Weapon, Empowered Natural Weapon, Improved Blood Drain, Base Attack bonus +16

When you make a successful claw attack on a living creature, the target gains 1 negative levels (2 negative levels on a critical hit). The DC to remove this negative level is 10 + ½ Your HD + your Charisma Modifier. Additionally, you heal 5 points of damage for every negative level bestowed. This is different from the normal rules for energy drain, which grant the draining creature 5 Temporary Hit Points. 
Enslaving Kiss: 
When applying your bite in combat your victims have to make a save (DC 10 + Cha Mod) to avoid succumbing to your Kiss and stop resisting. Normal: In combat Victims do not need to make a save versus the Kiss.
False Demise (Secret College of Necromancy): Prerequisites – Con – or Living Dead Template, Disassemble, Character Level 10, Dex 15, Wis 17

As long as you have hit points remaining, you may fake your own death by falling into dust, into puddles of ectoplasm, or into fading shadows, as appropriate. Within a few minutes or rounds, you can pull yourself back together and go about your business. 
Fearful Moon (Secret College of Necromancy): Prerequisites – Con – or Living Dead Template, Spook Animals Feat

You can moan as a standard action, forcing all living things within a 30 foot spread to make a Will save or become panicked for 2d4 rounds. This is a sonic, necromantic, mind-affecting fear effect, and saving throw penalties from the Necromantic Fearful Gaze feat do stack with it. A creature that saves successfully cannot be affected by another Fearful Moan for 1 day. 
Forgettable (Fangs & Fury): Prerequisites – Vampire, Bluff Skill, Hide Skill
You can erase any new memories of your presence from a single creature’s mind by attempting a Bluff check, opposed by the target’s spot (if simply observing you) or Sense Motive (if speaking with you). If the target is a guard, or sentry, or otherwise tasked with defending an area, it can make a Will save to resist this effect (DC 10 + ½ you HD + your Charisma Modifier). 

Gaseous Form (Fangs & Fury): Prerequisites – Vampire, Ability to polymorph into at least one other form as an innate or class ability. A spellcaster who can perform polymorph self or shapechange from her spell list (not just from a scroll) may also take this feat.
You can take Gaseous Form once per day, as the spell from a spell caster of a level equal to your HD. 
Ghost Light (Secret College of Necromancy): Prerequisites – Con – or Living Dead Template Discorporate

You can create a small pale light like a will o’ wisp. This acts as a light spell, and with its motion you can effectively create a compulsion to follow the light (Fort Negates, DC 10 + your level or HD). Maintaining the light for more than a single round requires concentration.

Hypnotic Voice (Fangs & Fury): Prerequisites – Vampire, Cha 11
Once per day, you can produce Hypnotism as the spell from a caster of a level equal to your HD. 
Improved Blood Drain (Modified Fangs & Fury): Prerequisites – Vampire, Imp. Natural Weapon, Base Attack +5

You are incredibly efficient at feeding, you drain 2d4 Con per round instead of the normal +2 Con every round. 
Improved Energy Drain (Secret College of Necromancy): Prerequisites – Cha 15, Energy Drain Supernatural Ability

Whenever you bestow a negative level upon a creature, you gain a +1 bonus on all skill checks, ability checks, attack rolls, and saving throws for 1 hour. 
Improved Kiss: Prerequisites – 

You gain a +2 to the DC of your Kiss. 
Improved Legerdemain (Fangs & Fury): Prerequisites – Vampire, Int 13, Perform Skill, Legerdemain

You can cast Magic Aura, Message, Silent Image, and Ventriloquism without preparation, as a sorcerer of level equal to your HD. You gain a number of 1st level spells slots equal to your Intelligence Modifier, and the save DC against these spells uses your Intelligence Modifier. 
Improved Natural Weapon (Fangs & Fury): Prerequisites – 1 or more Natural Attacks

