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ome. Won't you please come in?

By now, you likely have nse for the malignancy

and mystery of the World of Darkness. Your mind conjures
images of soaring gothic cathedrals, looming shadows,
skyscrapers arrogantly reaching heavenward and night-
clubs teeming with masses of nihilistic humanity.
You

Like parasites, the

also know that among all these lurk the Kindred

ampires spread themselves insidiously

among the people from whom they steal their nightly exist-

ence. This book concerns those Kindred, and specifically the
stories you and your troupe can tell about them.

erflow” from the

To some extent, this book is the
Vampire: The Masquerade core rulebook — it helps round out

the worldbut it isn't viral to every story. Some parts of this book,

like the bloodlines and Disciplines, are included to allow Story-
tellers the opportunity to throw new mysteries at their players
Other aspects, like Secondary Abilities and Equipment, give

Storytellers new rules and systems to add greater complexity

(and a bit of brand-name flash) to their troupe’s chronicles.
Remember that mystery when integrating these ideas

our Vampire stories — there's na reason characters

ails herein unl
d. The bloodline

5 are very specific, and unless

or players should know any of the de
they are bona
are rare, the new Abil

de scholars in their fie

your characters are soldiers or gun-runners, they're un
likely to know a Glock from a Gangrel. Reveal the shadowy

movements of the undead to your troupe with the patience

Thar said, here's what this book examines:

Chapter One: Bloodlines looks at three of the lesser

“families” of Kindred. Their origins shrouded in mystery,

these vampires prowl the modern nights, hiding from the
“amarilla and diabolical Sabbac alike

domineerir

Chapter Two: Secondary Abilities provides new and

more in-depth Traits for characters to study. These new

Abilities are mare focused than the basic 30 covered in the

main rulebook, but are still distinct enough to warrant a
mention. Systems are included to create your own Abilities
as well, to reflect the unique nature of the Kindred in your

World of Darkness.

Chapter Three: Disciplines discusses the frighten-

ing (and sometimes infamous) vampiric powers possessed
by the Kindred revealed in Chapter One. These secrets
are closely guarded by the vampires who practice them —

who knows how they will affect unfamiliar Kindred who

observe them?
Chapter Four: Equipment looks at personal accou-
terments for the World of Darkness. This chapter takes a

decidedly marrial tone, given the precarious nature of

physical conflict. Just remember that turnabout is fair

play: Characters who resort to violence oo often may

encounter better-skilled and equipp nts to handle

ppor
the threar they pose

Finally, there is an expanded Character Sheet ar the
end of the book, for players and Storytellers who prefer a

of a brooding Merhuselah — it will be a berrer, more  convenient, accessible place to keep their characters’ dark-
intense game for your efforts est secrels.
Inmopucrio

5




The rraits

1, curious thir

Kindred blood is a mystic
it passes down from sire to childe sometimes remain the
same for thousands of years, while at other times it may
inexplicably warp or gradually change over time

es contain bloodlines — families of vam-

The following p

pires whese blood has deviated and left them different from their

unknown progenitors. Exactly how bloodlines come about is a

[

7

mystery, but one thing is certain — these vampires are very rare

In the dark world populated by the Kindred, it is unco

mon
enough torun acrossa member of one of the more populous clans,
et alone one of these. They should appear only sparingly. Also,
Storytellers should have no qualms about disallowing thes
bloodlines from players' options. Use them if you want them, or
simply rule that there just aren’t any in your chronicles ciry

Buooounes




As far as the Kindred are concerned

Daughters of Cacophony are a modern bloo

line, coming into being only within the last

few centuries. Many vampires

curious bloodline to be the product of mys

tical unions between Toreador and Malkavi
but litele in the bloodline's obscure history
an

other than

indicates that it is anythin
anomaly, or perhaps the result of a particu-
larly gifted Caitiff

Whatever their origin, the Daughters of

Cacophony are singers extraorc

pos
sessed of supernaturally magnificent (or

terrifying) voices. Their voices, however, are

known for something other than their mysti-
cal allure. Through singing, a Daughter of
Cacophony may fracture the minds of those
who hear her. Darker tales tell of Dau
ters who can shatter objects and

individuals — with their voices as a mor.
tal singer shatrers a glass,

Few Kindred in the Old World have
heard much about the Daughters of Ca

cophony and even fewer have had the

opportunity to meet one. The bloodline’s

presence seems to be largely in the New

World, and of little influence
The Daughters of Cacophony are often
ntial by those Kin-

considered inconsequ

dred with whom they share domain
ly

Whether it is be
hely perils of the Jyhad

ause the bloodline large

avoids the ni

because it is not typically martially or po.
litically inclined, Camarilla and Sabbar
alike tend to ignore the Daughters. In their

complacency, however, they have ignore
much that has occurred in the modern

shis of the bloodline. Whereas the blood

line once admitted male members, it has

ieve this

increasing

Toreador, Ventrue and Ma

recently culled them from its ranks for re;

unknown. Additionally, a few Kindred hav

wreak greater havoc than before,
t. When confronted with

appears more pote

rumars, the Daughters simply nod and sm
as if they hadn't a care

Naturally, the Daughters are silent as to
greates
to while away their nights in song, offering

musical interludes to each other and small, int

collectives of those who follow their undead careers
knowingly or otherwise. They tend to associate with
lkavian Kindred, all of whom

seem to be able to appreciate the unnatural bea

their songs, and sometimes become entangled

machinations of these Kindred.

Daughters of C

greatest influence in their immedi:
They seem to abide by the Masquerade, but w
or not they actually care is not obvious

Cac

and the independents and leaving them m
after a particularly rousing concert
Nickname: Sire

*offici

bbat. Most Daught

or the S
cities brutal and uncomfortabl

oyf
citie

vampires present

acplony

ported that the Daughters' power seems to be
their mysterious songs may be tuned o
their blood

le, singing

agenda, if indeed any exists atall. They prefer

scophony, when they can be
bothered with issues so peripheral to their interests,
sometimes fall in with whichever sect exerts the

e surrounding:

it may be
that they see no need to expose themselves for what
they are to the mortals around them. More than one
account has circulated, however, of Daughters
phony spending nights with elders of both sects

Sect: As a bloodline, the Daughters of Ca-
cophony care little for politics, and have no
affiliation with either the Camarill
ts find Sabbat
, though, and
cally establish residence in Camarilla
ir locales in which they are the only

asons

e re

tl

their

imate

uty of
in the

wether

dened




Appearance: The Daughters of Cacophony vary
widely in appearance, from rail-thin waifs to rotund
opera divas. Members of the bloodline affect clothes and
nners that befit their musical niche; the Daughters
their share of leather-clad punk-band frontwomen,
satin-dressed piano ingenues and everything in between.

Haven: The Daughters make havens wherever suits
their rastes, which may be derelict warehouses, high-rise
condominium developments or even the opera houses in
which they perform. They typically hide their havens
from other Kindred, relying on isolarion to prorect them.

Background: The bloodline Embraces only those
females who possess alluring or noteworthy voices. These
individuals need not be singers or musicians in life,
though most were. Daughters of Cacophony come from
all strata of society, chosen for their singing ability above
any other concerns (excepr gender, of course)

Character Creation: Daughters of Cacophony often
have entertainer or performer concepts. Nature and De-
meanor may be anything, but most often reflect a
predilection for the limelight. Most favor Social At-
tributes, and cultivate Expression and Pecformance
Abilities. Daughrers almost always possess some degree
of Fame, and a Herd of admirers commonly surrounds a
given Siren.

Clan Di : Fortitude, Melp

Weaknesses: The Daughters of Cacophony, upon
their Embrace, become almost trapped by the music that
circulates through their souls. Like the Toreador, who
become entranced by beauty they observe, the Daughters
of Cacophony often lose themselves in the melodic strains
that only they can hear. Some Kindred postulate that all
Daugh hear the same eph 1 tunes, bur the Daugh-
ters themselves have offered no insight. The difficulties
of Perception rolls are increased by one for Daughters of
Cacophony, and no Daughter may ever have an Aware-
ness Trait ahove three, as she is continua Y
her inner music.

, Presence

Organization: The Daughters have no formal organi-
zation — theirnumbers are so few and far between that any
given location is unlikely to be home for more than one or
two of them (if any). When Daughters do cor
whatever reason, the younger members of the H:mdhm
often defer to the older ones. Some Kindred have been
witness to small assemblies of Daughters who perform
songs of haunting beauty or frightening timbre that leave
their audiences... moved. [t has been noted by observant
Kindred more than once that even in the most imprompru
of performances, all Daughters present seem to know
exactly what will be sung in addition to all the verses...

Quote: Why do we sing? Because we must. The noisome
undercurrent that passes through each of us must be let to the
surface,, ov it will boil us from within. Let it never be said that
an undead heart feels no passion.

STERFOTYES

Camarilla: It is an ivory column thar does lirtle for
us other than provide sometime patrons.

Sabbat: Like an unruly crowd at a concert, the
Sabbat sends itself into frenzies ar the smell of its
own blood.

Tue View FRom WiTHOUT

The Camarilla

Their sangs are at once captivating and deadly — much
like I suspect the Sirens ta be themselves.

— Jan Pieterzoon, childe of Hardestadt

The Sabbat

Most of them just want to be left alone, and they're not
as shady as the other independents. You may as well let them
be. Unless you don’t want to, of course.

— Dezra, Sabbar flunky

le tools — and nothing

Criarrez One: Buoooumis




SALUBRI

and body. They helieve he sired his last childe
s rule and thereafter grew iso

The Salubri bloodline is surrounded by a
miasma of tragedy, loss and hostility. It is

uring Caligul
lated, tending to his childer's pursuit of
Golconda. This isolation proved his undoing,
however. At some unknown point in time, he
perhaps voluntarily, During the

rumored that only seven Salubri exist ar any
frer reaching Golconda, a

given time

races a carefully selected childe,
who then destroys her sire via diablerie. Few
Salubri lead unlives longer than a few hundred
hey consider the Curse of Caine o be
ist for only a

Salubri Em

entered torpor
Middle Ages, a group of powe
unearthed Saulot's resting place. The most pow-
ncient, slaking

~hungry magi

ears,

almost unbearable, and most ¢ erful of these magi slew the

his own thirst on Saulot’s blood. It is said
swing that it

few decades before selecting childer and
destroying themselves. Exactly how rhis
bloodline s Golconda so quickly
ind often is unknown (if indeed they
do), and many Kindred suspect decep-
tion or outside influence

Most Kindred perceive the
blerists and murderers,

Saulot did not resist

that
was his time to pass. To complete the
1 of magi hunted Saulot's

deed, the
childer to near extinction.

The modern Salubri are the lin-
eage of those of Saulot’s brood who
mianaged to escape the purge led by
the magi, at least according to what
information they told others. The magi
are believed to hunt them to this very
night, and likely have some connection

Salubri as d
largely due ro Clan Tremere's cease-

less propaganda campaign against
them. The Tremere use their influ-
ence to have blood hunts called upon
the Salubriat the slightest implication
that one may be passing through
s. The Salubri's reputation

to the Tremere
While the Salubri ma
are healers, other Kindred be

ntain thar they

sve them ro

Camarilla cit
1s “soulsuckers” precedes them wherever

be despoilers and thieves of souls. They
they go. are persecuted and hunted, unable to use
According to the rales presented by
individual Salubri, they were once a true
clan, founded by an enigmatic Kindred
known as Saulot, the first vampire toachieve
Golconda. This achievement came only af-
ter Saulot, who had grown disillusioned with
the corruption of the Kindred, went into the
East for an untold period of time
terious third e
powers no other

their healing powers without revealing
who they are. Few Kindred would risk
it at the hands of the Salubri
anyway, fearing that their souls — already
in jeopardy due to the Curse of Caine —
would be stolen in the process
The greatest threat to an individual
Salubri is, however ironically, herself, as all
Salubri sacrifice themselves when they sire
new childer by forcing those childer to
alubri believe thar all

aling

lands of the
When he returned, he bore a my:
on his forehead and commande
Kindred had seen before. He also told of an es
from the hell of vampiric existence — Golconda

After his return, he sired few new childer. Some
ion of the Inconnu and the

diablerize them. The €
are damned, and only by atraining

ape
souls
Golconda can one transcend the torment that
red —and kine

awaits them after death. Kin
o reach Golconda become ghosts

n the worlds of the living and

attribute the cre

Brujah’s fabled Carthage to Saulot’s aid.
Whatever the truth, the Salubri believe

Saulot came back changed in more than mind

who fail
trapped in betwe
the dead. Of course, being Kindred is no easy

8 Vawieee SroavmeLiers Compamon
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rask

. and it is a trial that tests the strength of an  tofeed, the Salubri loses a point from her Willpower pool and

individual's soul. As such, Salubri are dedicated pros- may have to check for Humanity degeneration at the
ely . and their “propaganda” is probably the source  Storyteller's discretion

of much the antipathy other Kindred feel toward them. Organization: The Salubri are too few to have an
Thus, the Salubri cke out secret, desperate unlives,  acrual “organization,” though most of the bloodline fol-
hounded by their fellow Kindred who refuse to see the  lowasimilar code. To the Salubri, the pursuit of Golconda

truths put before them. is paramount, and they seem loath to refuse aid to each
Nickname: Soulsuckers or Cyclops other. The Salubri are a loyal lot, and what they lack in
Sect: The Salubri are shunned (at best) and actively ~ organization they make up for with dedication. Only the
hunted (at worst) by both Camarilla and Sabbat. Neither sect most desperate Salubri would compromise another's safety
willhave them, not that the Salubri would join citheranyway.  — most would choose death before dishonor. Some elder
Appearance: There is no uniform look among the  Kindred claim to have observed a more cava rritude
ubri — they are so few and choose progeny on such  in the modern Salubri, however, and perhaps a bit of
individual bas 'lw no generalization exists, Children,  overteruelty. Salubri communicate through cryptic words
elderly, the middle-a and young adults have all popu- scribed ina forgotten language. In nights past, the Salubri
lated the ranks of th; Salubri at one time or another, and ~ would carve these messages on trees or orher markers
have hailed from all walks of life. they would pass for other Salubri to see. In the modern
The Salubri do bear one physical trait in common, nights, they may “tag ain the manner of graffiri or
however. All Salubri develop a third eye in the middle of ~ SMPIY writeamessage and leave it for someone
their foreheads around the time they learn the second level 02 clanmate obliviously.
of Obeah. This third eye, which is the same color as their All recognized Salubri are of the Eighth Generation
normal eyes, opens any time an Obeah power of second  (conferred by the sires' sacrifice at a new childe’s Em-
level or greater is in use. When the eye is closed, it is barely ~ brace). Persistent rumors cont to surface, however,
pearsasnothingmorethanasubtle  ©f powerful Kindred traveling from rthe East bearing the
third eye of Saulor.

lier

&

deliver

=
scar. The purpose of this eye and its origins are unknown,
but most Kindred who have any familiarity ar all with the
Salubri posit that it grants the Cyclops “sight beyond sight 88
or infernal visions. Salubri Kindred often hide their thi
eyes by wearing Gypsy-style headscarves or hats with sl
ing brims, or behind long bangs.

Haven: When Salubri are able ro establish
nent havens, they typically do so far from th
other Kindred. Salubri make their have
¢ from the vindicrive eyes of]
keep few physical possessions
travel quickly).

Background: The Salubri prefer
viduals with high Humanity: h
philanthropists, environmentalists
edly, only
some Kin,

Quote: Your soul is sick, stained by the Curse of Caine.
Offer it up to me and I shall cleanse it. You must truse me, for
of damnation is more than you could bear. 1 know

REOTYDES
marilla: They are so obsessed with hiding their
not feel the Tremer. angs at their
“amarilla is too blind and selfish to learn
ple

mnation is not the gore-splattered romp

ubri exist at

lubri risk their souls, not

though it is unlikel
Natures and Deme
the |
Mental Arributes an
been except

uling wretches

worth of Generation {0 represent their sires' sacrifice; man 3 ey

Salabri also have a few points s the Hend Background) They make a huge issue of some lomg-forgorien ll they
Clan Disciplines: Auspex, Fortitude, Obeah veceived. Cry me a river.
Weaknesses: Salubri may take blood only from those — Anja Kazmierz, Ravnos non

who give it willingly. If a Salubri’s vessel resists her attempt

Chuarren One: Buoopunes
1




SAMEDI

The Samedi are vampires of especially un-
wholesome ilk, and dreadful ro loc

inscrutable esteem (or dread), though, as the

are

upon. Their L hesitant to take out contracts on Kindred of these

bodies resemble corpses, and those who see them clans without just cause or considerable payment.

sometimes mistake them for zombies or other Theie limones theBsmedibloodhng thin

revenant horrors. a loose association of witch-doctors and death

Thought to have originated in the Carib cultists, however. The bloodline is insular and

bean, the Samedi have strong ties to the

secretive; many times, its members often

region’s voodoo legacies. They practice a keep their affairs private from even other

-,

unique Discipline that allows them to ma- members, suggesting that they have some-

thing

nipulate the energies of death. albeit in ther than common interests. A

han Giovanni

much more temporal manner few Samedi are known to be members of

Necromancy. Indeed, the Giovanni have very the Camarilla or Sabbat, but these offer
little good to say about the Samedi, and the rhose sects little information on others
of theirkind. Ar

her of the bloodlir

enmity between these Kindred runs deep. bly the eldest m

1

Some Kindred believe that the Samedi are vampire known

the result of a vile Giovanni experiment only as the Baron, suggests that the

gone wrong, while other vampires attribute

Samedi have a greater role in the Kindred's
darker origins to the Sriffs. Still other history and future than most vampires sus.
Kindred believe that the Samedi are a pect. What that may be, the Baron refuses
derelict offshoor of the Nosferaru — one to specify, dismissing further questions with

that should have been stillborn, a wave of his rotting hand

Samedi often involve themselves Nickname: Stiffs
Sect: The

no sect, though individual Stiffs may be

with occulr or illegal activities in'a city,

medi claim membership in

ngans and mam

bos or trafficking with superstitious ;

found in the Camarilla and Sabbar when

immigrant criminal elements. Given they choose to bother with such things
Appearance: Samedi Kindred look

like corpses in various — usually advanced

theirapparent vaodoo roots, the Samedi

seem content to garner influence in im-

migrant ghettoes, practicing their dark
.

— stages of decompasition. Some Samedi

gicandpreyingupon apopulace used o are putrid, with foul fluids cozing from

the dead walking among them

their tatrered skin, while othe: ath

The Samedi are also notenous

ery, emaciated and look like unwrapped

sassins and mercenaries, and it is for this mummies. The eyes of Samedi vampires

reason that many Camarilla princes turn a sink deep into their skulls upon the Em-
blind eye to them in spite of their almost brace and their lips retract, exposinga horrid

Masquerade-threatening involvement with the kine

rictus of teeth and fangs. Additionally, most

wround them. For the most parr, the Samedi keep to Samedi lose their noses once Embraced as

themselves, and a prince never knows when she may well, leaving gaping pits in the center of their

need an ally with “special” abilities. The Sriffs seem

faces (though this does not seem to affect their

to hold the sferatu and Giovanni in some

ability to smell scents).