One of your natural weapon attacks has its base damage increased. If you have multiple attacks with the same natural weapon (such as claw attacks), the damage for all those attacks is increased. The new damage is based on the weapon’s original damage, as listed below. Original Damage: - = 1, 1=1d2, 1d2=1d3, 1d3=1d4, 1d4=1d6, 1d6 & 2d3=1d8, 1d8 & 2d4 & 1d10 =2d6, 1d12 & 2d6 =2d8, 2d8 & 1d20 =2d12. 
Positive Energy Resistance (Secret College of Necromancy): Prerequisites – Undead Type, Cha 17, Character Level 8

You gain resistance 10 against positive energy effects such as cure spells. 
Improved Toughness (Secret College of Necromancy): Prerequisites – Base Fortitude save +2

You gain a number of Hit Dice (such as by gaining level), you gain 1 additional Hit Point. If you lose a Ht Die (such as by losing a level), you lose 1 hit point permanently. 
Improved Turn Resistance (Secret College of Necromancy): Prerequisites – Undead Type

You are less easily affected by clerics or paladins than you normally would be (See turn or rebuke undead, page 159 Player’s Handbook). When resolving a turn, rebuke, command, or bolster attempt, add a +4 to your character level (monster Hit Dice plus Class Levels) to determine your Hit Dice for turn, rebuke, command and bolster attempts. For example, a 4 HD wight with this feat is treated as an 8 HD undead for the purpose of turn, rebuke, command, and bolster attempts, even though it is a 4 HD creature for any other purpose. A vampire that already has a +4 turn resistance adds an additional +4 with this feat, for a total of +8. 
Infamy (Fangs & Fury): Prerequisites – Evil Alignment, Cha 13, Leadership

You gain a +4 bonus to your leadership score. 
Lasting Life (Secret College of Necromancy): Prerequisites – Endurance, Enduring Life

Once per round, as a standard action, you can attempt to remove a negative level from yourself by attempting a Will save (DC 10 + ½ Attacker’s HD + Attacker’s Cha Mod). If the saving throw succeeds, the negative level goes away. You make a separate saving throw for each negative level you have gained. If the save fails, you retain the negative level, but you can try again next round to remove it. 
Legerdemain (Fangs & Fury): Prerequisites – Vampire, Int 11, Perform Skill

You can cast Dancing Lights, Ghost Sounds, Light, Open/Close, & Prestidigitation without preparation, as a sorcerer of a level equal to your HD. You gain a number of 0-level spell slots equal to your Intelligence Modifier, and the save DC against these spells uses your Intelligence Modifier. 
Lifebond (Secret College of Necromancy): Prerequisites – Cha 11, Undead Type

Whenever the chosen creature is within 60 feet, you gain a +4 bonus to your turn resistance and a +2 bonus on all saving throws. If the chosen creature dies, you lose these bonuses and take a -2 penalty on all saves for 24 hours. If you replace the chosen creature with another living creature, the bond can be transferred at your option. Special: This feat can be selected multiple times. Each time you select this feat, you apply its effects to a different living ally of yours. The effects of multiple life-bonded allies stack. 
Lifemask (Fangs & Fury): Prerequisites – Vampire

You gain the ability to eat, drink, and seat like a normal living creature, and even appear to breath. This feat applies a -4 penalty on Spot checks made to ascertain if you are a vampire (see essential nature in chapter one: the vampire scion). Normal: A vampire that consumes solid food or any fluid, other than blood or magic potions, must succeed at Fortitude save (DC 20) or take 2d6 points of damage. Special: You mimic the rhythmic movement of diaphragm and chest, but you do not actually breathe. This feat does not render you vulnerable to drowning, suffocation or gaseous attacks.