Haven: Samedi make their havrns in areas associated
with death, so that they

than

is possible. The Sriffs prefer mausoleums, crypts, graveyards,
funeral homes and even ill-attended morgues. A few Samedi
have taken to dwelling with Nosferaru in tunnels beneath
their cities, but the Nosferatu tend ro find the Samedi roo
morbid for much long-term cohabitation.

Background: The Samedi seem to be a modern phe-
nomenon, and no Samedi is suspected to be more than 250
years old, even after their Embrace. In light of this, however,
the Samedi seem more numerous than they have in the past
few decades, particularly in the voodoo-influenced regions of
the Caribbean and the southern United States. These Kin-
dred are typically loners, and it is uncommon to find more
than two making permanent havens in any given city, no
matter the size. Many Samedi claim to have worked in fields
related to death during their mortal lives — coroners, morti-
cians, witch doctors, etc. — and almost as many admit to
being suicidal at one point or another before their Embrace.

Character Creation: Samedi typically Embrace those
with a penchant for death, a trait that follows them into
undeath. Many Samedi favor Mental Aitributes and
Knowledges while the martial, mercenary members of the
bloodline cultivate Physical Attributes and Skills or Talents.
Samedirarely have Herd, Mentoror Resources Backgrounds.
A significant percentage of the Samedi bloodline, p
larly the older members, practices the Dis
Necromancy but it is unknown prec
have come across thisknowledge, as they appe:
poor terms with the Giovanni.

Clan Disciplines: Fortitude, Obfuscate, Tl

Weaknesses: Samedi are hideous to behold
different manner than the Nosferatu. Whereas th
are disfigured and monstrous, the Samedi ar
corpselike and decayed. The fetid stench of the
the Stiffs as well, and their decomposed skin is na

the touch. All Samedi suffer Appearance Traits of 0, which
may never be increased (though it may be hidden or changed
mystically).

Organization: The Samedi are so few that if an organi-
zation or hierarchy exists, no one understands it except the
bloodline itself. On the rare nights when two Samedi come in
contact with each other, they may pause only briefly 10
exchange news or rumars before parting ways. A few turbu-
lent rumors sweep through Kindred society about secret
cabals of Samedi gathering in graveyards, but none of these
rumors have been substantiated.

Quote: Do I frighten you? Do I disgust you? A thousand
pardons! Here, let me help you — let me show you what it s like
10 bear this curse, Come, feel the cold, foul kiss of true undeath.

STERFOTYPES
Camarilla: Busybodies and pompous bastards who
claim o represent us but want tosnuff us out like they do
all their enemies.
Sabbat: Fire and chaos follows them. Why would
anyone choose the Devil as his master?

Tue View From WiTHouT
The Camarilla
Horvid, repulsive and coarse. Someone should do some-




The
Masquerade. They are more specialized than the primary
ones, butare generally distinct enough to be Abilitiesin their

The following Abilities are for use in Vampire:

own right rather than specialties of the primary ones.

One Ability point buys twodots in Secondary Abilities
during character creation (though they may not be pur-

chased above three without freebie points, like Primary
Abilities), and one freebie point buys one dot. Raising a
Secondary Ability with experience points costs the current
rating in experience paints — a number of points equal to
the level the player desires (though Abilities may not be
increased by mor

e than one in between any given stories)
Additionally, some S bilities here (Masquerade,
nd City

condary /

secrets) should not be
wailable to new vampires, and others (Demolitions) are
remark

Camarilla and Sabbar Lore

ly hard to find training in

There are still some tasks that your troupe may decide
don't really fall under any existing Ability. For these, the
Hobby Talent, Professional Skill and Expert Knowledge
Abilities have been provided. These may be ma

into
virtually anything that you think your character should have

n. Howev

a rating this is always subject to Storyteller
approval. Some things may fit better as specialties of existing
Abilities. Professional Skill: Lockpicking, for instance, would
fit under Security. Some other Traits may not be what the
Storyteller re

lly wa

nts in her game, such as Expert Knowl-

edge: Nuclear Warhead Engineering. As always, the

Storyteller is the final authority in such matters.

As a final note, use of these Secondary Abilities is
purely optional — Storytellers should

el free not ro use
these or to permit only certain ones. Secondary Abilities
add greater complexity to a game, but they also add grearer
complication. If your game is fine wit
about them

ut them, for

TALENTS
GRACE

Veronica saunteved into the Digital Lounge without
bathering to pay the cover — they knew her here. She caught
Andrei’s eye and made her way to the table where one of the
city's prominent anarchs conducted business

“What the hell do you want?" Andr
could open her mouth tc

snarled before she

explain. “I thought | told you to stay

out of here! " He motioned for two houls to remove her

Veroni

ica spitted the nearer of the two with a
could have curdled milk, then turned a dazz

ing smile

Andrei. “I'm here to apologize for my previous behavi
a way. Let me get you a drink.
Andrei snorted, “Buy me a drink in my own bar?

You've been feeding from too many crackheads.

“Actually, | brought something a little more to your

personal taste.” Veronica beckoned,, and the twin blood dolls

she'd found earlier that night stepped forward. Andreistared

entranced, and Veronica's earlier transgressions vanished in

a haze of lust and hunger

Chiarrea Tiwo: Seconary Asamis




This is the ability to function “smoothly” in a social
serting. Gossiping, cutting deals in the halls of power, making
a good first impression on a visiting archon and handling
yourself in an elder salon are all aspects of Grace. Graceless
characters may be boorish, introverted or under-socialized;
conversely, char:

cters with high Grace ratings get along with
people in any crowd and often have high Cont:
. Novi

acts ratings.
e: Debutante

Practiced: Senator

Competent: Hollywood celebriry
Expert: Public relations director
Mastes npire prince

Possessed by: Elder Kindred,
Media Personalities, Toreador

Poliricia

Specialties: First Impressions, Gossip, Rumor Conrrol,
Schemes, Veiled Threats and Innuendoes
INsTRUCTION

Johanna surveyed her basement with a scowl of disgust
“Pathetic,” she mutteved. “Absolutely pathetic. We
and you can’t even manag

basic exercise

One ¢

the zhupan’s ghouls reached tentatively through
the door, tugging at Johanna's sleeve. He cringed as she turned
on him angrily, “Yes, yes, ! know the others are waiting! I'll be
but a moment!” She tumed back o her class. "Now, try it
again. First the teeth, then retract the bone, then smooth the
flesh over.” She paused and sneered, “You may feed...
our faces.

hanna, her five new childer burbled and clawed
at the air with misshapen appendages

nce

“Those who can, do; those who can't, teach,” goes the

saying. Actually, those who can make the best teachers, but
they still need this Ability to pass their expertise on ro
others. Any Skill or Knowledge can be taught to another
character. Talents ¢

1 be developed on «
some (such as Brawl) may be raught, and Dis
taught with the Storyreller’s approval. The

s own, though
nes may be

her cannot
pass on a higher level of the subject than her level of
Instruction. For instance, if Johanna has Occult 5 but only
Instruction 3, she cannot teach her childer a higher level of
Occulr than 3. She has the information herself, but she
doesn't have the means to convey such advanced informa-
tion to her pupils.

Every month spent Instructing a pupil allows the in-
structor tomake a Manipulation + Instruction roll (difficulty
of 10 - the student’s Intelligence, or 9 - Intelligence if the
student has the Merit Quick Learner). Each success on this
roll gives the student one experience point to put toward

the Skill, Knowledge or Discipline in question. Studies
require asubstantial amount of downtime, and students may
be required to make Intelligence, Witsor Willpower rolls to
embrace parricularly difficult (quantum physics) or trauma-
rizing (fire-walking) subjects.

Stometers Covpanion
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Novice

.. Practiced: Ele

Boy Scout merit badge instructor

ntary school teacher

wss Competent: Calculus IV professor

Expert: World-renowned lecturer in your chosen field

Master: Socrates
Possessed by: Teachers, Drill Instructors, Wise Ones,

People Everywhere

udents, Le

Specialties: Dialectics, Lore, Gifted

INTERROGATION

Kleist tapped his fingers

mn ble. Across from him, a

w cables glare

ertions. Kleist

[ly, studying the vagged 5

f sand and the blow
Ch, God, no!
merce Street! In the

please! Commerce — they're at 32
lofts!
“Why, thank you. You certanly have an active imagma-

tion,” Kleist chuckl

The fine art of making people talk takes many forms
Interrogation can be as subtle as a well-intentioned psycho-
wnalysis or as crude as a handful of rusty nails and a hammer
such,

Many skilled interrogators don't think of themselve:
and some have never had any formal training whatsoever.

The masters of this field have reputations that are sometimes

15 effective as the interrogations themselves

. vice: Small-town newspaper reporter
*e  Practiced: Vice cop
ses  Competent: Psychiatrist

Expert: KGB “physician”

** Master: Voivode from the Old World
Possessed by: Cops, Inquisitors, Psychiatrists, Trimisce,
War Criminals

Specialties: Agony, Casual Conversation, Good Cop)
Bad Cop, Journalism, Long-Term Brainwashing, Threats

inst Family Members

INTUITION
Are you sure no ane's going to find us?" whined Michael
The Cam

sshapen silhowette in a

1. Too di ized

His

e a Sabbat incursion

complacent, Too incomperent to no

L C

Two: Seconpany A
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speech dripped with sarcasm. “Some, maybe, but we watch. We

always warch

Ben found his voice

kle. “C

How'd you know we were here

ha

very

I £ b
ks, but you left b

for analysis, but eng

Take them

Unquantifiable and indefinable, Intuition is the quality

that lets some individuals

sort clues from a ses false

information and feel with perfect clarity when s
right

wething is
| tasks, from
at your

It covers a wide array of minor yer criti

sensing when a ghoul's lying to you ro reali

opponent is bluffing his way the

h hishand toputtingclues

rogether when the sum

vt quite equal the
whole. Intuition is sixth s and hunches. It is
an excellent Talent for the Storyteller to drop clues through
if the players are going astray.

. Novice: You

direction.

ally point you in the right

L Practiced: Your first answer is usually the best

e*e  Competent: You get a funny feeling when your

suspicions are valid

Expert: Yousense what's wrong and who's behind it

** Master: Your insights come with perfect clarity.

Possessed by: Gamblers, Zen Masters, Investigators,
Tellers, Bodyguards

Spec

Fortune

ties: Sense Lies, Gambling, Trouble, Flashes of
Inspiration

MASQUERADE

meras taking

in the
phone, s
ke! It's me

ps without bet

we who started the ri
This Talent cannc
isly) availabl

ice the frailties and subtle clues of morrality:

taken by starting characters, and

is (obs
falsel

respiration,

ly to vampires. It is the ability to

pulse, forcing blood to the skin to
wppear flushed, sneezing, slowing reflexes to mortal speed,
etal. Masquerade may be rolled with a Social At




determine how well the vampire fools the mortals around

him — any vampire can pretend to hreathe, but not every
i

vampire can do it we

. Novice: You can pass in an unobservant crowd
. Practiced: You can fool a casual observer
eee  Competent: You can fool someane who's examin

ing you.

Expert: You can pass a routine physical exam.

* Master: Even the Society of Leopold would think
you mortal

Possessed by: Vampires

Heartheat, Skin Tone and
Muscle Twitche

Specialties: Breathin

Warmth, Sleep, Reflexes and » Sexuality

Mimicry

¢, Ramona. Hang

omeone topick yc

1 picked up

h Xaviar’s p
me pick

Whether the desired sound isa R
call or the bark

manian accent, a bird
g, a talented mimic can
reproduce it. With enough practic

of an attack d

rhe amazingly flexible

human (or vampiric) larynx can be used to create almost any

ind. Most mechanical noises, however, are best left

wicians with the proper synthesizers — whis

tling to the fax machine is right out

sesse

Novice: You can fake accents in your native lan

or New York for an American, for
nce), and can probably do impressions of the

e (Tex

ins

voices of a few well-

Practiced: You can mar

re accents well enough tc

fool anyone bur a native speaker (a German speaker

impersonating Japanese-accented German), and can

convinein te a wide range of celebrities

Competent Id make a living with a stage

act. After studying a subject for a few |

1erisms
foesn't know

alls and

k up their speech patterns and n

well enough u

them. You can a
other natural soul

some

Expert: Youcanimitateaspecific personwellenougt

see you, Wirh e

ance, as

mmand of the appropriate

\ pass as o native speaker, even

various regional and dialectal accents.

Master: There 1s almost no accen nimal

imirtare. With a few hour ver of the

real person or of recordi licate their

voice and speech patrem




Possessed By: Actors, Linguists, Sound Technicians,

Pranksters, Birdwatchers

Specialties: Accents, Celebrities, Birds and Animals
Studied Subjects
STvLe
Every conversation in the room stopped suddenly as
Maris e lroom, and all eves fell on
was a picturesque beauty, the silk of her dress cascading
lithe form like a waterfall. N
ned high atop her head

ris wore her dark

ing her sharp ch.

cen

es and contrasting the deep b

mple black wrap enve
that surround angels. This was no angel, however; no, this
was something far less wholesome

s the fine art of knowing how ro dress
appropriately — which isn't necessarily the same as
knowing how to dress well. You may not be the best-
looking or most charming of the bunch, but you know
how to use what you have. Heads turn when you walk
into a room, simply because you can make yourself
match any occasion or location, from a black-tie
Toreador art show to a warehouse rave. Characters
with high Style ratings may have large wardrobes or
may simply wear one thing well (like Johnny Cash)
Style encompasses clothing choice

. poise and even
coordinating or designing new outfits. A minimum of
Style 3 is necessary to incorporate body armor into
street clothing without it being obvious (see the
Equipment chapter)

Note that Style differs from Grace in that Style is loc

cool, while Grace is acting cool
. Novice: You"

L Practiced: Your friends always take you along for

: got good taste.

advice when they go shopping,

Competent: You stand out among the sheep

Expert: Your outfits grace the bodies of magazine
fashion models.

Master: Your ideas influence international
fashion trends

Possessed By: Socialites, Models, Designers, Theatrical
Wardrobe Staff, the Gifted Few
Specialties: Classic, Ethnic, Street Fashion, Haute Cou-

ture, First Impressions
THROWING
Thunk

Dutch aumed away from the ¢

“I think that's

game, boys. Now if v
'What the hell are yo
“Just making a linle bit of spending money, as it were. A lide
friendly competition, that'sall.” Dutch's hand strayed iside his sleeve for
amoment. “And keepeng in practice in case things don't sty friendly.”

impatiently
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when you were on the gren;
make a 70-yard touchdown pass

without touching his skin
Possessed By: Athletes, Hobbyists, N
Locals, Martial Artists

Specialties: Sports, Specific

Competition

VENTRILOQUISM
“Over here, big guy!

over here

nter cursed an
to harbor his

dancing shadow large en

wrarth of our

“No, actu

" Her voice came

i tricks w

d him

e to first di

gard it, then 7

ntion

sound as if it's coming from somewhere —

ment or deception,

different areas of vocal manipulation

ovice: You and you

birthday parties

made to “speak

throwing your voice is five yards,

your target

Master: You can project your voic

of a lost vaudeville art

Making things fly that aren't really designed to i

casy task. Throwing encompasses both casual (e.g. §

wnd combat uses of this Talent

. Navice: You can usually get a pitch over the plate
#¢  Practiced: You were feared in food fights

ess  Competent: Your squadmates never had to duck

e practice ra

esse  Expert: You can pin an enemy's hand to the wall o

eeese Master: You can pin an enemy's pants to the wall

sjectiles, Trick Shots,

leveling his shotg

he hun

u have the ability to throw your voice, making it

else. This Talent can be used for either enterrain-
I can be combined with Mimicry
for even more effect in either application. Note that
Ventriloquism and Mimicry, while comparible, cannot
be substituted for one another — they are completely

lummy can do children's

Practiced: You could get an act with a local vaude
ville club. Someone standing next to you can be

Competent: You could almost make a living on
small comedy club tours. Your maximum range for

Expert: Vegas would welcome your ralent.
Any spot within 30 feet of you can be used as

carshot. Young hopefuls clamor to leam your rricks,

and entertainment magazines hail you as the savior

n

tan

rting)

i at every

prey. “Hell

you from the

I save me (o

or someone

nywhere within

Crnrmez Twor




ssessed By: Entertainers,
Mediums

n Arrists, Pranksters,

Specialties: Distance, Dummy, Other People, Inani-
mate Objects
Honny TALENT

Thiscateg
deems to be mainly self-taught and is usually (though not
always—e

ategory encompasses anything that the Storyteller

Style) more active than intellecrual. Sroryrell-

amine the list of existing Talents and

Secondary Talents to determine if a particular activity might

fall under one of those (for example, Swimming and Climb-

ing would be specialties of Athletics)

. Novice: You've dabbled.

. Practiced: You've got a good grasp of
hobby's basics.

een Comperent: Other practitioners regard you as fairly

nd comperent.

ers should first e

our

‘ouare familiar with the subtle nuances and
applications of your Talent.
sssee Master: You could write a hook on what you do.
Iready have
Suggested Hobby Talents: Carousing, Diplomacy, For-
tune Telling, Negotiation, Scrounging

SKILLS
ARCHERY
‘ake chis!"

Toshiro glanced at the proffered ri
“Thank you, no. Guns have no soul.”
“Yeah, and neither will you if that bastard drinks it!”

The door shatteved, shards of steel flying as the frenzied
vampire burst into the room. Four guns opened up, bullets
punching wildly through the walls or flattening against skin six
centuries old e monster roaved challenge, lashing out to
dismember and rend.

Toshiro drew, focused. .. waited for the moment of perfect
clarity. .. felt bow and arrow and archer and target become one...
and released. The elder's wordless seveam cut off abruptly as he
crumpled to the floor, his heart transfixed by an oaken shaft

The archer lowered his bow and smiled faintly. “For some
things, the old ways are still the best.”

Altho n supplanted
rearms in the modern world, there are still enough

n his parmer’s hand

h bows have long since be

by

hobbyists and hunters to keep them around. Many

Kindred elders, too, remember the nights before gun-

powder and still stay in practice. Archery encompasses

the use of both regular bows and crosshows as well as

their construction and the creation of new arrows

(see Archery in the Equipment chaprer for minimum
Archery values for the construction of
of bows).

ious types

Novice: You remember hunting as a mortal archer
.. Practiced: If you were still inclined toward
venison, you could get y

ting
ur own with ez

5.

ees  Competent: Youmayhavebeenamedieval woodsman.
seee  Expert: Your prowess is nigh legend
sesee Master: Robin Hood or William Tell

Possessed By: Elder Kindred, Hunters,

asts, C

{obby Enthusi-

mpetitors, Traditionalists

Specialties: Indirect Fire, Forests, Competition, Preci-
sion Shots, Hunting

DEMOLITIONS

“Two minutes. C'mon, Theo, ¢'mon!"

The Brujah frouned. A single drop of blood-sweat coursed
down his forehead. “Easy, kid. It's heen 30-some
did this.” He glanced up absendly. “Ne
building clear?”

Everyone except the prince. He's ref
he's lived here for two centuries,”

“Stubborn sanofabitch. Gimme that plastic probe — I need
something nonconductiv

“Fifteen seconds. Jesus

“Yeah, I know. Right. Cross your fingers. This
might hure...."