Lifesense (Secret College of Necromancy): Prerequisites – Cha 13, Con – or Living Dead Template
In addition to any normal light that might be present, your surroundings are illuminated by roving points of brightness created by living creatures. To your eyes, a Medium or smaller creature gives off life force sufficient to provide bright illumination in a 60 foot radius, revealing itself and all features and objects in range to your life-adapted sight. This life-light behaves like regular light – you can’t see into solid objects, or past solid walls. A large creature gives off life-light in a 120 foot radius, and the radius doubles again for each additional size category larger than medium, up to a maximum radius of 960 feet for a colossal creature. 
Natural Predator (Modified from Fangs & Fury): 
When feeding from animals you 1 blood point for every 1 blood point drained from the animal, instead of the normal ½ Blood Points. 
Positive Energy Resistance (Secret College of Necromancy): Prerequisites – Undead Type, Cha 15
You gain resistance 5 against positive energy effects such as cure spells. 
Rejuvenation (EPIC) (Secret College of Necromancy): Prerequisites – Con -1 or Living Dead Template, Disassemble, Discorporate, False Demise, Character Level 10, Dex 15, Wis 19
You return from death in 2d4 days. Even the most powerful spells and weapons can only destroy you temporarily. Returning requires a successful level check (d20 + your level or HD) against DC 16. 
Revenant (Secret College of Necromancy): Prerequisites – Iron Will, Wis 15, Character Level +5

A character reduced to -10 hp or less becomes a revenant thirsty for vengeance. The character’s type changes to undead and HD type increases to d12. The revenant retains its base attacks bonus, spell complement, feats, and skills. This return from death occurs 1d6 days after the character’s death. In addition, he gains the ability to regenerate 4 hp per round. He is effectively under a geas to find and kill the creature(s) that reduced him to 0 hp or less; this compulsion cannot be removed. When the last of his killers is dead, the revenant returns to the earth, permanently dead. Special: Death knights, as violent as they are already are, are far more likely to get up after death to wreak vengeance on the source of their demise. A death knight may gain this feat without requiring the Iron Will prerequisite. Death knights with the Unnatural Vigor ability do not become revenants until they are actually dead.. 
Sanguine Potion (Fangs & Fury): Prerequisites – Vampire, at least one of the following metamagic feats: Empower Spell, Extend Spell, Heighten Spell, and Maximize Spell.

You can affect the spell contained in a potion with a selected metamagic feat by sacrificing some of your own blood as you drink it. This is a full-round action that provokes attacks of opportunity. You can add the following metamagic effects to a potion by sacrificing blood equal to the listed hit point total (you must have the metamagic feat in question). This sacrifice is paid during the same round the potion is consumed Effect Added:  Empower Spell = 2 x base spell level in Hit Points, Extend Spell = Base Spell Level in Hit Points, Heighten Spell = Heightened Spell Level in Hit Points, Maximize Spell = 3 x Base Spell Level in Hit Points. 
Sense Alignment (Fangs & Fury): Prerequisites – Vampire, Wis 11, Sense Motive Skill

If you spend a full-round action to observer a creature within 30’, you can make a sense motive check (DC 15) to learn its alignment. A failed check reveals no information, or false information, at the DM’s discretion. Special: The Undetectable alignment or other such effect renders this ability useless, and you cannot tell that your attempt has been magically blocked. 
Sense Invisibility (Fangs & Fury): Prerequisites – Vampire, Wis 13, Sense Motive Skill, Detect Alignment

If you spend a full-round action to observe your surroundings, you can detect invisible creatures within 30’, you can pinpoint the invisible creatures’ location, and they do not benefit from full concealment. This effect otherwise is identical to the See Invisibility spell. Invisible creatures more than 30’ away, or which move more than 30’ away after being detected, cannot be located and have all the benefits of full concealment. 
Sense Life (Secret College of Necromancy): Prerequisites – Concentration +3 ranks, Wis 12

The Information gained depends on the strength of the life energies and the time spent studying them. This feat cannot detect undead or constructs (see Sense Undead Feat). Success requires concentration. 1st Round -  Presence or Absence of Living Creatures. 2nd Round – Number of Creatures and the Strength of the strongest Aura. 3rd Round – The Strength and location of each aura. If the creatures are in line of sight, you can make Spellcraft skill checks to determine the type of creature (Humaniod, Fey, Animal, Etc.) Make one check per creature with DC 16. 4th Round – Determine the level or HD of the Creature.