Demolitions encompasses both the
sives and the knowledge of how to k
blowing up at inconvenient times. Char:
Skill know the proper methods for storing, transporting
and using various explosive and incendiary compounds
(actually making explosives falls under the Chemistry
specialty of Science). Proper Demolitions training is
exrremely hard to come by, and Storytellers should feel

ars since |
edle-nose pliers. Is the

wing 1o leave. Says

of explo-
p them from
cters with this

no qualms whatsoever about denying characters any
rating over 1 in this Skill. Low levels in this Skill are
generally the most dange
ences involve live explosives and failing a lesson can be

us, as actual learning experi-

faral. See the Explosives section of the Equipment
chapter for more information.

L} ovice: You've read The Anarchist's Cookbook and
maybe a couple of military handbooks. You can
manage pipe bombs or small black powder charges.
You are as much of a danger to yourself as to
anyone else

.

Practiced: You have gone through some basic mili-
tary training — more of what to not do than what to
do. You can place premade charges (e.g
charges) if told what to do by a more
combat engineer or ordnance techniciz

e Competent: You may have been a comb:

an ordnance rechnic

engineer
an. Defusing simple devices
iswithin your capability. You know enough to figure
the best toset asimple shaped charge againstan
ordinary target. This is the minimum rating ne
sary to set your own charges from raw materials

Vasrie StorrteLtexs Compaion
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Expert: If yousought gainful employment, youcould
easily be hired as an EOD (Explosive Ordnance
Disposal) technician, or perhaps made the he:

a bomb squad. You can figure out complex, be

trapped triggering mechanisms, and you know how
o position charges to bring down an entire structure
sesne )

r: Law enforcement
call you to consult in crises — or to help figure out
what hapy ake of a blast.

Possessed By: Terrorists, Police Bomb Squads, Combat
Engineers, Miners, Special Forces Personnel, Militia Mem
bhers and Wannabes

Specialties: Disarming, Booby Traps, Imploding Build-
ings, Bomb Detection, Vehicles, Blast Analysis

ned in the

Discuise
Ron frowned and reached for another brush. “Hold still, 1
said. If you keep moving, the latex won't set vight. How do you
expect me 1o do my job like this?
The Nosferatu squirmed

uncomfortably. “Those lights are

0 hot. Is this really worth it?
“Wel, I need them to dry this. If you want to make a public
appearance, you can’t vely on your |

wers to hide you from
cameras. Now, which dress are you going to wear? I'll find some
colored contacts o match.”

Disguise allows you to alter your own appearance and
those of others with the proper application of makeup,
clothing and props, and, ac higher levels, proschetics. All of
these tasks are extremely difficult withour access to the

proper materials.

. Movice: You've taken a basic class in stage makeup
You can do some very basic and subtle effects, but
impersonating someone else is beyond you

L Practiced: You can fool someone who knows nei
ther you nor the person you're impersonating. You
could put together horror-type makeup for a
haunted house.

see  Comperent: You can effect substantial changes in
your appearance and Appearance. You can pass
casual glances from casual acquaintances.

seee  Expert: You could find employment as a cinemaric
makeup technician, and can create a hundred dif
ferent faces for yourself or your subjects. Gender
switching is not out of the question if your subject
can do the voice and body

eseee Master: A Nosferatu-to-Tore tkeover artist,

youcanaccomplish transformations that most people:
would think impossible

Couapren Two: Seconoasy ABLTES




Possessed By: Entertainers, Spies, Con Arti
Technicians

Specialties: Theater and Television, False Wounds and
Disfigurements, Concealing Identity, Impersonating Others

s, FIX

HERBALISM
Yes, yes, I know what it does to mortals, but will it work on
the prince?”

The Assamite nodded. “We have our ways, Warlock. The
formula you provided me has been... refined, and it will be
delivered when I am certain | can strike. I trust you have arvanged
payment?™

“Indeed. Now go, before I'm seen with you. And be quick
about your task! I have a personal interest in observing the effects
of my—ah, of our work.”

The Assassin rose and sorode wordlessly down the
street. A slight smirk flickered acrass her otherwise impas-
sive features. “I never said where I'd strike,” she murmured
once out of earshot. “The prince has an equal interest, it
seems, in watching the effects of the ancient formulas upon

his less trusted advisors......
You have a knowledge of herbs and other natural sub-

stances and their properties for both medicinal and other

applications. You know where such ingredients are likely to

be found, and you can gather and preserve them.

. Non

L Practiced: You learned everythingyour grandmother

had 1o teach you,

: You read a book on herb lore once

ses  Competent: You are well-versed in the uses of even
rare plants.

esss  Expert: Youare well known in regional and nature-
lover circles as a source of wisdom.

eesss Master: In the nights of old, you could have been a

wealthy apothecary.
Possessed By: Wiccans and Wannabe
ers, Alchemists, Medicine Men
Specialties: Cooking, Medicine, Toxins, Narcotics and
Hallucinogens, Charms

Holistic Hq

Lip READING

Hesha strained at his field glasses. “I can't quite make
out what he's saying... damn Nosferatu, they don't have any
lips to watch. He's... yes... "My contingent and T will be
preparing to depart tonight,’ he just told the prince. ‘Our

presence in your ¢

v is no longer necessary. Good. With
that archon out of the way, we'll be able to go ahead. “We'll
be moving on to New York," I think he said. Are you writing
this down?”

You are able to understand speech without hearing the
actual words, as long as you can see the subject’s mouth
moving. Although you can rarely get the entire sentence, you
can usually figure out what's being said from context.

Novice: If someone talks slowly and enunciates
with exaggerated movements, you can get mostof it

Pract You can understand if someone ralks

fairly slowly and you concentrate.

Competent: You can usually comprehend normal
conversation.

Expert: Even under poor lighting and distance, you

can usually make out most of a sentence.

seeee Master: Smoke, night and ventriloquism are no

barriers to you. You can even make out fore

languages if you speak them fluently.

Possessed By: Spies, Detecrives, Hearing-Impaired In-

dividuals

Specialties: Accents, Poor Lighting, Drunks, Fast Talk-
ers, Covert Observation

MEDITATION

“Hey, Hiro, you in here?” The door suung open. “Oh.”

One tufted ear swiveled slightly at the intrusion, and a
taloned finger witched minutely on the hilt of the katana. The
figure kneeling in the center of the circle of candles made no other
acknowledgment, but continued his low, repetitive chant. A slight
breeze ruffled the small slips of paper spread on the floor as the
door swung shut again

“The mounlit shadows of the trees outside slowly crept across
the polished floor. As the first hint of dawn brightened the eastem
sky, Hiro fell silent and rose smoothly to his feet. He opened the
door and bowed to the anxious faces of his compa
1 have the answer we seek,” he intoned quietly.

ions. “I believe

You are able to enter a stare of trance

d relaxation in
d. Thiscan be used to d
mental and physical problems, to find calm again, or to put
togetherpi
grasp. A successful Intelligence + Mediration roll (difficulry

order to focus your mind in with

= that your conscious mind refuses to

sofapu

7Y is necessary to enter this trance state. Once int cach

ance

hour can be used to attempt one of the following tasks:

* To regain Willpower, roll Intelligence + Meditation
(difficulty 9% cach success restores one temporary Will-
power point

» If artempring to solve a riddle o ro unite disparate
clu

roll Perception + Meditation (difficuley 9 h suc-

cesslowers the difficulty of your next Investigation or Enigmas
roll by one.

® To overcome wound penalties, roll Stamina + Medi-
tation (difficulty of the number of health levels of damage
¥ +2); the number of successes you
score is the maximum amount of wound penalty

ur characrer has suffere

dice

oumay
ignore for the rest of the night. For example, if Hiro's player

scores three successes, all dice pool penalties due to injuries

are reduced by three, soany penalty upto -3 would be ignored
entirely, and a four-dic wound penalty would be treated as a
one-die penalty. Incapacitated characte

e still incapable

Vawese SronLtess Coeanion
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of action, regardless of how many wound penalty dice they

would be able to ignore for lesser levels of injury. This roll can
be made only once per night.

® To steel your character against his Beast, roll Wits +
Meditation (difficulty of 10 - Self-Control rating); each
success is an extra die you may use in your next roll for your
character to resist frenzy. This roll can be made only once per
night, and all benefits are lost when your character sleeps at
the end of the night

If the trance is interrupted enough to break it before
the hour isup (brief conversation will not interfere but any
physical interference will break the trance), all benefits
are lost. Meditation also requires a focus — yogic posi
tions, chanting, etc. — to be effective, otherwise no

benefits are conferred

. Novice: You read up on trance states once.

. Practiced: You are serious about your self
contemplation and have attained a respectable
amount of focus

ess  Competent: You have studied under a master
sess  Expert: Youcan findpeace even when everything s
going to Hell.
sseee Master: Yes
Possessed By: Mystics, New Agers, Martial Artists,
Philosophers, Vampires Seeking Golconda
Specialties: Transcendence, Adverse Conditions, Calm

and Centering, Problem Analysis

Piot
Tower, this is Victor Three-S
declaring an in-flight emergency. Our left ¢

en. | say again, we are

we are
losing hydvaulic pressure, and we have smoke in the
'What the hell hit us?” some
cockpit
“Idon’tknow! It felt like a bir

20,000 f ist's sake! Find where that sm

e screamed from behind the

trike or something, but we're

eet up, for C
coming from
“What the — two o'clock, low, what the hell is that
“The full moon was briefly eclip
the creature banked for another attack
but it
o try to lose it in those thunderheads

hi

by immense bat-wings as

“I don’t know g back at us. Hang on, I'm

goi

You can operate air or sea vehicles. Pilot must be
bought separately for each vehicle type listed below; a
Navy fighter pilot may not know the first thing about

how to operate a ferry hovercraft on the English Chan-

nel. At the Storyeeller's discretion, related Pilot subskills

may averlap as if they were two dots lower: A military

transport pilot with Pilot Transport/Passenger Aircraft 4
would be able to operate a small business jet as if she had
Pilot Business/Commuter Aircraft 2, although using Pi-
lot Cabin Cruiser would be right out of the question.
Storytellers should remember, however, that most

Croapren Tivo: Seconpary Asumes
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vehicles covered by this Skill are vastly more complex

iment and control arrangements are

wnsimilar wise a Ventrue knows

her privateer, m'e necessarily even
now where the helm is ipertanker
. ice: Youca ndle the most basic of maneuvers
ni sctor at your shoulder.
. ; form solo operations on a few models
see [ pare a professional, and can manage
n routine trips
sses  Expert: Amained combarpilot, exceptional maneuvers

ire within you

. Maverick

ter: Han Sol r Blackbeard
Possessed By: Professionals, Police and Military Person
nel, Enthusiasts

Suggested Air Vehicle Types: Hang Glider, F

Suggested Wate:
Sail

Sailboar
Boar, Small M
Y

Submarin

Assa

bin Cr

t. Small Ship, La

Hovereraft, Hydrofoil, T

1 of Vehicle, Instrument-Only (Blind) Oper

Racing

these mow
Whether you c

dern place without the

Keep moving.”

me from a rime before gasoli

,or you keep

le an animal w

Woto
This

ride and your

pment necessary t

ability to break and train a new m t

If fighting while m you cann

in your combat Abilities than you hav

example, if Leah has Melee 2, Ride 3 ns 4 and

iscaught by her pursuers, she can sword-fight from horse.




back with her full Melee, but may only shoot from the

saddle as if she had Firearms 3

L Novice: You can stay in the saddle at low speeds L

.. Practiced: You can ma llop and maybe

1 few fancy-looking tricks at low speeds.

sss  Competent: You indulge in fox huntin
polo on the weekends

ssse  Expert: You are a show-jumping champion
or professional jockey.

* Master: You are ascomfortable in the saddleas

on your own two feet, and can accomplishqjust

about anything with a well-trained mount

Possessed By: Cowboys, Enth

Elder Kindred, People Who Live
Specialties: Barchack, Cor

Horses, Camels, Mules, Elephants

sts, Stunt Riders,

Rural Settir

bat, Tricks, Racing, Break-

SLEIGHT OF HAND
K

siniled as he bowed and kissed the prin

rering on her skin a n
“The pleasure, Lady Tinbergen, is ent

Ak, my honored guest. Corr

ed herring into his pocker

Chalil thoughe as he s
h:

The speed and deftness of your hands can deceive the

Actually
I think “fool

2 nice ring to it

eyes of othe ks, chear at cards,

You can perform magic tri

o pilfer the pockets of unsuspecting bystanders

. Novice: Card tricks at cast parties

LR Practiced: Children’s
birthday parties

ese Competent: Stage
magician

sess  Expert: TV magician
or professional
pickpocket

eesse Master: Prince of
Thieves

Possessed By: Thieves, Stage Ma-

gicians, Aspiring Casanovas

altics: Cards, Pickpocket, “Conjura

nrerrainment, Shoplifting

Speci

rion,”

[PrROFESSIONAL SHILL
This category encom|

issesanything that
Abiliry
lication. Story

the Storyteller deems to be a ta

and Is primarily active in

tellers should first examine the list of cxisting
Skills and Secondary Skills to determine if a

parcicular task mighe fall unc

r one of those (e.g

Tracking would be a specialty of Survival)

renticed

wice: You've ap

L1 Practiced: You have a handle on the basics.




ess  Competent: You could make a living, although not
2 fortune, doing what you do.
eeee Eypert: Y.

Skill, and are rarely ar a loss.

u know the more esoreric uses of your

seeee Master: Youare an acknowledged authority on your
chosen field of endeavor.

Suggested Professional Skills: Blacksmith, Cooking,
Fast-Draw, Forgery, Game Play
Navigation, Torture

2, Gunsmith, Mechanic,

KNow1EDGES

ArcaKnow enGe

How many cops we got back there,

asked the two in the back seat

Four, maybe five pigs. No bikes — the're all squad

“Can you outrun them

“Not with y'all motherfuckers weighing us n!"

Tyrus snarled. “Anthius, where can we hide around here?"
Take a right up here; there's an alley on the far

side of that pawn shop that's too narrow for them to

prother?” Tyrus

car

get through.”

The old De ed in protest as Tyrus threw the car
into a hard turn. {mrF\u,. and dead cats squelched beneath
the tires, and last week’s front page of the Chicago Tribune
briefly flattened itself against the windshield. “Where now

Anthius froumed at the street signs as the car shot out into traffic

again. “Two blocks down and left, there's an empuy office building.
We can ditch o

car and hide in there.

with the geography and moreal res
a, usually a ciry. This Knowledge does
not include Kindred affairs, which are covered by Camarilla
and Sabbat Lore and City Secrets, below. It does include
nightspots, hiding places, hospitals, gang turf, local celebri-
ties and specis

lents

events.

. Student: You've read Fodor's.

. College: You may have lived in the area fora couple
of years.

“ss Masters: You've been a resident for a decade or so.

eese  Docro
region your whole life — or unlife.

sssse Scholar: You could write the definitive book on the

v, and may have spent several lifetimes there.

d By: Locals, Cops, Tour Guides, City Plan-

ners, Reporters

are: You're a native and have lived in the

Posse

Specialties: History, Geography, Politics, Transporta-
tion, Law, Customs, Celebrations

BuUREAUCRACY

“Youdon'tunderstand! " Stephan pounded the ticket agent's
desk and waved his press pass in her face ane more time. “I didn't
change my veservation — I have to be on the 7:35 flight out!

“I'm sorry, sir," she said without a trace of remorse,
“but according to our computers, you did indeed cancel
your reservation. If you'll just have a seat, we can put you
on the 9:20 1o Detroit, where you can change over to an
L.A. flight.”

Stephan sank almost to his knees, barely steadying himself on
the edge of the desk. “You don't undevstand,” he whispered
“They'll be here for me soom...."

Burcaucracy represents your ability to get whar you
want out of “the system,” whether through paperwork,
phone calls or bribery. This Knowledge is useful for ma-
nipulating city offic
even operating a burea

ating the political sys
ucracy of your own design. Those
with high Bureaucracy are among the most organiz

m or

people in existence.

. Student: You can keep a small company organized

. Caollege: You understand the real basics of power
structures.

see Masters: You can perform stalling tactics for as long

as it takes,

sess  Doctorate: When you talk, your senator listens.
sesss Scholar: When you talk, the IRS listens.
Possessed By: Bankers, Office Workers, Government
Employees, Lawyers, Politicians, Journa
8 ties: Negotiation, Bribery, Diplomacy, Bluffing,
Sralling, Government, Military

s

CamaRLLALoORE
Jan thoughtfully tapped the letter against his thigh as he staved
out the window of his study. “You say Prince Lodin sent you
persomally?”
The messenger bowe

es, Mr. Pieterzoon. He sends his
warmest regar

“Surprising, considering that we never got an well when 1
passed through Chicago—," Jan nemed, fangs bared. “And also
considering that he's been dead for six years! Now tell me the
truth, whelp, before I lose what little patience your transparent
deception has left m

Youknow about the Camarilla. You
its leaders, both the real ones and the figurche:
know history, the names of archons and justi

re familiar with
ds. You
ars,

decisions of past conclaves, legends, the current “Most
Wanted"” list and the political stances of the major play-
s. Not all Camarilla members have this Knowledg

ma he

ny do not concern themselves with the night-to-n
affairs of the political entity ro which they belong
difficult for an outsider to have more than two dots in this
Knowledge, and only the best-informed mortals will
have even one.

. Student: What

bothered to 4

It is

any member would know if she

1t's.... it's vitally important that | leave here!” .. College: What most Ventrue know.
*es  Masters: What most Nosferatu or Tremere know.
Vawpse Srormiiess Cowramon

8




®  Docrorate: What most princes and archons know.
*e Schy
representatives know.
Possessed By: Camarilla Members
Paladin:
Specialties: History, Legends, Princes, Justicars, High-
Level Politics, Laws and Conclave Decisions, Current Affairs

What only the justicars and Inner Circle

Sabbat Spies and
hers of the Independent Clans

Crry SECRETS

“Sitdown, boy."” Marsha pulled the unresisting neanate into
a chair to punctuate her words. “Time for your lesson on who
really runs this place.

The younger Ventrue blinked. “I thought Prince Marcus
was in charge. | mean, isn't he always?'

Marsha sighed. “What are they teaching you up north these
nights? Honestly, I don'tknow why the divectorate sent you doun
here. Now pay attention. You see those two plotting over in the
comer there? No, don't look right at them!

The neonate nodded mutely, wying with his cufflinks

— the tall, scraw
one's Philip, and the short one who looks like he didn't get
any sleep yesterday is Richard. They and the rest of the clan
elders veally run this city. Marcus hasn’t been more than a
figurehead for years now. Philip has a special hold on the
prince, because last year Marcus' favorite childe got him-
self in a bit of a mess with the Tremere — never mind how
I know that..

You know things. City Secrers is a measure of how
much a character knows of the hidden affairs of :
the loc ues and pawer play;
and nightly double-dealings (nor necessarily of the
Kindred, either — *I remember a priest who said this
place was cursed back when they built this building”).

“Those are two of the primoge

ty,

ntr nd social structures

City Secrets cannot be acquired during character gen-
eration, but only through direct experience. It is

suggested that the Sroryreller award separate exper

at the end of every game
n during which the characters increase their fa-
miliarity with the local Kindred world. Information
about Kindred affairs in different cities can give a

ence points for City Secr.
sessi

character multiple City Secrets ratings: a Camarilla
courier might have Cir crets (Boston) 4, City Se-
crets (D.C.) 2, and City Secrets (Baltimore) 3 while
knowing nothing about the Kindred of New York.

.

A mere childe, not even presented to the
prince; you don't even bother to keep up with the

local television news.

young leech, you have barely

sionally, you make a con-
nc

ne; o

and realities.

nection between appe:

Masters: You know whart not to do, which can be
even more important than what o do.

Doctorate: You may be an advisor to the mayor or
the prince.

sseee Scholar: Only the prince and the elder of the local
Nosferatu might know more than you.
Possessed By: Kindred, Ghouls, Very Lucky Hunte
Local Reporters
Specialties: Prince/Archbishop, Primogen/Prisci, Cote
ries/Packs, The Opposition, High Society, Masquerade, Wh
the Power Lies, Who's Screwing Who, Historical Rivalries,
Political Mistakes

CRYPTOGRADHY

“We just got this from the archbishop. He says it was taken
off a Camarilla cowrier, but we can't read it. Can you make
anything owt of this?”

Kathryn nodded. “I've seen this before, or some-
thing like ic. It's a Soviet code scheme from the late
‘50°s, probably straight off a surplus encryption ma-
chine. Give me a couple of hours and I should have
something for you. Oh, and I'll need another notebook,
a dozen pencils and a Russian-English dictionary. No,
make that Russian-Spanish. Mongada will want ic in his
native language.”

You are skilled at both creating and breaki
codes and ciphers. With an Intelligence + Cryptogra-
phy roll (base difficulty 7, but harder for extremely
complex or technical messages), you can construct a
code that can be read only by someone who scores as

many successes as you on the same roll. You can also
break a code in the same manner. Some codes requir
specialized equipment and a corresponding level of
Computer, and government ciphers may rake weeks or
may be literally unbreakable.
. Student: Crossword p
transpositions and the |
es  College: Military signals officer: simple
mathemarical formu
wes Masters: Intelligence analyst: PGP or other
commercial ciphers

simple word

Doctorate: CIA cipher specialist: low-security

military communications

Scholar: The

reading codes
Possessed By: Mathematicians, Computer Program-

mers, Spies, Military Intelligence Officers, NSA Technicians

A's finest: top-secret bumn-before-

Specialties: Data Compression, Specific Nation's Ci-
phers, Mathematical Encryption, Alphabetical Encryption,
Radio Communications, Commercial Protocols

ENIGMAS
“Come now, Kemintiri, Surely there must be some way into
vour lair. Even you must enter and exit, otherwise it's not mu
of alair
Hesha studied the small building intently, the light from the moon
illuminaring nothing on the facade that appeaved to hide a portal.

X Chuarrer Two: Seconpary ABLTES




“If thisis the ‘Deuil's Den," as you claim, how does the Devil
w? Unless—" Hesha stopped short, smiled to himself
valked around to the rear of the stone edifice. He pressed a
small gem into a rough stone socket ar the foundation of the

building, wnd the stone slab slid quictly apen.
“Of course. The Devil enters and leaves thraugh the back of

men's heads at the base of their necks,™ Hesha chuckled to himself

and entered the darkness below him.

Enigmas allows you to pull rogether information for
. With this Knowle

¢ together relevant faces and details and combine them

s of all shapes and si

. you can
N

into a coherent whole. Enigmas is also useful for picrcing the
multiple veils of deception that Kindred and kine alike
surround themselves with on a nightly basis.

ent: You

. can put together a large jigsaw puzzle
or solve simple riddles from mythalogy

*¢  College: Magazine logic problems are a snap.

ese  Masters: Your powers of deduction cast a blinding

light on the dark schemes of lesser minds.

are: Chaos or conspiracy theories are your
wtal toys.

sssee Scho

- You understand some higher power's
designs on the inner workings of the universe.

Possessed By: Sages, Philosophy Professors, Detectives,

Intelligence Analysts, Gamers, Metaphysicians, New Age
Mystics
Sp

Ities: Riddles, Dream Inrerpretarion, Conspira-
cies, Quantum Physics, Chaos Theory

Reseanrch
Andrea rubbed her aching eyes and shuffled her notes, trying
nse of the night's work, “White eagles, blue
thuselahs, Malkavians, rowan, ironwood, silk and

The bastard's ¢

t 1
cananes, N
"

kn
Haven't these people ever h

me

name is in heve somewhere, |
witis. If | justdidn't have so damn many books to go through?
ard of CD-ROM?"

Anyone who wants 1o find a specific piece of informa-

ledo steel

tion needs this Knowledge. Research and the right materials

can help you find almost anything that anyone’s ever written
down. Many Research projects involve extended rolls and
several nights” work, and some things may not be in the most

i
. Student: You are familiar with public libraries and

accessible

aries,

Web search engines.

oo College: You may work part-time as a rescarch
nt. Youknowhow touse Gopherand FTP systems,
s well as several obscure haneopy filing method.

assis

eee  Masters: You are familiar with some private
archives in your areas of study
Doctorate: With time, you can find almost anything

you need to know.

* Sche
library, and know where to start looking before the
question has been fully phrased.

You are virrually a walking cross-

ence

Possessed By: Professors, Writers, Journalists, Librar-
ians, Detectives, Scholars

Specialties: Online, Arcane and Oceulr, Oral Tr;
tions,

Folklore, Specific Knowledge, Interviews, Spe
Reading, Keeping Your Search Quict

SasBa1 LORE

The bonfire flickered, casting de
| Kindred. “We are gathered he
0 pass judgment on a traitor — a Camarilla spy whom
we rrusted as ome of our blood. Do you have any last words before
you are given new form 1o suit your acts?”

Skeet writhed vainly in the grip of the two paladins whe held
bastards! You have no idea who
ccause | don't know all of your se

v shadows over the as-

sembl the pack priest in-

wned,

i're dealing wich!
ret handshakes and
bullshit Texas chupacabra rituals doesn't make me a Camarilla
pawn! | serve the Bishop of Detvoit, and he'll have your heads an

pikes alomg the fucking interstate!™
The priest whirled suddenly, ransfixing

et with her icy
glare. “You say you serve the Bishop of Detroie? Then you knou
that three elders of the Black Hand claim that title and battle for
itnightly. Which ome of them do you serve? Answer truly, and we
may yet spare you."

You know about the Sabbat. You know who holds
power where, which faction is in ascendance in various
areas, where the war against the Camarilla is going well
and where it's failing, history, the tenets of various belief
systems and the reputations of famous {or infamous)
Not all Sabbat members have this Knowledge; the

pa
Creation Rites do not always allow time to give new
members a deta
outsider to hav

sible for
more than two dots in this Knowledge,
and very few mortals survive long enough to have even
.. Sabbat Lore may not be acquired d

led briefing. It is almost imp

ng character

. Student: What most members who live long enough

to ask know.

College: What most pack priests and leaders
members know.

see Masters: Whar most bishops and Lasombra know.
sese

Doctorate: What the archbishops and paladins know

Scholar: What only the prisci, cardinals and

regent know.
Possessed By:
Archons

t Members, Camarilla Spies and

History, Legends, Le
Inquisition, High-Level Politics,
Ritae

Specialti

wrrent Affairs, Auctoritas

Vawrsz Stommeuiess Covpanoy




sses  Doct

wate: Nosferatu guide
ssses Scholar: No

SeweR LoRe
Mot

ratu elder

are you sure you k

Possessed By: Stre ole, B
Malkavia

steratu and €

nd Samedi, SewerMonste

pecialties I, Hiding Places, Shortcuts, Havens

Information, Gathering Places, Staying Clean

EHpERT KNOWLEDGE

Like Hobby Talent and Profe

carchall caregory. An |

primarily intellectual or mental i

ied
Knowle

lar field of expertise m

ellers should first exar

1 fall under ¢
I be a specialty of Inves

quitea bit abour se

i
familiar with

networks that run

ken an undergraduate cours

dence. Youcan navigate through the sewers and

with reasonabl,

ertainty of your directions. Y

territories are claimed by the Nosferaru and G

whether or not it is safe to sugh those are

hr

what's been written
know where other creatures

Doctorat u are well-versed in what hasn't
may exist, and you know how many of ies about them R e

Theorerically
round for quite some time

e rumaors and how many are the horrid -

you could survive un,

Scholar: You know the hidden r

field and are a veritable font of
. St Teenage runaway
sted Expert Knowledges: Archac
pace, Architectural, M

¢, Philosophy, Psychology

, Military




y and varied are the supernatural abilities of the

Children of Caine, yet even the most cosmopolitan of Kin-
dred is unlikely to have seen everything unlife has to offer. A
few bloodlines possess their own unique abilities, stemming
from their lands of origin, their mysterious progenitors or
even their natures as vampires.

This chaprer examines the Disciplines practiced by the

bloodlines presented in Chapter One. As mentioned, th

s

vampires are quite rare, and their mystical abilities are

proportionately so. Unless

Kindred has dealt with these
powers before, there is no reason for a character to have any
familiarity with these Disciplines. Storytellers are advised ro
use the Disciplines, like their parent bloodlines, fr
preserve Vamp

lly, to
e’s sense of mystery and malignant wonder.
Additionally, most Kindred are loath ro reve
o others of theirkind

al their secrets

the vampire of a clan that does not
regularly practice these Disciplines and yet commands them

must be an interesting character indeed.

Ultimately, these powers are here for your use. They are
best implemented as tools of horror and the unknown, not to
provide new Traits for characters to stock up on. Like the
bloodlines presented earlier, feel free to ignor
or disallow plar

hese powers

ers to make use of them. Familiarity breeds
contempt, and confronting characters with a mysterious

power is more effective if they don't know the ins and outs of

its capacities.
Savvy Storytellers may also notice that not every Disci

pline presented here continues to the ninth level of mastery

Thisis because not every bloodline has a member of sufficient
generation to master the highest levels of the Disciplines.
The lowest g

weration any Daughter of Cac ny is be-
attained is the sixth, while the Sam

lieved to have di are

rumored to have no member below the fifch. Many Kindred
even suspect the highest levels of Obeah to have fallen into

obscuriry, as there are no known Salubri of sufficient genera

tions active in the modern nights, Whether or notany of this

is certifiably true, of course, may never be known.

Thet: Dscres




MFEL DOMINEE

Named for Melpomene, the Greek Muse of tragedy,
the unique Discipline of the Daughters of Cacophony is
one of speech and song. The powers of this Discipline
explore the various uses of the voice for both benefit and
harm. As is the case with mortal art, it is not always clear
which of those directions these powers take. No charac-
ter may have a rating in Melpominee higher than her
Performance rating. Melpominee affects the subject’s

soul as well as the cars; thus, it works perfectly well on

deaf subjects, and has caused at least one known breach

de due to this effect. Additionally, the

of the Masque
powers of Melpominee work only on those who are
present when it is used — Daughters of Cacophony

cannot "encode” Melpominee effects onto compact discs

or send them across radio signals.

*Tue Mis: s Voice

A vampire with this power may “throw” her voice

anywhere within her line of sight, even carrying on two
conversations simultancously (one with her Missing Voice

and one with her actual, physical one). Treacherous

Daughters of Cacophony impersonate other individuals

voices in order to mislead listeners, and less devious
members of the bloodline can use their two voices simul-
taneously to perform hauntingly beautiful “duets” or
cerie one-actress plays

System: This power functions automatically as long

as the character wills it. However, u: The Missing

Voice while performing any action ather than speech or
singing incurs a penalty of two dice on that action due to

the disruption of the character’s concentration.

.. [PHANTOM SpEAKER

With this power, the vampire may project her voice
to any one individual with whom she has more than
passing familiarity. The only distance limitation is that it
must be night wherever rhe intended listener is. The
vampire can talk, sing or make whatever other noises she
wants. The sounds are inaudible to anyone but the in-

tended subject, unle
hi

Kindred cannot hear the sounds — or the subject’s

vesdropper has Auspex 3 or

ver (and has reason tc listening for such). The

responses — unless she is within earshot. The use of
Phantom Speaker has been responsible for several cases
of *paranoid schizophrenia.”

System: The player rolls Wits + Performance (diffi-
culty 7) and spends a blood point

ach success allows one
turn of speech; three or more successes allow speech for an

entire scene.

Vs SomTeLLExs Compavon
k1]




® 88 MADRIGAL

The Kindred may imbue her audience with the emotio
expressed in her song, rousing them to passion or deluging
them with s

s

mingly bottomless despair. Princes on good
terms with Daughters of Cacophony sometimes have the
songstresses croon before they make an appearance, bolster-
ing their fellow Kindred with 2

System: The player rolls Charisma + Performance
(difficuley 7). Each su
a fifth of the K

sses h

nse of loyalty.

ss instills the chosen emotion in

ndred's audience (more than five suc-
ave no additional effect). The Storyreller decides
precisely which members of the audience

affected.
ters may resist this power for the duration of the
scene with the expenditure of a Willpower poinr, but
only if they have reason to bhelieve that they are being
controlled by outside individuals. The song the vampire
sings must also reflect the emotion she wishes to engen-

Chars

r — no one’s going to mob the concert security no
matter how well she sings *High Hopes,” but they might
if she wails “Cop-killer.”

should act inaccordance with their
onformists would join a riot but not

Affected individu
Natures

enraged C
start one,

aroused Bravos may force their attentions on the

object of their desire, and jealous Directors may send cro
after their rivals.

e 08 e G ipin s BECHONING

Auses temporary insanity in
ns and vampires in Golconda are im-
mune to Siren’s Beckoning; the former are too warped to be
further affected, and the latter are too centered. Siren's
Beckoning can affect only one victim at a time.

System: Siren’s Beckoning requires an extended, re-
sisted roll. The player rolls Manipulation + Performance
(difficulty of the t
rolling Willpower (difficulty of the singer's Appearance +
Performance). If the singer accumulates
n the vic

rger’s Willpawer); the victim resists by

¢ MOFE SUCCESSEs

ny point, the hapless soul acquires 2
ngement (or Psychological Flaw) of the Storyteller's
choice. This derangement normally lasts for one night per
success over five. With a rotal of 20 ner suc
Daughrer can make it permanent.
®e 00 VIRTUOSA

Although many low-level Melpominee powers allow
vampire to affect only one target at a rime, those who
have mastej

new

es, the

ed the Discipline may entertain a wider audi-

as it were.

ence,

System: The Daughter may use Phantom Speaker or
Siren's Beckoning on a number of targets equal to her
Stamina + Perfory

nce. The player mu nd one blood
point for every five rargets beyond the first to be affected in
such a manner.

e e 0 TTERING CRESC
Mortal singers atter wineglasses with the
es by finding the precise pitch at which the glass

Do

an st

v
resonates. A ralented Daughter of Cacophony can go
beyond the destruction of relatively fragile objects, pitch-
ing her voice to find the resonant frequency of virrually
any object, including a human or Kindred body. Only
one victim at a time can be affected by Shattering
Crescendo; anyone else within earshot will hear a pierc-
ing, though nat harmful, sh

System: Use of this power requires that the victim be
within hearing range (characters with hearing diffic

ties — or Heightened Senses — are affected at the same
tange as other victims). The player spe
point and rolls Manipulation + Performance (difficulty
of the target’s Stamina + Fortitude). Each success inflicts
one health level of aggravated damage. If using this
power on an inanimate object, the

ds one blood

oryteller deter-
mines how many dice (if any) with which the object may
“soak” and how many successes are needed to complerely
ter ir.

®8e 88 00 DersiSTENT ECHO

With this power, the Daughter can speak or sing to
the airand leave her words for a later listener. This can be
either the next being to stand where the characrer is when
she uses this power or a specific individual that she is
already acquainted with. Persistent Echo can also be used
to “suspend” ather Melpominee powers for a f
tener or victim.

System: The player rolls Stamina + Performan:
(difficulty 8) and spends a blood point. Each success yields
one turn of speech that may be left to be heard later. If the
player wishes to time-delay another Melpc
the roll for that power must be made at +1 difficulty. The
echo stays suspended for a maximum r
's St

wire lis-

inee power,

umber of nights
mina + Per

equal to twice the vampir
before fading.

wmance

The Kindred may choose to make the echo audible to
anyone who stands in her position for the dura
ct, an endlessly looped mystic recording.
Conversely, she may choose for it to fade away once it is
heard for the first time. She
dormant unril activated by the presence of a specific
individual with whom she is familiar. If the echo is made

n of the

power — in e

may also choose to leave it

a one-time-only effect, all traces of the power disappear
once the vampire's words echo to the intended recipient.

Ifa character uses Heightened Senses inan area where
an “unactivated” echo exists, he will hear a faint murmur.
Three successes on a Perception + Oceult roll (difficuley
8) are nec y to hear the message, and a botch on this
roll will deafen the listener for the rest of the night.

Charrea Thaee: Discrunes




OBEAH

Although most modern Kindred who have heard of the
Salubri know of them as soul-st

ling abominations who
should be reported to the prince, some elders still remember
Saulot's line

a double-edged blade, gentle healers on one
hand and marchless holy warriors on the other. Some Kin-

dred have reported dealing with a Salubri who possesses
frightening martial prowess. Whether or not this is the result
of an atavism of this Discipline or an entirely separate power
is unknown

The characteristic third eye of the Salubriappears around
rhe time that any vampire, regardless of clan or bloodline,
develops the second level of Obeah. The eye opens whenever
ny p nd level or higher is used. The Salubri give
no concrere answer as to how or why this occurs. The most
common theory is that the eye serves as a conduit for spiritual

energies, both sensing and emitting them.

* Sense VITALITY
The Salubri can feel the flow of a subject’s life force after

wmuch
aperson can withstand before death, which can be useful
in sizing up a potential opponent. It can also aid in medical
diagnasis or feeding, as it can reveal infections and diseases.

touching him. Sense Vitality may be used todetermine

System: The Salubri must touch the target to see how
close to death she is. This also requires a Perception +
Empathy roll (difficulty 7). One success on this roll identifies

a subject as a mortal, vampire, ghoul or other creature, or

the above. Two successes reveal how many health
levels of damage the subject has suffered. Three successes tell
how full the subject’s blood pool is (ifa vampire) or how many
Blood points she has left in her system (if a mortal or other
blood-bearing form of life}. Four successes reveal any diseases
in the subject’s bloodstream, such as hemophilia or HIV. A
player may opt to learn the information yielded by a lesser
degree of success — for example, a player who accumulates

none of

three successes may learn whether or not a subject is a
vampire as well as the contents of his blood pool.
Alternately, this power may be used as a sort of limired
“aftersight,” revealing to the Salubri how the subject came tobe
inher current state. Each success on this roll allows the player o
ask the Storyteller one question about the subject’s health or
health levels. “Was he drugged?” or “Are his wounds aggra-
vated?” are valid questions, but “Did the Sabbat do this™ or
'hat did the Lupine who killed him look like!” are not. The
Salubri may use this power on herself if she has injuries but has
somehow lost the memory of how the wounds were received.

®® ANESTHETIC TOUCH
This power ma

be used to block a voluntary subject’s
n from wounds or disease, or to put a mortal to sleep. As
with Se ality, physical contact is required to anaesthe-
tize someone. This power may not be used to block the
Salubri’s own pain.

nse V

System: If the subject is willing to undergo this process,
the player needs to spend a blood point to block the subject’s
pain and make a Willpower roll {difficulty 6). Thisallows
subject ro ignore all wound penalties for one urm per suc
A second application of this power may be

he first
one has expired, at the cost of another blood point and
another Willpower roll. If the subject is unwilling for some
reason, the player must make a contested Willpower roll
against the subject (difficulry 8).

ade once th

To put a mortal to sleep, the same system applies. The
mortal sleeps for five to 10hours— whatever his normalsleep

nd regains one temporary Willpower point upon
peacefully and does not suffer night-
mares or the effects of any Derangements while asleep. He
may be awakened normally (or violently).