Life Sensing: 

Target Creature’s Level/Effective HD

Strength of Aura

Less than 1




Dim

1-3 faint

4-6 Moderate

7-9 Average

10-12 Strong

13-15 Very Strong

16+





Overwhelming

Sense Undead (Secret College of Necromancy): Prerequisites – Arcane Spell caster, Concentration +4 ranks, Sense Life

You sense the presence of the undead and magical necromantic constructs at Close Range. The Information gained depends on the strength of the magical and the time spent studying them. This feat cannot detect living things, only undead, energy beings, and constructs. Success requires Concentration.

Determine the exact information gained using the 4 round system provided in the Sense Life feat description. 
Shadowcaster (Fangs & Fury):

Add a +2 to the save DC for all spells you cast at night, and subtract -2 from the save DC for spells you cast during the day. 
Shadow Servant (Fangs & Fury): Prerequisites – Ability to cast at least one spell of the shadow subschool.

Once per day, you can send out your shadow to do your bidding, other than its appearance, the shadow servant functions exactly like the Unseen Servant spell, as cast by a sorcerer of a level equal to your HD. 
Spell Drain (Secret College of Necromancy): Prerequisites – Cha 15, Energy Drain Supernatural Ability, Improved Energy Drain, Caster Level 5

If you bestow a negative level upon a spellcasting creature, and that creature loses a prepared spell, you gain the ability to cast that spell once (as if you had prepared it). Treat the spell’s effects as if it had been cast by the character who prepared it (including caster level, save DC, and so forth). You need not have the prerequisite ability score to cast the spell (for instance, you need not have an Intelligence of 13 or higher to cast a fireball drained from the mind of a wizard). The spell remains in your mind for up to 1 hour. You can have a maximum number of stolen spells equal to your Charisma bonus (minimum of 1); any spells that you would gain above this number are simply lost. This feat has no effect on spellcasters who don’t prepare spells (such as a sorcerer, who simply loses one spell slot for each negative level bestowed as normal) or who have no spells prepared (such as a fighter, or a wizard who has cast all her spells). 
Spider Climb (Fangs & Fury): Prerequisites – Vampire, Dex 15, Imp. Natural Weapon

When climbing with your bare feet and hands, you can scale vertical surfaces and even traverse ceilings at up to half your base speed as an extraordinary ability. It otherwise functions like the spider climb spell. You can be pulled off a surface by a creature with a Strength score of at least 20 + your HD. 
Spook Animals (Secret College of Necromancy): Prerequisites – Con – or Living Dead Template

When you charge or attack a normal mount or animal, it must make a Will saving throw (DC of 10 plus undead’s HD). If the saving throw fails, the target is affected as if by a Cause Fear spell. Note: this is similar to the Special Quality “Frightful Presence” (See MM page 8) but only affects animals or creatures of animal intelligence (Int 1-2). 
Super Legerdemain (Fangs & Fury): Prerequisites – Vampire, Int 15, Perform Skill, Legerdemain, Improved Legerdemain

You can cast Locate Object, Magic Mouth, and Minor Image without preparation, as a sorcerer of a level equal to your HD. You gain a number of spell slots equal to your Intelligence Modifier, and the save DC against these spells uses your Intelligence Modifier.. 
Steely Stare (Secret College of Necromancy): Prerequisites – Necromancer 4th Level, Cha 14, Intimidate 1 + rank