Kindred are u ed by this
bodies are too tied to death.

® 8¢ CORPORE SANO
The Salubri may heal the injuries of others by laying his
hands over the wound and channeling his own energies into
the healing process. The subject feels a warm tingling in the
affected area as it heals.
System: This power works on any living or undead
reature, bur the character must rouch the actual injury (or
the closest part of the vicrim's body in the case of internal
injuries). Each health level to be healed requires the expen-
diture of one blood point and one tum of contact. Aggravated
wounds may also be healed in this manner, but the vampire
must spend two blood points instead of one fo
health level.

® 000 MeEnsSANA
This power allows the Salubri to remove a subject's

wakening. He sle

like

de heir effects for a

ngements, or to at least mitigate
time. ubri Embraced

in the modern age sometimes
prefer to use psychological interview techniques, while
older members of the bloodline prefer to whisper sooth-
ing words or perform exorcism rituals. Sc dred
scholars believe the Antediluvian Saulor eased the
Ancient Malkav's madness with this power, but a few
others believe that Saulor may have caused Malka
madness himself...

ne K

System: The player spends two blood points and rolls
Intelligence + Empathy (difficulty 8). The use of Mens
Sana takes at least 10 minutes of relatively uninterruptred
conversation. Success cures the subject of one derange-
ment of the Salubri player's choice. This power cannor
cure a Malkavian

core derangement, though it
temporarily alloviates its effects for the rest of the scene. A
botch inflicts the
rest of the scene, and the target’s own derangement is
intensified. This power may not be used by the Salubri to
cure her own derangements.

ame derangement on the Salubri for the

Vawpsz Stoneuiess Cowpasion
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re

w

ral

pe

H
have his }

While a
empty husk, com

kil

their pursuitof the Salubrias

that few subjects are willing to have thei

s its soul. Ifnot reminded
oeat or perform other personal upkeep, the body will not do
o and will eventually die

System: This power may be used to draw out the soul
i

tion. The player rolls Stamina + Empathy (difficul

m

po

soul may warrant a €
n. There's just ¢
to break free f

Willpowe

Wits + Empathy). Only

® 0088 | JNBURDENING THE BESTIAL Soul

The mainstay of the healing abilities of the Sal this
power allows a character to stare into another individual's
eyes and draw the subject’s soul out of his bod

ori’s third eye, storir

y and into the
¢ within the Salubei's own soul
while woriig powerlul healing magics on it

This power is the justification that the Tremere give for

I-stealing fiends.” Tremere

wccounts of the diabolical practices of the Salubri ensure

£ souls removed
rom their be

1 mindless husk while it

fected by any mind-altering
matural powers — there’s no mind

hal

s respond to simple ver

mmands from the Salul

character except those
wha f
nlightenment; some

v Humanity or Path

low part

O or th

cularly inhuman

souls are beyond redemp
f 12
botch
gement for the re
scene. The Salubri must make eye contact
ith the subject and the subjecr must be willir
ibjected to th

ninus the subject’s Humaniry or Path rating). A

bri the subject’s Der

ives the S

rinder of the

ower

A soul n 1 this manner becomes part of the
alubri's while the healing process takes place. She may
rurn it to its proper body at any time. \\hwh the soul is

ithin the Salubri, she may spend a permanent Willpower
int to restore a point to the subj
ting. The Salubri may

's Humanicy or Path
restore 4 maximum number of
sints equal to her Empathy score,
t's Humanity or
vant Virtues

nd may not raise the

gher than the sum of his

aracter subscribing tc
umanity with Conscience 3 and Self-Control 3 could r
N

wnity raised above 6 in this manner)

ul is being held by the Salubri, its body is an

or, with nomotivaring

immediately v
h the Salubristre
this mann,
stroyed). Killing

firreversik

1e b

nscience or Cx

ler knows of the so

"sabsence, at the Story

ch brutality

A soul

I that isk

AINSE its W

y attempt
the Salubri. This is resolved |

h the Salubri (difficulty of the opponent’s

1 COnteste:

one attempt per night may be made




® ® Renewen VIGOR

The Salubri who has developed this power has

heightened his healing abilities tosuch ad

he can heal virtually any ailment as |
subject still lives. All that is required is a touch and

1 brief moment of concentration.

System: The character rouches the indi- (

vidual

be healed and spends a full rurn

concentrating. The player spends one Will

power point. At the end of the turn, the subject

heals all lost health levels, including aggravared

wounds. If physical contact is not mair

ined for
the entire turn, or if the Salubri is forced to take any i
action other th

an concentrating on healing, the

Willpower point is lost with no effect on the

subject of the healing. The Salubri may use this

power on himself

*® 82 GAFF DASSAGE

The Salubri may use this power to

pass through a crowd without fear of harm

This is not

swer that makes the va

pire “inv

ble to the mind” as
Obfuscate does, but rather a sort of

“active neutrality” that makes all
around the vampire inclined to \

treat her favorably and step out of

her way. She seems inoffensive, pleas
ant and harmless, and people are

respectful and helpful to her withour

stopping to consider why. This power
lsa ensures that anyone who pursues the
vampire or obviously wishes to do her harm
is met with unfavorable reactions by those
who have b

en affecred by Safe Passage.

System: The Salubri may choose to “turn off”
this power, but it is always in effect otherwise. If someone
who wishes to harm the Salubri is in a crowd, the vampire
and pursuer must make a contested Willpower roll (dif
ficuley 6). If the Salubri wins, the pursuer loses interest in
the chase (“Why am [ bothering with this when I could
be at home, safe, watching MTV?") and loses a number of
dice from his dice p al to the Salubri's net suc-

cesses while pursuing her. If the pursuer wins, he is

ils eq

affected by the atten

If the Salubri is actively seekin

helter or assistance
(*Excuse me, sir, can you tell me the

best way to the

airport from here

he player rolls Charisma + Empa
thy (difficulty 7). Each success reduces the difficulty of a

Vawpsg Stor




subsequent, appropriate Social roll by one. This
only artempts to gain seemingly harml,

ffects

ess or innocent
assistance, such as a place to stay or advice on the bad

parts of town — a Salubri won't be able to get automatic

r low-

weapon:

ade heroin any casier with this power

The effects of this power last until the nexr sunrise.
Safe Passage affecrs only those who know the Salubri
casually or not at all. Anyone who has known her long

enough to form an opinion of her cannot be touc
this power.
o080 208 DURIFICATION

This power can he used to cleanse a person, item or

It is of

place of demonic or malign spiritual influenc
paramount importance that the Salubri be of strong
conviction and moral character, as he pits the purity of
his own soul against the corruption he is trying to purge
This power can be used a
infernalism, those insidious temptations among debased
-hungry Kindred, but the price of failure is the
Salubri's own soul.

nst demonic possession or

or pow

System: This power may be developed and used
only by a character with a Humaniry or Path rating of 8
ot higher. The player spends a Willpower point if the
subject is willing and the corrupting agent does not

resist

(a rare occurrence). If the subject is possessed by

a conscious entity, the demon

or other foreign con-
nance. This takes
place via an extended, contested roll of the Salubri’s
Humanity or Path versus the opponent’s Willpower
(each party’s difficulty is the other's permanent Will-
power), The winner is the first one to have three net

sciousness) fights the Salubri for don

successes than the other. If the player fails, the
Is. If the player borches

tion also f

cannot be used on oneself and has no effect on the B
or an alte

personality

Once the initial removal has been successfully per-
formed, the player spends a second Willpower point
The Salubri thrusts the demon into a nearby item,

animal or person, trapping the demon in the selected
vessel. This must be accomplished within two turns of
the Purification and the target must be within physical
reach. If this cannot be accomplished, the demon is
likely to go free... or find another suitable vessel of its
choice (such as the Salubri). If the vampire places the
demon in ng who is likely to suffer from irs pre:
ence, the player must make an immediate Conscience
roll (difficuley 8) if the Storyteller believes that the

£

character's morality would object. A bo
to the normal consequenc

, in addition

s, releases the demon into

the world.

®0eee o0 0® npinn THE FLESH-CLADSOUL
The Salubri have always hada unique

of the nature of the soul. Some few Salubri elders may
bestow (or infl

nderstanding

) upon others the fruits of that under-
standing. A willing subject may be permanently released
from (or locl

ed out of) her body to become a free-

roaming soul upon the astral plane, empowered to explore
the world (or cursed to wander) for all eternity without
the constraints (or benefices) of physical existence. The
possibilities inhere

nerving to th

to this power are extremely un

few Tremere whoare aware of its existence

W

System: The vampire and a willing subject must both
enter a deep meditative trance for a minimum of an
uninterrupted hour as the Salubri performs the ritual
ne

ssary to separate soul from flesh without damaging
either. During this period, the player spends a number of
bload points equal to twice the permanent Willpower of
the subject. At the end of the ritual, the subject's body slips
into a coma and dies by the end of the night. Many
s Kindred
may misrepresent themselves and convince

Tremere and other caut alubri

hers to vol

unteer for a "release” from mortal concerns, when in truth
they wish to trap the soul in another plane of existence.
The subject’s soul is released from her body and
enters the astral plane (see Auspex: Psychic Projection).
T
ject is trea
of rules mechanics. However, she no longer has a silver
cord and no longer needs one, asshe exists independently
of her body. If she is reduced to zero Willpower through
astral comba nanent Will-
power and re-forms after a year and a day ar the place
where this power was used upon her. A character reduced
to zero permanent Willpower is destroyed forever

separation is permanent and irreversible. The sub-

ed as an astrally projecting character in terms

1 she loses one point of pe

lud-
and the
subject must have a full understanding of what this ritual
entails — including its permanence and the impossibility
of a reversal. The body of a vampire who is Unbound
decays at sunrise. It is possible ro drink the blood remain-
ing in the vampire's body, but no benefits are
an attempt at diablerie. Any attempt to Embrace the
body of an Unbound morral auromatically fails.

The Salubri may use this power on herself, provided
she is in Golconda.

This power may only be used upon mortals (e

ing mages) and vampires who are in Golcon

ained from

L 3 Chren Tiet: Dscrunes




THANATOSIS

This Discipline is an exclusive development of the
Samedi bloodline, and it is tied intrinsically o the Stiffs
identity and history

h Thanatosis appears to deal

closely with de decay, no Giovanni

have ever claime wer. The clan would

undoubtedly be m

st interested in leamning this Discipline
ni view the Samedi with distrust and
loathing, while the Samedi take on the Giovanni is usually

expressed by mutt

However, the Giov

gacurseonthec

Thus, the possibility of an excha

of information ap-

hes ni

® HaGs WRINKLES

The character can expand or contract her skin and the

outer layer of farty rissue that underlies it. This can be used to

change the character’s general appearance or to create pock-

cealm of small

's pouch for the cor

effective when used by characters

ady deterioraring, as additional

likely to be visible. If a character other than
this power, large wrinkles or

System: This power requires one turn to shape the
wrinkles and the expenditure of a blood point. If the power

is used o distort a ct

cter's features, the Samedi player
must roll Stamina + Acting (difficulty 8, or 7 if the
Secondary Skill: Disguise is substituted for Acting). Suc
cess raises the difficulty to visually identify the character
by one and lasts for one hour per success rolled. If the
character is artempring to hide a small object (a waller, a
letter, a small pistol), the roll and duration are the same,
but all rolls made to see if the object is detected (for
example, a pat-down search or a security guard’s visual

inspecrion) are at +2 difficulty

®® DUTRFFACTION

This power allows the character to caus

upernatu-
rally rapid decomposition in a living or undead rar

The victim loses skin and hair, teeth loosen, blisters and
cysts appear, and fungus develops. Ne

o say, the
psychological impact of this power can |

vastating
as the physical

System: This power first requires thar the character
touch his inte

ded target. The player then rolls Dexter
ity + Medicine (difficulty of the
Fortitude) and spends a blood point. Success inflicts one
health level of lethal dam

‘s Stamina +

on the targer and removes




one point of the victim's Appe:
lass re

nce. This Appearance
irns to vampires at the rate of one point per night,
but is permanent for mortals (though plastic surgery can
correct mortals’ physical disfigurement). If a mortal s
fers three or more health levels of damage from repeated
uses of this power in one scene,
ments may oceur.

rrene or other ail-

This power can also be used on plants, in which case
the target becomes blighted and withered. It cannor,
however,

be used on inanimate objects such as cars or

wooden stakes.

® 08 ASHES TO ASHES
Ashes to Ashes allows the character to transfor

herself i . stick:

le
n volume (what would be left after a crema-
tion). The chara

thic ler, about a dou

po
handful
er takes no damage from sunlight or

flames while in this form, and most physical atracks are

ineffectual. However, the character is only dimly cogni
zant of her surroundings while in ash form, and separation
catastrophic when the S

of the ashes ¢ Samedi

N prove ¢

tries to reform.

System: The transformation to ashes requires one turn
and the expenditure of two blood points. While the charac-
ter is in ash form, the player must make a Perception +
Alertness roll (difficulty 9) for any scene in which she
wishes her character to be aware of her surroundings. Re-
forming from the heap of ashes takes one trn. If the
character is in a confined space (such as an urn), she
explodes from it in a suitably dramatic manner as she brings
herself back to full size.

If a Samedi is scattered while in this form, one
health level and one blood point are lost for each tenth
(roughly) of the character that has been dissipated. Five
blood points are required to heal each health level lost
in this manner. At the Storyreller’s discretion, the
Samedi may be missing limbs or vital organs {though
never the head or the heart} until the missing health
levels are healed.

® 89 ® WITHFRING

Many vampires, accustomed to their forms remaining
ageless, have been aghast to discover the effects of this
power. Withering allows the Samedi to shrink and warp a
victim's limbs, rendering them immobile and causing

extre

pain. Some particularly vicious Samedi take
shrunken parts of their opponents as trophies or for use in
ritual magic.

Samedi must touch the limb he intends
to shrivel. The player spends a Willpower point and rolls
Manipulation + Medicine (difficulty of the victim's
Stamina + Fortitude).
this power to shrink a limb. With one or two successes,

System: The S

Three successes are required for

the victim takes one health level of bashing damage,
which may be soaked normally, but is otherwise unaf-
fected. (If the Witheringattempt is successful, the subject
suffers no health level of damage, but rather the wither-
ing of the limb itself.) The effects of Withering fade after
one night if a vampire or other supernatural creature is
the victim, but mortals (including mages) are perma-
nently afflicted unless some type of supernatural healing
is used.
If th
instantly becomes useless. If this power is used on an
opponent’s head, mortal victims die instantly. Kindred
lose two points from all Mental Actributes while their

s power is used on an arm or leg, the limb

heads are shrunken and are unable to use any Disci-
plines except Celerity, Potence, and Fe

uses of this power on the same appendage have no

titude. Multiple

additional effect.

e8888 NECROSIS
Although its effects appear similar to those of Purrefac-
tion, the impact of Necrosis on o

ftected characters is much
greater. Necrosis causes living (or undead) tissue to decom-

pose

slough off, exposing bones and organs and leaving
the vicrim open to infection.

System: The S
tim. The player spends two blood points and rolls Dexterity
+ Medicine (difficulty of the rarget’s Stamina + Fortitude)
The victim takes & ch levels of lethal damage
equal to the number of successes rolled and suffers additional
effects as listed below.

amedi must make contact with the v

number of h

I success No additional effects

2successes  Lose a point of Appearance

3 successes

Lose a point each of Appearance and
Dexterity

Lose a point each of Appearance, Dexterity,
and Strength

5+ successes Lose two points of Appe
each of Dexterity and Streng

nce and one
h

Autributes lost in this manner are regained when all
damage from the Necrosis attack is healed. If a victim is
reduced to zero Strength or Dexterity, he is unable o move
except for weak flailing and crawling but may still use Disci-
plines and spend blood points normally.

® 9808 # CreepING INFECTION
Purrefaction, Withering and Necrosis normally rake
Samedi have developed such
control over these powers thar they can delay the eruption of
ntil they are
well away from their victims. Mercenary Stiffs are su
to apply this power with a handshake to
insurance in the event that a “partner” refuses

effect instantly. Some elder S

infections and spontaneous decomposition
pected

ve themselves

Crinrrin Thagi: Discrunes




System: The player mus and any deliberate attempt to separate the pile of ash may

may delay the effect for a number

the Samedi's Stamina. The player may spend a blood voluntarily ata s

point at any time during this period in order t of normal dust

esese se DustToDUST

wcter in ash form (see Ashes

omove inthe direction
If

» and may “flatten™ h

s ashes thinly

s to slip und
s. This power functions like Ashes to Ashes

®es e 888 DTRESCENT SERVITUDE

Although the Samedi are not the
ible for the creation of zo
elder Samedi have found cre-

nd may use any Discipli

affected by this power gai

ut Majesty will make the pile «

only

this po:
th raise the bodies of the
tals whe

cently dea

ive. Corpses anir

lid at the time t

wh

much the

ally more intact than

. Zombies creared thr
speak, think with ¢




System: The first

Physical Attr
reasoning (re

thought is b

has directed it
of Forrit

levels

suffer no dice
their last hes
cannot be re

A reanir

into a zombie

frees hi

takes n

mortal alsc

A

houl 2

occur

s master

point per extra

the Samedi fe

|

the Samedi to fee

A mortal u

corpse (maximum time since death equal to the Samedi's

Stamina in weeks) s
points must be sp
semblance of life

ites as it did in life. It is capable
uce all Mental Artribures b

understand is its ma

1

ted corpse
ise after its creation

by feeding it more blc

creates a ghoul in
sod point. The player then rolls Manipula-
ledicine (difficulty of the mortal's Willpower)
Three or more successes are req
If thi
free will, becoming com
command. The mortal
night by rolling his permanent Willpower {difficulty ¢
the Samedi’s Manipularion + Leadership). If the morral
:If, he is still considered

ormal M

attempt to break free

tude becomes pale and ¢

ar

He gains three extra health levels and

Incapacitated, at which pe

wound will kill him once he reaches

mk

loses all benefits

1ins his free will, though he may still be blood bound

pplicat
me of her

order to animate it. Three blood

o bring the corpse back to a

A reanimated corpse has the same

of limited

we), but free

nd the only person it can clearly

individual who its master

ter or an

Reanimated sess two

pses
ind three extra health levels. They
penalties from wounds until they lose
which point they collapse and
mbles to dust at the third
“lif

vod when it is created

pan” can be extended

one blood

be used on a mortal. The Samedi

e normal fashion, by feeding the

ired to turn the mortal

Il succeeds, the mortal loses all

ler the luence of Putrescent Servi

pselike. He loses one point

nd Mental Attributes (to a minimum

penalties from injuries until he reaches
he collapses. One more
his point. The
me level of Potence, as a normal ghoul

sential to learr

-d to teach him
a month without vampiric

e whe

heing a ghoul, as would nor-

wer and

s all effects of this




roleplaying game is complete withour a list of enter-
taining toys from which players may equip their characrers
However, every game designer has to determine where be:
rween “minimal” and “exhaustive” the list will fall. Thus, this

section mainly covers equipment that requires Traits, suchas
weapons. Commonplace things such as camping equipment
ns can be priced easily at your local mall.

and new fashi

Other items can be found in catalogs from companies such as
'
, the Golden

S. Cavalry or The Sharper Image. As alway,
Rule applies: If you know more about a particular irem than

wi present heve, fecl frec to modify it numbeisaccording
or cut it altogether if you don’t like it.

One thing to bear in mind with equipment of this
nature is that most of it is either outright illegal or highly
restricted. Don't be shy about telling a player “no™ if she
comes up with some cockeyed plan to arm her coterie with
.50-caliber machine guns. Vampire is a horror game, notan
action movie

45

FIREARMS

This section is intended to provide a fairly comprehen
sive selection of weapons that might find their way into the
hands of a character, or be used against said character by

I

apons in use in the world today. Should the player or

ious opponents. It is by no means a complete index

uns, there are

Storyteller desire a more in-depth look at
many books on the marker devoted to them.

the

Most nations have rather restrictive laws concerni

possession of fully automs pons, and handguns and
sport I
trol. Even in the World of Darkness, it is difficult to acquire

automatic weapons without black market connections or a

tic we:
er righter and r

hrer con-

g Weapons are

such firearms in a ciry

valid collector's permit, and any use ¢

will almost certainly draw some degree of police attention
Storytellers should feel perfectly justified in making both the

rouble than it iswor

use and acquisition of such guns more

for characters.

& Fout: Equinvnt




Fireanm Trarts

Calibers The diameter of the bullet fired by the gun in
aliber is given in cither a fraction of an inch (e,
s 45/100 of an inch across) or millimeters (e.g.
9mm), with the exception of shotgun rounds, which are
measured in gauge.

Damage: The ba
aftera
mortal targets. Against vampires, firearms do merely hashing
damage, unless the head is targeted (which adds two to attack
difficulties and one die to damage pools, as per Vampire: The

e number of dice rolled for damage
uccessful strike. All firearms do lethal damage against

Masquerade, page 212}, in which case the damage is consid-
ered lethal

Range: This is the practical shot range in yards. Weap-
ons may be fired at twice this distance, but the attacks are
considered long range (difficulry 8).

Rate: The gun'’s maximum cyclic rate, or the number of
shats or three-round bursts it may fire per combat turn. This
rate does not apply to full-auto or spray attacks.

Clip: The number of shots that the weapon holds.
utomatic pistols, submachine guns and any rifle which is
be carried

described as “automatic” or "semiautomatic” may
with one additional round in the firing chamber.

Conceal: P = Can be carried in the pocket; ] = Can be
hidden in a jacket; T = Can be hidden in a trencheoat; N =
Cannot be concealed on the person at all

* Indicaes the weapon is capable of three-round bursts,

full-auto and spra

RevoLVERS

Revolvers are handguns that operate around a cylinder
containing five or more rounds. They are generally more
bulky than automatic pistols, but are
inoperabl

ss likely to become
if they malfunction due to rheir relatively sim-
pler construction. In game terms, this means that most
botches with a revolver result in either a misfire (the roi
doesn't go off) ar a shot going into a friend rather than the
in jamming or blowing up. Almost all modern revolvers
are double-action, meaning that each pull of the trigger

both fires the weapon and rotates a new round into place.
Many older models (such as the Colt Peacemaker of Ameri-
can frontier fame) and some newer ones of very high caliber
rer tomanually cock the
er between shots, thus vastly reducing the rate of fire
y to what some films have shown, it is impossible to

aresingl,

ction; this requires the

silence a revolver.

Saturday Night Special: This is a catch-all term for any
cheap, small-caliber revolver. The majority of crimes involy-
ing firearms are committed using these guns. Models are 1o
numerous to list. The two main drawbacks of Saturday night
specials are low stopping power and unreliability. However,
they are ea

y to acquire on the street on short notice,
ammuy

tion is cheap, and they aren’t as big of an investment
and therefore are easier to throw away on the run.

Calibe

38 Special

Damage: 3 or 4

Range: 10 to 15

Rate: 3

Clip: 5,6, 0 8

Conceal: P

Smith & Wesson M640 and Colt Agent: These are

representative of small “holdout”™ revolvers or “detective’s
specials.” They are constructed with a rounded-off hammer
to aid in rapid draws from concealment.

Caliber: 38 Special

Damage: 4

Range: 12

Rate: 3

Clip: 6

Conceal: I

Smith & Wesson M686 and Colt Python: Both of

these pistols are well-designed mid-caliber revolvers with
excellent reputations. These and similar models have
seesr widespread us

ries; the most common are .22, .25, and

among police forces in the past,
though revolvers have been replaced almost completely
by automatics in modern nights. Most revolvers like
variety of barrel lengths, which have no

these come in ¢

effect on game play unless the Storyteller wants to inker
with the Range Trait.

Caliber: .357 Magnum
Damage: 5

Range: 30

Rate: 2

Clip: 6

Conceal: |
Smith & Wesson Model 29 and Colt Anaconda: These

are a high-caliber revolvers used primarily for hunting and
police departments adopred 44
Magnum weapons, as the heavier caliber pistol. harder to
control and are more intimidating than police public rels
tions would like. Characters with Strengths of less than 3 may
have difficulty firing these weapons one-handed, at the
Sroryteller's discretion.

Cali 44 Magnum

Damage: 6

sport-target shooting. F

T

Range: 35

Rate: 2

Clip: 6

Conceal: |

Ruger Redhawk: The Redhawk

revolver, used primarily for hunting. A larger ver
longer barrel, the Super Redhawk, comes with
scope. Both versions are too bulky to be fired on
any character with a Strength of less than 4.

brutal

n with a
sling and
-handed by

Vaws Stommuiiss Cowpanon

4




Criarria Fous:
47

Caliber: .44 Magnum

100 for Super Redhawk

Freedom Arms Casull: This weapon, named after its
manufacturer, iscustom-built on the frame of a Ruger Redhawk
and is chambered for ammunition that is a modified rifle

round. e is s bear, m nd other

primarily for hunti
pes. As with the Re

large game, and can mount hav

for acharacter with Strength of less than 4 tofire

isimpossibl

aCasull one-handed. A Casull is single-action, which'

ctother than a relatively lower Rate and an intimi
ter thumbs the hammer back. The

ill makes

th less than Resources 3 1o

game eff

dating pause as a char:

expensive custom manufacturing required fora €

it very difficult for a characre

acquire one.

Cal

: 454 Casull

Remington XP-100: Although not a revolver, this
pistol is included here for the sake of simplicity. It and its

relatives are single-shot, bolt-action pistols made for precise

target shooting. Obviously, this means that the precision in

question can be put toother uses by an enterprising character
The XP-100 is something of a sniper's weapon in a pistol size
It can mount a scope.

Calibe

Conceal: |

AUTOMATIC PISTOLS!
The term automatic pistc

is somerhing of a misnc

15 au full

ic weapon has come to be synonymous witk

automatic.” Auromatic pistols are more properly referred
h means that they feed from an

o aders, whi

aukc

internal magazine and use part of the recoil when fir

load the next round into the chamber. Althou

autoloaders are manufactured with m
or more rounds, recent American |

new autoloaders to be sold with m

ders are more likely to malfy

rounds o less. Aut
than revolvers duc t their higher complexity (botches are

more likely to result in a broken or jammed weap

are more commonly used because of their highe

fire, higher capacities and lawer reload times. A

Equ




can be carried with a full ma
ch:

e plus a round in the
mber ready to fire. The Clip Traits below apply to full
wesand empty ch

m mbers; the + 1 indicates that the;

ag

may be carried with a round in the chamber (though
having a round in the chamber makes the weapon much
more likely to fire if dropped)

Hammerli M280 Target: As with the Remingron XP-
100, the Hammerli M280 is a specialized targer-shooting
pistol. However, most M280s are made with ergonomic

grips fitted to the hands of one specific user. In game terms,

this adds one die to the Firearms dice pool of the intended

else trying to use the weapon loses one dic.
s, but the M280is one
of the few weapons on which it is standard. The M280 can
mount a scope.

Thisfeature is available on most piste

Calibe

Long Rifle
Damage: 4

Conc
es M380: Manufactured in Italy,
streamlined autol

this slim and
ader is intended for sale to people with

\......m.ﬂ weapons training who feel the need to carry an

Imtrt.nu It isdesigned for ease of use and maximum

Two other functionally identical versions
exie, the MO and che M40, which fire 9mm and 40 caliber
S&W ammunition respectively

Caliber: .380 Automatic (9mm for M9, 40

for M40)

Damage: 4 (5 for M40)

W

Clip: 8+1 (9+1 for M9 and M40)
Conceal: P
Walther PPK: This German-made pistol is familiar
worldwide as the signature weapon of James Bond. Although
itlacks the punch of larger-caliber weapons, it issmall enough

tobe easily hidden inan ankle holster or similar arrangement.
Due to the widespread use of a silencer in the Bond films, it

¢ (though still very illegal, without proper

get ane for this pistol.
Caliber: .380 Automaric
Damage: 4
Range: 15
Rate: 3
Clip: 7+1
Conceal: I
Beretta Model 92
most commonly used pistol in American police deparrments.
It was also adopted in the early 195805 as the M9, the official
service sidearm of the U.S. Army (though many service

Made in ltaly, this weapon is the

personnel still swear by their M191 1s). The Model 92 is fairly
representative of many high-capacity 9mm
as the Ruger P85 {Antonio Banderas' weapon of choice in
Desperado), the Browning High-Power (with a 13-round
magazine) and the Smith & Wesson 5900 series (the former
service sidearm of the FBI), which are all identical to the
Model 92 for game purposes.

Caliber: 9mm

Damage: 4

Range: 20

Rate: 4

Clip: 15+1

Conceal: |

Range: 20

Calico Model 950: Looking more like a science-fiction

weapon than a traditional pistol, the Calico 950 is neverthe-

roloaders, such

less a very effective weapon. It feeds from a high-capacity
cylindrical magazine that locks onto the top of the weapon,
parallel to the barrel, rather than sliding into the grip as most
autoloaders'

rs' magazines do. The 950 has not seen much

professional use, mainly due ro its bulk. A submachine gun
variant, the Model 9604, also exists, v
zine and action with a folding stock
Caliber: 9mm
Damage: 4
Range: 20 (40 for 960A)
Rate: 4 (21 for 960A)
Clip: 50+1 or 10041
Conceal: T
Glock 17, 20, 21 and 22: When the Glock 17 debuted on
the market in the early 19805, a sudden media flap occurred
concemning its supposed “undetectability.” Although the frames
of Glock pistolsare made of plasticsand polymers, the barrelsand
other internal partsare more than sufficient to show up on X-r.
nachines and metal detectors. (Additionally wxck manufac-
pistols with strips of metal in the handle so they are
visible to detectars.) Perhaps because of their incredible muln
exposure, Glocks are extremely popular roday. Glock manu
tures several different models, all of which are listed here for
simplicity's sake. Each model listed also hasa compact compan.-
ion model witha 10-round clip (an additional round may still be
held in the chamber) and a Conceal of P.
Caliber: 9mm (model 17); 40 S&W (model 22);
10mm {model 20); .45 ACP (model 21)
Damage: 4 for model 17, 5 for all others

ing the same maga-

d longer barrel.

tures the:

Range: 20 for model 17, 25 for all others
Rate: 4 for models 17 and 22, 3 for models 20
and 21

Clips 17+1 (model 17), 15+1 (models 20
13+1 (model 21)
Conceal: |

nd 22),

Ve SromTeLLess Companon
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Heckler & Koch PTM13: The German firm of Heckler
& Koch de fi
use, combining maximum carrying safety with minimal diffi-
culty in quick-draw and use. The PTM13s sa
grip; it will fire as long as it is held, bur the safery automati-

ned this pistol specifically for law enforcement

¢is part of the

wsed from it, keeping the
Il Heckler & Koch weapons
),

cally engages if hand pressure is rel

gun from going off if dropped. /
have excellent reputations for reliability (and high pri

and the PTM13 is no exception.

Caliber: Ymm

Damage: 4

Range: 20

Rate: 4

Clip: 13

Conceal: P

Colt M1911A1: The classic .45 automa the C

MIZITAT was rthe standard service sidearm of the 3
Army from its introduction in 1911 unnil the mid-1980s. It
is still popu lian
applications alike, and is possibly the most widely used
pistol in the world. The M1911A1 has been seen in count-

ar in military, law enforcement and ci

less films, most recently and vividly in Last Man Standing
Lara Croft also uses these in Tomb Raider, so they must still
be good.

Clip: 7+1 to 9+1, depending on the exact model
Conceal: |
SIG-Sauer P220 and P230: The partnership
Swiss SIG and German ].P. Sauer & Sohn has a reputa-
for consistently producing excellent we

uer offers a number of models of automa

e
>x Mulder and Dana Scully of X-Files
vd P230, respectively.

Caliber: .45 ACP (P220), .380 (P230)

Damage: 5 (P220), 4 (P'230)

Range: 25 (P220), 20 (P230)

Rate: 3

Clip: 7+1

Conceal: |

IMI Desert Eagle: Although many professionals feel

that the Desert Eagle is too much gun and too prone to
mech

ame carry

nical failure, there is nodenying the sheer intimida-

tion factor this weapon carries. The Israeli-made Desert

Eagle is the largest, most powerful autoloader in produc-
n today, and is almost impassible to fire one-handed

{m

mum Strength 4). In addition to its most impressive

caliber, the Desert Eagle is also available in .3

aliber: .50 Action Express
Damage: 7

Range: 30

Rare: |1

Clip: 7

Conceal: |

SUBMACHINE GUNSAND MACHINE DISTOLS
Submachine guns, or SMGs, are
gap between pistols and automatic rifles. They are small

igned to bridge the

weapons (under 3 feet long) that fire pistol-caliber ammuni-
rion at a high cyclic rate. Despite their similarity in use and
appearance to rifles, SMGs operate intemnally more like
pistols.

MGs are most commonly used by military special
operations units, police SWAT teams and gangs, because the
relatively close ranges

which all three groups usually enter
conflict do not require the use of rifles

Like automatic pistal and machine pistols may

hold an additional bullet in the chamber, hence the +1

notation to the Clip Trait. For the most part, chambering
this additional round is excessive and time consuming,
given the minimal benefit, but some gunbunnies are insis-
tent upon doing it.
Bererta Model 93R:

pistol-scale weapon that fires at SMG speeds), the Beretta
Model 93R is a three-round-burst-capable version of the
Maodel 92 (above). It incorporates a fold-down forward g
and folding stock. The Model 93R is not capable of true fully
ymatic fire, which makes it slightly more controllable
than other machine pistols.

Caliber: 9mm

Damage: 4

Range: 20

Rate: 15

Clip: 20+1

Conceal: |

CeskaModel 61: More commonly knownasthe Skorpion,

the Czech-made Model 61 is one of the st SMGs in
production. ltwas widely usedin Soviet bloc militaries, and has

“lassified as a machine pistol (a

found its way into the armories of Third-World nations,
TheS|
relatively low-powered ammunition and unconrrollability are

termoristgroupsand street gangsacrossthe work pion’s

balanced by its small size and low cost.

Caliber: .32 ACP

Glock 18: The Glock 18 isa fully automar
version of the Glock 17, intended for law enforcement, mi

machine pistol

ry

agnum
and antiterrorist use. Although it is similar in appearance o the
and .44 Magnum. i
Glock 17, it is deliberately designed to have incompatible parts.
Crapres Four: Equvest

»




MI

Caliber: 9mm

Clip: 17
Conceal: |

Heckler & Koch MP5 series: T

spected and reliable serie

A wide variety of v

ies, wh
SMG i

v (or notoriery
pread acre I

1e worl

ret Service and many

n the world (not to me

smaller va s, the Mini-Uzi and

identical in function but lack the rar

of the larger model
Caliber: 9mm and .45 ACP (all three models are
wailable in both calibers)
Damage: 4 for 9mm, 5 for 45 ACP

+ 25 for Mini-U:

5

3241 for all models in 9mm;

for MP5K)

). Ma

was the first SMG to achieve wide

ed in Israel

awvailable, but these ar
Caliber: ym and 45 ACE
4 for 9mm, 5 for .45 AC

Clip: 3241




Intratec TEC-9: Although marketed as a pistol, this
weapon is easy to convert to full automaric {Professional
Skill: Gunsmith | and adecent toolkit gets the job done inan
houror two). Thus, it is encountered quite often in the hands
of boncheaded thug:

and gangstaz who want something
cheap they can spray a room or an alley with. Professionals
tend to stick with something less likely to blow up in their
hands, as the TEC-9 is made poorly to begin with and
imprompru modifications serve only to make it less reliable.

Caliber: 9mm

Damage: 4

Range: 20

Rate: 18*

Clip: 20+1 or 32+1

Conceal: |

Thompson M1928: The once-ubiquitous“Tommy gun”

was the first submachine gun used by the U.S. milit

of 19305 gangster films. Its huge optio
mistakable silhouette
trigger allows it to fire only full-auto, making three-round
bursts a matter of experience and control.

Caliber: .45 ACP

Damage: 5

Range: 50

Rate: 15*

Clip: 20 or 100

Conceal: T

=

RirLes

For game purposes, the category of “rifles” encompasses any
gun thatis not fully automatic and firesa fast (compared toa pistol
round), narrow-diameter bullet down arifled barrel. Riflesare used
for both huntingand sniping; the only difference between the two
is often the level of craftsmanship of the weapon. Rifles may be
bolt-action or lever-action, in which cases each shot must be moved
intofiring position by the user, or semiawtomatic, where some of the
gas or recoil from the previous shot works the action and loads the
next round. Mostbolr-action rifles feed from internal ammunition
suppliesrather thansn: ,sotheyareslower toreload

than semiautomatic w

Rifles, like automatic pistols, may chamber a round in
rried in their clip, so they bear the +1
Clip Trait. This is rarely ever used in
practice, however — if you'

addition to those ca
notation to th

> shooting at something (or
someone. ..) that needs to be hit 31 times to bring it down,
maybe you'd better just leave it alone.

Remington Model 700: This is a fairly common bolt-action
hunting rifle and a good representative of its type; a variety of other
rance.

brands have similar Traits, varying only in superficial appes
The military version of this, the M24 Sniper Weapon Sys
moxlifies] heavily at the factory and is extremely difficult to acquire
(Resources 4, military Alliesor Contacts, and a lenient Storyteller).

Caliber: .30-06 and .308 Remington for Model

700, .300 Winchester Magnum for M24

Damage: 8 for Model 700, 9 for M24

Range: 300 for Model 700, 500 for M24

Rate: |

Clipz 5+1, held intemally

Conceal: N

Remington Model 740: This isasmaller-caliber version

of the Model 700, and is also a representative sample of its
type and caliber.

ather than ma

Caliber: .223 Remington for civilia
5.56mm for military versions (interchangeable)

n versions,

Damage: 7

Range: 275

Rate: 3

Clip: 5+1, held internally

Conceal: T

Ruger 10/22: Another representative sample of small-

caliber rifles used for small game or “plinking,” this particular
model is semiautomatic, but varieties exist with all forms of
actions. It is possible to convert this weapon into a fully
automatic (and fully illegal) version with a decent metal shop
and the right knowledge (Professional Skill: Gunsmith 2).