The Necromancer gains +2 bonus on all Intimate checks against living targets. Against undead she gains no Intimidate bonus but instead gets a +2 bonus to all attempts to rebuke or command Undead. 
True Seeing (Fangs & Fury): Prerequisites – Vampire, Wis 15, Sense Motive, Detect Alignment, Sense Invisibility

Once per day, you can use a full-round action to produce True Seeing as a spell-like ability. This effect lasts for 1 round but functions in all other respects as the divine version of True Seeing cast by a cleric of a level equal to your HD. 
Unnatural Aura (Fangs & Fury): Prerequisites – Vampire, Evil Alignment, Base Attack +1

You gain the unnatural aura special ability. This is a supernatural ability. Wild and domestic animals can sense your presence at a distance of 30 feet. They will not willingly approach nearer than that and panic if forced to do so; they remain panicked as long as they are within that range. 
Vermin Form (Secret College of Necromancy): Prerequisites – Con – or Living Dead Template

You can turn from your undead form to a swarm of fleas, scorpions, spiders, cockroaches, or other small invertebrates. You suffer minimal damage from all weapon types and spells while in this form but cannot speak, attack or cast spells, while in vermin form. Clothes and equipment are not transformed with you. 
MALKAVIAN GENERAL DERANGEMENTS

1. Delusions - Any severe mental disorder in which contact with reality is lost or highly distorted. A mental state often described as involving a "loss of contact with reality".  
Game Mechanics: A vampire suffering from Delusions can perform actions only if she can rationalize them within the context of her delusions. For example, a vampire who thought they were a princess would not crawl around in a sewer. If the vampire ever performs an action that should be “impossible” within the context of her delusion she must make an immediate Horror check (Will save DC 15 + 1 per 3 levels) or become frightened (DMG pg. 301). In addition there is a 25% chance whenever the vampire tries to accomplish interactions with the “Real World” that the vampire interacts with (or is otherwise hindered by) its delusions instead. When this happens the Malkavian suffers a -8 to their checks.
2. Phobias - An anxiety disorder characterized by extreme and irrational fear of simple things or social situations

Game Mechanics: The Malkavian must make a Will save every round at anytime that the object of their phobia is encountered or become frightened (DMG pg. 301). The DC for this save is 10 + proximity modifier (100’ +1, 50’ +5, 20’ +10, 10’ +15, 5’ +20) + 1 per 3 lvls. Pictures, Facsimiles or the belief that the subject of the phobia is present may require this save at the DM’s Discretion.

3. Paranoia - A psychological disorder characterized by delusions of persecution or grandeur 

Game Mechanics: A vampire with this derangement gains a -5 (with a + 1 added to this penalty per 3 levels) to their Diplomacy & Sense Motive Checks. True evidence of betrayal or a major conspiracy requires the vampire to make a frenzy check DC 12 + Wis Mod.
4. Obsessions/Compulsion – This derangement bestows an irrational motive for performing trivial or repetitive actions, even against the vampire’s will; it can also be an unhealthy and compulsive preoccupation with something or someone.

Game Mechanics: The vampire suffers -4 to Will saves originating from the source of their obsession, they also return to this obsession in times of boredom or stress. The vampire must make a Will save when any opportunity to indulge in their obsession is presented with a DC 5-30 (depending on circumstances) + 1 per 3 lvls, or else indulge in their obsession. A vampire who fails their will save is considered Fascinated. If prevented from indulging in an obsession after a failed save, the vampire may have to make another save vs. frenzy or else may attempt to covertly indulge in their obsession.

5. Bulimia – Assuaged with their guilt and insecurity, a vampire with Bulimia needs to over indulge in food in an attempt to comfort themselves. 