Caliber: .22 LR (Long Rifle)

Damage: 4

Range: 100

Rate: 4

Clip: 10+1 or 50+1

Conceal: N

Weatherby Mark V: This is a British-made bolt-action

rifle designed for hunting large g such as elephants,
thinos and light aircraft. Its recoil is powerful enough ro
inflict (7 - character’s Strength) dice of Bashing dam

ge on
anyone whofires it without being properly braced (Storyteller's
discretion: any pasition where the character is off-b
firing from the hip, or firing while moving)

Caliber: .460 Weatherby Magnum

Damage: 10

Range: 300+

Rate: |

Barrett Model 82 “Light Fifty": The heaviest weapon
ilable on the civilian market, this monstrous 49

a

ng,
35-pound semiautomatic rifle fires the same ammunition
used by heavy machine guns. Its hunting applications are
dubiou
citizens in the United States and most large gun stores can
theoretically acquire one. The nfle is known in military
service as the M82A1, and is used by U.S. Army Special
Forces snipers. The MB2ZA1 was the rifle used by God in

at best, though it can be legally owned by private




atherby Mark V, the Madel 82' recoil can break
ler, upper arm, collarbone andfor ribs of an unpre
or weak operator
Caliber: .50 BMG (Browning Machine Gun)
Dam 2; the .50 BMG round has the
combin: in

to completely ignore
han a cinder-block
wall or a military vehicle, though Foreitude will
still help soak normally

any art or cover lighte

Range: Effectively 300,
mil

though professional

ary snipers have claimed kalls ar over 1500

.
Rate
Clip: 11

Conceal: N

in open terrain

Assaurt Rirres
Alchoug

weapons de

semiau

matic versions of most of these

exist, assault rifles are military weapons

They are not generally found in the hands of civilians

For game purposes, this category includes both true as
saudt rifles, which fire small rounds at a high rate of fire
ind bardle vifles, which use larger ammunition and fire
mote slowly. Both are employed in the same rolesand can

kill a targer equally dead

It should be repeated thart « ns with full-auto

capability, or even three-round burst capability,
highly illegal for anyone but |

sonnel 1o

ice and military per

use ble to

or own. It
semiautomatic collector’s versions

acquire

f these weapons
which can be converred rc

l-auto by a character

with Professional Skill: Gunsmith of 2 or better. How-
ever, any use of such weapons will likely dray

and federal attention (the ATF

volice

takes a very dim view
of such antics). Storytellers should feel free to drop
FBI, SWAT

on their player characters’ heads

and whatever other acronyms they need

Colt M16: The standard assault rifle of the Unired

States’ armed services, among others, the M16's design has

heen copied for both mi

iry and civi
versions are capable of only s

versions. Newer

¢ shots and three-round
bursts, though plenty of older mod
are still out there. A cut-down carbine
version, the M4, features a folding stock and shorter barrel,
trading ra

Is with true full-auto

matic capability

iber: 5.56mm
Dam:

§

N

carbines) &
wing on the precise
model
Clip:

Conceal: N (T for carbines)

x®

R
<

%

i



Russian State Arsenals AK-74: The grandchild of the
venerable AK-47, the AK-74 was the standard Sovier bloc
R, and hasn't

out of style. A variety of versions are out there; the only ones

assault rifle before the collapse of the U ne
that really matter to game play are the folding-stocked
bines.

Caliber: 5.45mm

Damage: 7

Range: 200 (120 for carhines)

Rate: 20

Clip: 30

Conceal: N (T for carbines)

Steyr AUG: The Austrian-made AUG (Armee Uni-
ersal Gewehr) is surprising in that such a unique weapon
dopted by multiple militaries. The AUG
is a bullpup-configuration weapon, which means that its
behind the grip
ign with noloss

variants and ¢

ndaction are placed in the stoc
and erigger. This allows a shorter overall de:
of barrel length. The / 1 integral tele
scopic scope (see below) in its carrying handl

UG also mounts
However, its

maost revolutionary feature is its modular construction: one
AUG and a fe n down and
reassembled into a light machine gun, a submachine gun, a

rts can be broki

short carbine or the basic assault rifle configuration in about

15 minutes
Caliber:
Damage: 7 (4 in SMG configuration)
Range: 200 (50 for SMG
Rate: 21
Cli +1 (30+1 in SMG configuration)
Conceal: T (N for light machinegun configuration)

Colt M14, FN FAL, and Heckler & Koch G3: These
1950s-vintage battle rifles all saw — and still see — wide-

-56mm (9mm in SMG configuration)

configuration)

spread use outside their countries of origin. The Ameri
M14 (in semiautomatic forms) is found in civilian hands and
in Southeast Asia, the Belgian FAL nd
the German G3 sees heavy use in South America. All three
weapons have effectiv

n

scommon in Africa

equal game statistics; the G3 is
pound heavier and probably more reliable than the
other two, if anyone’s checking. A version of the M14, the
M21, is still in use in the U.S. Army as a sniper’s rifle.
Calibe
Damage: §

about

62mm

Range:
Rate: 10
2041
Conceal: N
Russian State Arsenals AK-47: The AK-47 isprobably
the most widely distributed batele rifle in the world. Al-
d as be
low-powered and unstable at long ranges, the Soviers didn'r
ain. The AK-47 hasa reputation for reliability

though its ammunition has been critic

seem to compl

K-T4, there

are folding-stock variants which can be hidden under long

under the worst field conditions. As with th

coats with a litcle practice.
Calibe
other

.62mm Soviet, not interchangeable with

62mm ammunition
Damage: §
0

Range:
Rate: 10

Clip: 3041

Conceal: N (T for folding stock)

SHOTGUNS

Shotguns are large-bore weapons {rypically abour halfan
inch) thar fire either slugs or clusters of pellets down a smooth
barrel. Shotguns are limited in rang: NMUNItoN capac-
ity, bulky and punishingin theirrecoilbut they a
asall hell and viciously destructive in close g

and
ntimidating

ers. Shotguns

ric. There are
e
nd highly
illegal to own. Unless otherwise noted, all of these shorguns

lever- or slide
a few fully automatic shot

ICEON OF semiaute

ailable; these resemble

uns a
assault rifles and are nigh impossible to control

feed from internal ammunition supplics {which makes them

slower to reload than magazine-fed weapo

Generic double-barreled hunting shotgun: Double-bar-
reled shotguns are perhapsthe ultimate insimple firearms. A wide
assortment is available on the open market. Double-barreled

shotguns can be cut down and sawed off for concealment ar the

liry (andtherisk ofbe shooter's

expenseafrangeand e kingtl

wrist without a stock with which to brace against the recoil ).

Caliber: 12-gauge

Damage: 8

Range: 20, 10, or 5, depending on barrel length
Rate:
using the same roll to hit for both rounds

2; bath barrels can be fired as a single action,

Conceal: N narmally, but cut-down versions can

reach T or n |
Benelli M3 Super 90: This
inwidespread use among SW
example of its typs
Calibes

asemi-automatic shotgun

W AT teams, anda fairly represen-

tative

Remington 870P, Ithaca M37, and Mossberg M500:
These three pump-action shotguns are all in widespread use by

regular police forces. In other words, one of these is what the

caps are likely to pull out of the cruiser when responding tothe
an be cut
down for concealment at the expense of effective mnge.

disturbance your characters are causing. All of the:

Chiarraz Fous: Equewen

53




n 870P)

t-down versions)

S-12: This fururistic-lookir

semiautc
un is also in wide use by police forces across
North America and Europe,
action mode (Rate dr
folding stock |

It can be switched int

ps to 1) in case of a malfuncti

s o highly unusual brace that swin,

fired with one hand if it's still in

allow the weapon to

semi-auto mode. This is the weapon Sarah Connor had at

Daewoo USAS-12: A highly al (and vici

weapon from South Korea, this beast

a military sl

with fully automatic capability. It is designed to |

operate like an oversized assaule rifle, though its recoil is

punishing at best and splinters ribs at worst. Malfuncti

and miistakes with this weapon tend to be... spectacular.

Caliber:

Conceal: N

FIREARM ACCESSORIES

Telescopic Scopes: The most common vi

pic one, which magnifies the ima

effective range when aiming. Sco

enhance a weapon

two dice to the character’s dice pool score when making an

simed shot. This bonus applies after one turn of aiming and is

cumulative with the Perception bonus for aim. An aimed shot

made with the aid of a scope also increases the distance for a

listance by 50 percent (inc

“medium-range” sh

ange Traitby S0percent). A scopen

weapon's|

le, and some revolvers or bolt-action

on any rifle or assaul

individual we

ls may mount scopes as well (

pistals mount sco

1y T

1 the weapon's operation

requires Firearms 3 (or

Installing a scope of any typ

Professional Skill: Gunsmith 1), one hour

ammunition (which are used to ensure t

sligned properly). Scopes that are improperly installed, or are

knocked out of alignment, provide no bonus of any sort

Vi




Night-Vision Scopes: Surplus
ment is becom
market, though

night-vision equip-
7 more and more common on the open

tis still quite expensive. Night
gear comes in three forms: light amplification (starlight),
infrared (IR}, and thermal

Starlight equipment amplifies available visible light
toalevel approimating daylight. It does not function in
total darkness. Starlight scopes reduce the difficulty
modifiers for darkness by one, but will not reduce them
below +1. Starlight scopes require a minimum Resources

2 1o acqy

vision

re.

IR gear converts invisible infrared light to a visible

and-white image. Like starlight equipment, IR

bla

scopes and goggles do not function in cotal darkness

However, infrared equipment can benefit from an infra-
red flashlight or spotlight, which is i ble to the
unaided eye. IR gear is available in both scope and goggle
forms. IR equipment reduces the difficulty modifiers for
darkness by two, bur will not reduce them below +1. IR
gear requires a minimum Resources 3 to purcha

o

Thermal vision equipment is more sophisticated

than starlight or IR, and literally displays hear as an

electronic image. Thermal sights “see” through smoke or
fog and can find living targets through thin walls, They
do not pick up a vampire as more than a blurred image,

however, unless the vampire has fed within the past two
hours. Thermal vision equipment reduces the difficulty
modifiers for darkness, fog or smoke by up to three and
cover by one. Precipitation, howeve

es thermal
(difficulties for darkness are
d by one and cover applies normally). Ther-
mal scopes are primarily military equipment and require
Resources 4 to purchase. They are legal, but government

redu

vision gear's effectivene:

only redu

Laser Sights: Modern laser sights are negligible in
weight. They attach to any weapon, but are most com-
monly used on pistols or SMGs. A laser sight projects a
thin, very low-powered beam of light, typically red,
which appears as a small dot on the rarget at which the
gun is aimed. This is not enough to blind the human eye,
though temporary dazzling may result (Storyreller's dis-
effects). Laser sights are widely available to
anyone with the funds (Resources 3). The game effect of
ht is toadd one die to the dice pool of any aimed

cretion f

alasers

shot made ar a range of 30 yards or less.

Silencers and Suppressers: “Silencer” is often a
few firearms are totally silent. Guns
make noise in three ways: the explosion of the round

firing, the crack of the bullet breaking the sound barrier,

misnomer, as vi

and the metal against metal noise of the gun's action. To
truly silence a gun, one must eliminate all three of these
noise sources.

Most sound-suppressed weapons reduce noise by vent-
ing the exhaust gases from the round through a series of
baffles that slow the gas to subsonic speeds (slowing the
bulletin the process, as the expanding gas that propels it
bleeds away). As pistol-caliber ammunition typically is
slower than rifle ammunition and relies on mass over
speed to cause damage, pistols and SMGs are easier to
suppress than rifles. Any silencer strong enough o be
effective on a rifle slows the bullet enough to reduce the
weapon’s Damage Trait by 2 or more, and some rounds
(such as shotgun rounds or the .50-caliber BMG buller)
are too large to silence at all

Silencers are bulky, often as long as the gun irself,
Any weapon that has a silencer fitted to it rises one level
in its Conceal Trait (e.g. a pistol with
Conceal ] when a silencer is attached).

The larger the round, the more difficult it is to sup-
press it. Generally, any gun with a Damage Trait higher
than 4 cannot truly be silenced, only suppressed. For
example, a suppressed Colt MI911A1 (firing .45 caliber
ammunition, Damage 5) is about as loud as a dictionary
being slammed on a rable. While obvious as a loud noise,
this may not be immediarely recognizable as a gunshor

P goes to

Silencers are highly illegal for civilians to own with-
out proper government permits, and quire difficult o
acquire. A very skilled gunsmith might be able to build
one from scratch if given rools and time (Professional
Skill: Gunsmith of at least 4 and a minimum of one
week), but its reliability would be ques

onable.

Disguised Weapons: It is possible to build a weapon,
rypically a submachine gun, inta a brief or a similarly
unobtrusive object (with Professional Skill: Gunsmith
4). The most common configuration is to place rhe

weapon entirely inside the container with a blow-away
patch over the muzzle and a mechanical linkage to the
trigger to allow the character to fire the weapon without
opening whatever it is hidden within. This allows the
gun to be fired (at a +2 difficulty, and no aimed shots are
possible). A weapon firing in this fashion is immediarely
obvious due to the muzzle flash, even if it is silenced. The
container must be opened in order to reload the weapon.
The Heckler & Koch MPSK, the Glock 19 and the
Ingram M10 can all be acquired with briefc
els designed for the weapon in questi
there is a trigger assembly built into the bri
ing handle, and rthe gun may be removed and used
normally should the situation require such action.

ses or satch-

In most cases,

ase's carry-

Crinrren Fous: Equement
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M¥ELEE WEAPONS

MerLee Weapon TRAITS

Damage: The hase number of damage dice rolled

ifter a successful strike. For melee weapons, this is based

on the character's Strength Trair (and P

nce, if any)

plus a number of dice determined by the mass and

design of the weapon in question.
Conceal: The amount of clothing under which the

weapon may be hidden. P = pocket, | = under a jacket,

T = undera trench coar, and }

carry concealed
Mini

tence aj

um Steengths The minimum Strength (Po-

plies to this total) that a characrer must have in

order to wield the weapon in combat

Bi unt WeApoNs

Blunt weapons de

ashing damage unless otherwise
noted or a called strike to the head is used.
Small Clubs: Tt

lls stuffed into

Jes blackjacks, quar

ter cks, collapsible tactical batons,

tonfas, jo staves and lengths of lead pipe. Anyrhing that is

used to bash rather than slash and is less than around two

feetin | v is considered a small club for game purposes. !

Damage: Strength +1 (add or subtract a die if

the weapon in question is particularly heavy
or light)
Conces

Minimum Strengs

al: | (P for collapsible batons or blackjacks)

Large Clubs: Anything longer than two feet but
shorter than about four and a half is considered

club. This includes canes, baseball bats, pool cues,
cavalry maces and staves that have been broken in half
by angry Brujah.

rrength +2 (add a die or two for

Ily heavy weapons such as m

bract one for flimsy, improvised ones)

Minimum Strength: 2

taves are generally defined as “as tall as

Ider and as thick around as her fist,” but any
long blunt implement that's too large to be used
with one hand is a staff for game purposes
Damag
advant
Con : N
Minimum Strength: |

rength +3, withadefinite reach I

Encen WEAPONS
Ed

erwise indicated

weapons do lethal damage unless oth

Knives: Thiscategory encom s everyt

from steak knives to Bowie knives to Japs




The line b

generally drawn s

tantos. tween “k

out |2 inches. Fighti

are generally double edged and balanced fo

purpose of rapid strikes i

in many areas

Dan

Conceal: P nding on size and style
Minimum Strength: |

Foils and rapiers: Lightweight swords used primarily

for sport fencing in the modern era, most rapie ve no
edge and a blunted tip. However, it's not that hard to
sharpen one, and many Ventrue elders remember a time
when gentlemen wore rapiers as a matter of fashion
Rapiers and foils are used to stab and thrust rather than
slash, and will not parry heavier weapons without the risk
of breakage (Storyteller's discretion)

Da
sharpen

mless the tip is

Conceal: T

Minimuj
Sabers, kata and scimitars: Sabers and scimitars

tend to have curved blades bei

Strength: 1

veen two and three feet in
length. Sabers are European in orig

katanas are Japanese,
and scimitars come from the Middle East

Strength +2
Conceal: T
Minimum Strength: 2

Broadswords and longswords: These are

thought of ;

generally

Europ s, alth the idea has come

up in every civil

n weap

it

n at some point or another, They are

three feet or so long with straight, heavy blades

Damage: Strength +3
Conceal: T
Minimum Strength: 2

Two-handed swords: Just wh

massive implements of personal injury are betwe

si re both hands touse effectivel

et longand req

+ Potence of at least 7 is needed ro swing one with one hand

1s the balance is as much a factor as the weight)

Damage: Strengrh +5

Minimum Strength: 4

MISCFLLANFOUS WEADONS
Brass knuckles and sap gloves: These are designed ro

increase the force of hand strikes. Punches from a character

wearing brass knuckles or sap gloves (gloves with pocket

lead shot sewn into the knuckles)
b

gain this benefit

v an additional

hing dar Characters making attacks with claws

Equevent




Whips chains: Aside from the recreational uses,
some people swear by the versarility of a flexible weapon
Whips can be used to slash, or can entangle (treat asagrapple
atrack at range). Chains aren’t quite as useful in that role, but
hit harder

Damage: Strength +1 (+2 for chains)
1)

um Strength: |

THROWN WEADPONS

See Chapter Six of Vampire: The Masquerade for the
basic rules for throwing. Thrown weapons cause lerhal

Conce

Mi

damage unless otherwise noted. They use the same Traits as
melee weapons

Darts and shuriken: Darts and shuriken (throwing
stars) are usually o0 small

much dama;

e in and of
themselves, but they can easily be coated with various chemi-
cal compounds.

Damage: Strength -1
Conceal: P
Mi

mum Strength: 1

Knives and hatchets: Most knives and hatchersare
far from acrodynamic; those that are balanced for throw-
ing aren’t always the best choice for hand-to-hand
combat and vice versa (+2 to difficulties if using one
type of weapon for the opposite application). It is
possible to throw a knife or hatcher so that the hilt
strikes the target instead of the blade, thus inflicting
bashing damage rather than lethal (+1 difficulty to hir,
and requires Throwing 1}

Strength +1
P or ]
Minimum Strength: |
Spearst Although spears are rather uncommon in
the modern world, they are sometimes still an effective
recourse, particularly if the thrower is skilled enough to

aim for the heart. Some ancient cultures used spear-
throwers, or atlatls, which are little more than four- to
six-foor sticks with notches at one end to hold the spear.
An atlatl function

as a lever, giving the thrower two
more points of Strength for the purpose of determining
range, difficulty and

Dam:
Conceal: N

Minimum Strength: 2

ARCHERY

Bows cause lethal damage by cutting andslashing rather than
by impact, as arrows travel too slowly to cause much in the way of
hydrostatic shock (the primary source of damage from bullets).
This allows bows to penctrate mast modern body armor, which is

y Vapae SrowmeLLess Comparaon
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designed to defend against bullers, with re! ase (h
the normal soak bonus, rounded down). They use the

tive

Traits as melee weapons, with the addition of the Range
Trait of firearms.