Game Mechanics: While a normal vampire can store 10 + their Con mod worth of Vitae, a vampire with Bulimia will always try to obtain 1 ½ times the amount of blood that she can naturally store. While this excess is wasted & is unusable to the vampire, it’s the euphoria of consuming that’s the draw.  It is possible a vampire with this disorder to be unable to pull away from their victim before they are fully drained. While feeding the vampire must make a Will save DC 10 + 1 for every day that’s passed since their last indulgence, or else be unable to stop themselves from killing their victim. After gorging herself the vampire is ultimately racked with feelings of disgust and must purge themselves of blood within 1d6x10 minutes after feeding. Due to this process, the vampire never has full blood points and must roll 1d6 to determine how many blood points they’re missing every night. Due to the nature of this disorder the vampire always attempts to hide her activities from others. If a vampire with Bulimia is unable to gratify their need to overindulge on blood for any reason, they must make a Will DC 10 + the number of days since her last indulgence +1 for every 3/lvls, or else fly into a Frenzy. This Frenzy is only ended by the vampire completely gorging herself to 1 ½ her Vitae capacity. Afterwards, the vampire returns to normal and follows her normal routine.  

6. Depression - A low or irritable mood and/or a loss of interest or pleasure in usual activities. It interferes with one's normal functioning and often includes physical symptoms.

Game Mechanics: Every day there is a 1 in 3 chance of depression affecting the vampire, this increases to a 50% chance of occurring after traumatic or high stress situations. When affected, a depressed vampire gains a -2 to their initiative and acts as if under the effects of a Doom spell.
7. Hysteria/Anxiety - A feeling of nervousness, apprehension, fear, or worry. 

Game Mechanics: While normally jittery and anxious, whenever the vampire is exposed to an overly stressful situations they must make a Will save (DC 5-30 + 1 per 3 lvls) depending on the circumstances, or else become panicked. If the vampire fails this save by 15 or more, she instead enters Frenzy.
8. Attention deficit hyperactivity disorder (ADHD) - A chronic disorder that initially manifests in childhood and is characterized by problems with hyperactivity, impulsivity, and/or inattention.

Game Mechanics: Whenever a vampire with ADHD is not surrounded by multiple sources of stimuli, they must make a Will save (DC 5-30 + 1 per 3 lvls) depending on the situation in order to remain actively engaged with the events occurring. If the vampire fails this save they are unable to respond or listen to what’s going on around them. They take a -10 to all spot, listen, search and social checks for the next 10 minutes or until new stimuli are presented. The vampire remakes this save every 10 minutes of inaction or without stimulation. If the vampire fails by more than 5, their attempts to amuse themselves become distracting to those around them, if they fail by more than 10 the vampire will find it impossible to remain in one spot and will need to leave the situation.

9. Fugue – When subjected to stress, the vampire begins a specific, rigid set of behaviors to remove the stressful symptoms. They act as if on auto-pilot in a state similar to sleepwalking, and recall nothing of the events that occurred while they were under its influence.

Game Mechanics: In times of stress, the mind of the vampire is unable process the stimuli around him and shuts down in order to protect itself. A vampire with Fugue must make a Will save (DC 5-30 + 1 per 3 lvls) depending on the stress or disconnect from the world. If the vampire fails this save they act as if in a trance-like state. They can not perform any mental actions, but can move in a guided manner. They can react to stimuli and will attack back if assaulted, but will not initiate such actions. Once the immediate threat that caused them to react is gone they will return to their previous state. The vampire will remain this way until the initial stress has been removed for at least 5 minutes or 1 hour passes. If the vampire finds himself in this state & is unguided when dawn is approaching, the vampire will unconsciously find a safe place to hide himself before the sun rises.

10. Dementia - Symptoms of dementia vary considerably by the individual, most affected by dementia have some (but not all) of these symptoms. The symptoms may be very obvious, or they may be very subtle and go unrecognized for some time. The first sign of dementia is usually loss of short-term memory. The person repeats what he just said or forgets where she put an object just a few minutes ago. Other symptoms and signs are as follows:

· Early dementia -

Word-finding difficulty - May be able to compensate by using synonyms or defining the word, Forgetting names, appointments, or whether or not the person has done something; losing things, Difficulty performing familiar tasks - Driving, cooking a meal, household chores, managing personal finances, Personality changes (for example, sociable person becomes withdrawn or a quiet person is coarse and silly), Uncharacteristic behavior, Mood swings, often with brief periods of anger or rage, Poor judgment, Behavior disorders - Paranoia and suspiciousness, Decline in level of functioning but able to follow established routines at home, Confusion, disorientation in unfamiliar surroundings - May wander, trying to return to familiar surroundings

· Intermediate dementia -

Unable to carry out activities of daily living (i.e., bathing, dressing, grooming, feeding, using the toilet) without help, Unable to learn new information, Increasing disorientation and confusion even in familiar surroundings, Greater risk of falls and accidents due to poor judgment and confusion, Behavior disorders - Paranoid delusions, aggressiveness, agitation, inappropriate sexual behavior, Hallucinations, Confabulation (believing the person has done or experienced things that never happened), Inattention, poor concentration, loss of interest in the outside world, Abnormal moods (anxiety, depression)

The person may not be aware of these problems, especially the behavior problems. This shows as a decline of reasoning, memory, and other mental abilities (the cognitive functions).

Game Mechanics: While vampires suffering from Dementia can display a wide variety of behavior anomalies, however all suffer a -5 penalty (with a +1 added to this difficulty per 3/lvls) on any checks made to recall information or events older than 1 hour. In addition, all social interaction checks attempted suffer a -5 penalty (with a +1 added to this penalty per 3/lvls) due to inappropriate social responses. A vampire with Dementia who is accompanied by an adept caretaker who can make a Heal check of 15, or a Diplomacy of 20, can lower this penalty by 2.

11. Multiple Personalities – The character’s psyche makes a desperate attempt to contain the mental trauma it has suffered by splintering into separate identities. 

Game Mechanics: The character retains a core personality, 10d10 fragments, and 2d10 alter egos. The fragments are partial personas, easily described in a single phrase, such as “coin collector”, “sleepy child”, “talented dancer”, etc. The player can assign a single skill or ability to each fragment. Fragments can use their one talent if called upon, but the always ignore anything that has no relation to their single subject. Alter egos consider themselves distinct individuals, but alters often believe their race, class, or gender differs from the core personality. These alter egos can not be convinced they are not as real as the core personality. The player should flesh out these alter egos. See Ravenloft Core book pg. 75, or other sources for random character creation charts. Alter egos have access to all of the core personality’s skills and abilities, but they will not use them if doing so would be “out of character”. Keeping a numbered list of hero fragments and alters for ease of reference is recommended. Whenever a character suffering from Multiple Personalities has to make a Will save, she must also make an immediate additional Will save equal to 10 + ½ Lvl or else switch personalities (free action). The character should also make this save DC 15 + ½ Lvl each time she rests. If the character succeeds she wakes up as the core personality. If she fails she switches to a random persona. The core personality has no conscious memory of time spent in other personalities, but the character does not acquire negative levels. Alter egos are typically “aware” of each other and can leave messages for each other if they wish. It is not uncommon for alter egos to dislike each other or the core personality.

12. Schizophrenia – The vampire’s personality suffers a serious collapse, her sense of self erodes and she experiences drastic and unpredictable personality shifts.

Game Mechanics: Once every week, & whenever the vampire has to make a Willpower save of any kind, she must succeed on a separate Willpower save (DC 15 + 1 per every 3 lvls) or have her alignment immediately and randomly change. A 1d4 is rolled for ethical alignment (1:Lawful, 2:Neutral, 3:Chaotic, 4:Original Alignment), and a second 1d4 is rolled for moral alignment (1:Good, 2:Neutral, 3:Evil, 4:Original Alignment).

13. Oppositional Defiant Disorder (ODD) - The following are behaviors associated with ODD: Negativity, Defiance, Disobedience, Hostility directed toward authority figures. These behaviors are regular and consistent. Some of these signs and symptoms are: Temper tantrums, Argumentativeness with adults, Refusal to comply with requests or rules, Deliberate annoyance of other people, Blaming others for mistakes or misbehavior, Acting touchy and easily annoyed, Anger and resentment, Spiteful or vindictive behavior, Aggressiveness toward peers, Difficulty maintaining friendships, Academic problems

Game Mechanics: If there is a forced action, rule, law, request or demand by an authority figure, or overwhelmingly agreed upon idea, a vampire with this derangement must make a Will save DC 10 + ½ lvl or else be outwardly (and most likely loudly) opposed to the decision & possibly act out in protest. After a failed save the vampire takes a -2 to all checks made in relation whatever it he is opposed to, & additionally he suffers a -8 to all social interaction checks made with those who look favorably upon on the source of his opposition.
Suggested encounter chart:


       Roll 1d8


1		12/13    Gen


2 - 5 	10-11    Gen


6 - 7     	    8-9    Gen


8          	    6-7    Gen











Distance


101’ to 1 Mile -	+1 DC


1 Mile -		+2 DC


5 Mile -		+3 DC


10 Mile -	+4 DC


100 Mile -	+5 DC


500 Mile -	+6 DC


1000 Mile - 	+8 DC


10,000 Mile -	+10 DC


100,000 Mile -	+15 DC


Same Plane - 	+18 DC


Different Plane -	+20 DC





Specificity


General broadcast	-2 DC


Sire - 			+0 DC


Intimate Friend -		+2 DC


Good Friend -		+4 DC


Friend -			+6 DC


Friend of Friend -		+8 DC


Acquaintance -	            +10 DC


Met Once -	            +15 DC


Know about - 	            +20 DC


Heard of -	            +25 DC





Length


Emotion - 		-4 DC


1 Word - 		-2 DC


2 Words - 		+0 DC


4 Words - 		+2 DC


Include ID -		+2 DC


Include Location -	+2 DC


Sentence - 		+6 DC


Paragraph - 	            +10 DC


Visual Image - 	            +15 DC


Projected Memory -         +20 DC





Sensing Modifier – Clan Members


DC = 20 + Sensing Mod + 


Target’s Gen Mod 


 Sire - 			 -4 DC


 Intimate Friend -		 -2 DC


 Good Friend -		+0 DC


 Friend -			+5 DC


 Friend of Friend -	+8 DC


 Acquaintance -	            +10 DC


 Met Once -	            +15 DC


 Know about - 	            +18 DC


 Heard of -	            +20 DC








Generation Modifier


1 Gen Modifier:	-20 DC


2 Gen Modifier:	 -18 DC


3 Gen Modifier:  	 -15 DC


4 Gen Modifier:	 -10 DC


5 Gen Modifier:	  -8 DC


6 Gen Modifier:	  -5 DC


7 Gen Modifier:	  -2 DC


8-9 Gen Modifier:	 +0 DC


10-11 Gen Modifier:  	  +2 DC


12 Gen Modifier:	  +4 DC


13 Gen Modifier:	+10 DC








Importance to Sender


Absolute -	-15 DC


Critical -		-10 DC


Serious -		  -5 DC


Important -	   0 DC


Concerning -	+2 DC


Moderate - 	+5 DC


Minor -		+10 DC


Interesting -	+15 DC


Trivial - 		+20 DC


No Importance -	+25 DC





Information’s Age


100,000+ Years     +50 DC


10-100,000 Yrs.	  +45 DC


1,000-10,000 Yrs.  +40 DC


100-1,000 Years    +35 DC


10-100 Years	  +30 DC


4-10 Years	  +25 DC


1-3 Years               +15 DC


Present	   	  +10 DC


5 Years Future 	  +30 DC


10 Years Future	  +40 DC


15 Years Future	  +50 DC


20 Years Future	  +60 DC
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