Characters using bows may take aim as per the aimed
shot rules for firearms. It takes one action to fire a bow and
one action to reload; reloading can be accomplished in the
same turn as firing with two s
Archery roll (difficulty 7).

Unlike bull

shop tools. Any character with Archery 3 and access to

ceesses on a Dexreriry +

. arrows can be made withour special

Is (stone or metal arrowheads, feathers,
wood for shafts, glue, string

nd a knife) may construct
arrows at a rate of one per hour.

Short Bow: This encompasses all bows that are between
three and four feer long. Short bows may be fired from
horseback. Anyone with Archery 3 or higher and a week to
work can r

Damage: 2

e a short bow.

Conceal: T
Minimum Strength: 2
Range: 60
Long Bow: This includes such weapons as the

Welsh longhow, which ended the military dominance
of the armored European knight, and the Japanese
daikyw, a seven-foot-tall cavalry bow. Long hows may be
ned to be fired on foot o fired while mounted on
a horse, but not both. A character with Archery 4 or

desi

higher and 10 days of working time can make her own
long bow.

Damage: 4

Conceal: N

Minimum Strength: 4
Range: 120
Small Compound Bow: Compound bows use a system of
pulleys to enhance the user's strength, thus allowing the same
amount of power to be delivered with less effort. Compound
bow:

¢ a relatively new innovation, and may not be con-
structed without specific tools. A small compound bow is
about three feet long.

Damage: 2

Ce

Minimum Strength: |

Range: 90

Large Compound Bow: Large compou

most commonly used hunting and rtarger shooring hows.
They are typically four feet long or larger.

nceal: N

Damage: 3
Conceal: N
Minimum Strength: 2
Range: 120

Crosshor

rely resembles a modern rifle. [t consists ¢

crosshow is a mechanical device thar

a horizontal
bow attached to the front end of a stock. The bow is drawn
by crank or by hand, and the projectile (called a bol or
the stock. A mechanical trigger holds

quarrel) is placed

the bow drawn until it is ready to be fired. A crosshow rakes
five actions to re-draw and reload.

Damage: 5

Conceal: T

Minimum Strengt

Range: 20

DFRSONAL ARMOR

The modern mediahas perpetuated the perception that
a *bulletproof vest” will stop anything that hits it, leaving
dly, this is not the

the wearer little more than stunned. S

case. Currently produced body armor is designed to absorb
and spread the force of a high-velociry impact. The full
amount of kinetic energy delivered by a buller still hits the
wearer — it's just spread over the entire area of the armor
before it's transferred to the tender flesh and bone of the
body. This us

entire torso, a few cracked ribs and a few minutes of disori-

ly results in spectacular bruising over the

entation and panic

Furthermore, body armor is only fully effective against

relatively low-velocity rounds {pistol ammunition, in other
words). Bullets with higher velocities (rifle rounds) typically
punch right through such syntheric fibers
Spectra. On the other h
clubs treat body armor like any other thick clothing, and cur
h the

Kevlar and
ch as kn

nd, melee weapons

esor

or smash the wearer right throu erial.

Some Kindred elders still ke
centuries past. This is both mos
resistant than modern body armor, but

metal armor from

obvious and less bullet-

t generally stops
and brawling attacks more effectively than its

ght counterpart

mele
present
Unless otherwise noted, the armor listed below cov-

ers only rthe wearer's torso and thus does not prorect
against fire, sunlight, called shots to the head, neck, or

bs, or explosions.

Body armar is expensive. Unless otherwise noted in the

entry below, assume that a character must have a minimum

Resources of 3 to purchase modern armor and Resources 4 to
se archaic armor (cheaper reproductionsare available,

are meant for display rather than use). Body armor
isalso rarely “one size fits all", and poorly firred (read: stolen)
body armor may have an increased
Storyteller's discretion,

Dexterity penalty at the

It bears mention that the armor Traits presented here
are a bit more complex than those presented on page 214
of Vampire: The Masquerade. Sroryrellers who wish ta
keep complexity toaminimum should feel free to use those
Traits instead.

Crarren Foun: Equirwen




I'nams

ARMO!

The number of dice that the armor adds

ice poal against bashing damage. This

ainst thrown wea

1S

he number of dice that the armor adds to

rom melec

the wearer dice pool against lethal damage

weapons. This is also the value used against lethal brawling
attacks (

ATTOWS OF

ral Claws) and low-velocity projectiles such as
how bolts,
Bullet Soak: The number of dice that the armar adds to

the wea from guns

s soak dice pool against kethal dam
Dexterity Penalty: The amount by which the wearer's
Dexterity is reduced while wearing the armor. This may nor
reduce the Artribute below 1
Per.

ion Penalty: The amount by which the wearer's
v is reduced while wearing the item. This may nor

Attribure below 1. This

reduce aitappliesonly tohelmets

Conceal: The amount of clothing under which the

= windbreaker or loose shirt, | =

armor may be hidden.

jacket or s = trench coat, N = the armor is too bulky o

wear conceal

MonpERN ARMOR
Reinforced clothing: This is less of a formal category of

body armor than it is a mode of dress. “Reinforced clothing”

covers such garb as biker's leathers or the heavy insulated
jumpsuits worn by hunters and construction crews.
Bashing Soak: 2
Melee Soak: |
Bullet Soak: 0
Dexterity Penalty: 0
Conceal: N
Armor T-shir

. as these are normal clothes

This is a thin Kevlar garment worn

under street clothi ypically a loose shirt or sweater. It

tection, but is easy to wear concealed.

Melee Soak: (
Bullet Soak: 1
Dexterity Penalty: 0
Conceal: W

Light Ballistic Vest: This is a vest designed to be womn
unidera loose shirt or sweater as the armor T-shire. Because it

is thicker bur designed for the same ease of concealment, it

impairs movement more than does the shirr.
Bashing Soak: 2

Medium Ballis

armor won by securiry gu

t: The most comman type of body
ds and uniformed police officers, this
is designed to be wom over or under clothes, depending on the

& Vawesee StorrmiLtrs Compamon
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situation in which the wearer expects to find herself, This type of
body armor comes with inside pockets where ceramic or metal

“rrauma plates" can be inserted for extra protection. Some models

are designed expressly for combar wear ;

orporate a variety

of pockets for radios, spare magazines and other tools of the trade

Bashing Soak: 2 (3 with trauma plares)
Melee Soal
Bullet Soak: 3 (4 with trauma plates)

Dexterity Penalty: |

h trauma plates)

(2 with trauma plates)

Cone
Flak Jacket

nessas a medium ballistic vest, b

This is usually the same approximate thick

ititextends to cover the a

and, sometimes, the

wer abdomen. Flak jackets also provide
minimal (one die of soak) p nst explosions.

ak: 3

tection

Bashing S
Mele
Bullet Soak: 4

Dexterity Penalty: 2

Conceal: T
SWAT Tactical Jacket: Made primarily for SWAT and

hostage rescue teams, these garments are very expensive (mini

or civilians topurchase) and tend

mum Resources 5
to draw police scrutiny if seen ¢

civilians. SWAT jackets

wimum ballistic protection with a minimum

designed for n

impact on mobility. Theyare designed to be worn over clothing

r T-shirt) and cover the wea

(usually includir
i
plates and equipment pouch
SWAT jacket is reduced to 1

n the hands

an

n to the groin. They usually feature
. The Dexterity per .
\ctivities which rely primarily

houlders de

Hing).

Bashing Soak:
Melee Soak: 3
ak: 4
erity Penalty: 2
Conceal: T
Riot Gear: Although it's impossible to

bases where persanal injury is concerned,

wer all the

sear does make

rihe torso

theartempt. This usually incl full protectior

and partial protection for the arms and legs a

melee and fircarm artacks. Like a flak jacker

A Pro

vedieofsoak) pro

ecrionagainst explosions.

Bashing S
Melee Soak
Bullet Soak: 5

Dexterity Penalty: 3

Conce




Bomb Disposal Suit: Explosionsare perhaps the hardest

sf combat injury to armor an individual against. Bomb
t

disposal suits are designed specifically to defend &
vandshrapnel, and add six dice to the wearer's soak

concussic
dice pool for explosions only. The Dexterity penalty of a
bomb disposal suit does notapply to delicate operations (such
as defusing a booby trap).

Bashing Soak: 4
Melee Soak: 4
Bullet Soak: 2

Dexterity Penalty: 3

Conc
zed item worn almost

Nomex Suit: This is a spec
exclusively by race car drivers, firefightersand SWAT troop
ers. Nomex is a very expensive (minimum Resources 4)
flame-retardant fabric. A Nomex suit rypically covers the
entire hody excepr for the hands and head, and comes with
wes and a ski mask to protect those two areas. It provides

three additional soak dice for the sole purpose of resisting fire

A Nomex suit s desigried to be worn under clothing.

Melee Soak:
Bullet Soak: 0
Dexterity Penalty: 0
Conceal: W

Tailored Armor: In recent years, several companies

have n re-tailoring Kevlar or similar marerials into

name-brand clothing. Typically, windbreakers, sweaters, jack

ets, tuxedos and business suits are modified to order. This
process is very ex 4) but the
result is virtually unidentifiable as body armor — a Percep-

nsive (minimum Resource:

tion + Streetwise roll (difficulty 10, dropping to 8 if Style is
rolled instead of Streetwise) is necessary to recognize it
Bashing Soak: 0
Melee So
Bullet Soal

Dexterity Penalty: 0
Conceal: see above
ARCHAIC ARMOR
Imagine someone walking down your street in a suit of
ail. Consider that reaction when taking the
concealability of archaic armor into account.

chainr

Composite Armor: This usually consists of leather sewn
with metal rings and studs, and perhaps some light chain

mail. Composite armor covers the torso, arms and upper legs

Bashing Soal
Melee Soak: 3
Bullet
Dexterity Penalty: |
Conceal: T

& Vaspss StomTeLLess Companon
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il or chain mail

Heavy Armor: This is a suit of ring r

worn over a thick layer of quilred padd

the name suggests, is quite heavy and a character «

1 minimum Strength of 3 to make use of it
Bashing Soak: 4
Mel k: 4
Bullet Soak: 0
Dexterity Penalry: |
Conceal: N

's Armor: Alsoreferred toas“platemail " thisiswhar
ghrof asfull

st acentury or so before the Welsh e

snormally the lie nor. Actually, ammor of this

rypewasonlyu

later, the gun) rendered it obsolete. A minimum Resources

necessary to locate and purchase a suit of this type¢

fi the character, and a minimum Strength of 3 is required to wear it

hing Soak: 5
Melee
Bullet Soaks 1 (Note that metal breaches inward

gunshot wound:

are likely to be quite painful
Dexterity Penalty: 2
Conceal: N

HELMETS

Helmets protect the head and, in some cases, the neck

Their soak value not add to those of the suits of armor

above, but are used separately for attacks that specifically

target the head. A helmet is not a sure bet

1 bulle

feflected by

weater's neck. All helmets, obviously, are impossible t
conceal when womn

Military Helmet: Available in army surph s for
relatively low price, this Ty de e
shrapnel rather than bullets or bl

military helmet, but is more heavily padde
artacks
padded neck cover. S

face shie

this is a padded metal helmet that protects the back

Bashing Soak: 1
Melee Soak:
Bullet Soak: |
Pereeption Penalty: 0

SWAT Hel

t: This is similar in cor

d has a transparent Plexi

me models substitute a

(increase Perce
Bashing Soak: 2
Me val
Bullet Soak: 2

Perception Penalt

Light Helm: Typically

rn with heavy arcl

f the wearer's head

Bullet Soak: 0

Perception Penalty: |




Full Helm: This is worn witha full suit of knight's armor.
It is extremely heavy and uncomforeable, but it covers the
wearer's entire head and neck.
Bashing Soak: 2
Melee Soak: 3
Bullet Soak: 0
Per:

eption Penaley

Exprosives

Explosives cause massive property damage at best, and
theirus as a serious breach of the M

may be view

squerace
stigation from federal authorities (any

duc tothe intense inv
bombing of a public building is a federal crime and will be
imvestigated by the FBLand ATF). Pl ieve their
characters can “getaway with it" are referred to the examples
of the Oklahoma City and World Trade Center bombings.
More than likely, elder Kindred will assist the
such an investig

yers whao be

uthorities in
on — no prince likes that sort of thing

going on in her city. Almost all explosives are very difficult

lers should have no
e arbitrarily denying anything in this
section to characters. The nastier something looks, the less

acquire or manufacrure, and Storyrel
qualms whatsoeverabe

likely it is to fall into the hands of those who would misuse it.

Haowever, sometimes the only way to fix the problem is
to blow it u s been illustrated in innumerable horror
Anarchs aren’t the only ones who take this
The Inquisition, for instance, is not above drastic

films and stories.

view

measures. Characters may find themselves on the receiving
end of any of the following substances.

Body armor generally does not protect against an ex-
nst the shrapnel thrown

by one (sce Personal Armor abov

plosion, although

protect aj

). All explosions do

lethal damage unless otherw|
te

ise indicated, though cha
t ground zero may well suffer
Storyteller's dis
vival at all

avated damage, at the
retion — if there’s a chance of their sur-

GRENADES

Grenades are manufactured devices containing rela-
vely small amounts of explos
hey are designed to be used by unskilled troops, and thus
require no Demolitions roll to use. However, they do require
aThrowing or Athletics roll to be thrown ro the desired spot
Grenades are extremely difficult for anyone but police and
military personnel to acquire.

es or chemical substances.

Fragmentation grenade: The archerypal grenade, these
re shards in
all directions upon detonation, The shrapnel, rather than
the actual explosion, causes most of the damage. Fragmen-
ta
explosion, reduced by one die fe
the blast.

e designed to propel hundreds of metal and w

grenades do 12 dice of t the center of their

amage

everyyard of distance from

Concussion grenade: Concussion grenadesare designed

to incapacitate or kill through their explosion. They are
theoretically non-lethal, but no explosion is truly “safe
Concussion grenades are the type most likely to be employed

by SWAT reams. They do eight dice of damage, reduced by
one die per yard of distance from the blast.

Chemical grenades: This category encompasses both
smoke and tear gas grenades, which function identically
except for their chemical payload. Both emit gas through
holes in their cases rather than exploding. However, the
chemical reaction that produces the gas also produces heat,

and any char

ter who tries to pick one of these up while it
estwo levelsofaggravared damage (soakable
h Fortitude, difficulty 6). The clouds produced by these
grenades fill a 10-yard radius and last for 10 minutes in
relarively still air.

is“acrive" rec

L

White phosphorus grenades: White phosphorus, or
WP, grenades, are ostensibly intended for smoke generation.
However, they produce their smoke through the burning of
a phosphorus compound that cannot be extinguished with-
out special chemicals. WP grenades inflict damage as
fragmentation grenades, but WP damage is aggravated and
continues to bumn, being reduced by two dice each turn until
it burns out. Any flammable substance (like vampires) in the

B

R

radius of effect of a WP grenade maybe ignited at the
Storyteller's discretian. WP grenades are extremely difficult

o acquire, and Storytellers should feel free ro arbitrarily deny
them to characters.
Preparen CHARGES

Thiscategory include:
that has been 2
de

ny demolition or blasting charge
ssembled with an explosive, detonator and
nation method (radio control, timer, etc.) when it
character’s hands. Prepared charges require no special

ters

knowledge to use as general-purpose explosives, but a mini
mum of Demolitions 2 is necessary to set one and use it in its

intended role.

Satchel charges: This is a carchall term for a two-pound

mass of plastic explosive and a timer in a canvas bag. Satcl
charges: o be thrown or dropped and fled, as the
timers are usually 15 to 30 seconds long. A satchel charge
does 20 dice of damage when it goes off, reduced by one die

e designed

per two yards of distancg from the blast.

Frame charges: These are also known as entry charges
y are small amounts of plastic explos
wood or pl

The

ve in an adjustable
stic frame, and are designed to be locked into the

frames of heavy doors or windows in order to blow them open
The most common use of frame charges is by SWAT teams in
situ pid entry into a barricaded area is needed.
Frame charges can generally open any door short of a bank
It if properly emplaced, and do six dice of o
bystanders, reduced by twa dice per yard of distance.
Shaped charges: This is more of a technique than a
specific typeofexplosive device. Shaped chargesare

ms where r:

mMOUnts
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of explosive material whi

1 majority of the explos

The Storyteller is free ro d

50 percent in t

blow and reduce
s (

rounding nei
Exprosive Compo
All Damage T

present unless otherw

distance fr

increase i

point to unruly character

open flame
Damage:

Blasting pow

mula of black powder used in cc

Damage:
N

t it

Nitrogly

is rather powerful
it is likely ro
shocks

detonates if expos

ontanco

1s a character ru

Damag
Dyn:

namite is erine s

andr

unstable nirroglycerine

can be detonated only w

and may safely be ignited
D

Plastic explosive: |

used to describe a numt
American C-4 or Czech
ible. Plastic explosives wi
be
char

can be molded

re such as a

choice for milir
Dan

Primer cor

isaspec
spools. P

simultane

dramatic purposes — or t

ks. Dynamite that is subjected to tem
eran extended pe

1to cook on. They ¢

ch have been construcred o direct

force in a specific direction

de the precise game effects of

lamage w increased by
hat the charge is intended 10

cctions. Frame

ut flinging lethal shrapnel

uhborhc

UNDS

listed are per pound of explosive

aps the only explosive that
significant amount

ly; it merely burns if

feronated by heat or an

wder is

nl

ial mining

itroglycerine
e. In fact
such

is also extremely uns

usly detonate if subjec
nning with it. Nit

1 to hear or flame

own as trinitrotoluene (TNT), dy

tabilized in an absorbing com

od of time “sweats” pure

Mod

ith a special

ed dynamite

nass-pr

er compound
1 as an emergency flare

stick

Ylastic explosive is a generic term

Semte

1 burn witk
| primer

1. Plastic ex|

y and are the explosive of

i the precise compound

tcord or instant fuse, this

ctured inropelike
sparate charges

be used as a main charge in




situations, such as cutting down trees, by a skilled explosive

). Primer cord can be detonared
by a primer charge or by open f

technician (Demolitions

me

Dama

per two yards

Blasting caps: These are small charges
electri

mated by
sives. They

magnetic ficlds

orflame, toffother exp

can sometimes be

detonate
(Storyteller's discretion)

4 if a character is in contact with a

cap when it g

s off, but no effect past a
foot or so of distance

Napalm: Na gasoline that has been jellied to
make it thick and sticky. It can be extinguished by being
completely submery

or by oxygen depriva

¢ tion, bur
otherwise burns indefinirely (it

game terms — five to
10 minutes becomes irrelevant after the first 20 health
levels of ravated damage). Napalm can be
anything thar we ar gasoline. I a char,
ortunate enough to be coated with na
one die. That many

nited by

rerisu

valm, roll

wated damage (diffi
soak with Fortitude) are
unfortunate soul on the f

culty 7 1

inflict
st turn, and the nag

g one less die of damage per

continues to burn, inflicrin,

rurn until it reaches zero,

MiLiTARY-GRADFE
WEADONRY

Military weapons should never fall into the hands of
player characters in a Vampire:
Heavy mac

The Masquerade game

guns, tanks, attack helicopters, artillery,
shers and the like are
il comt

AT Outsi

e of
5. The mod
cadlier than can be described to anyone
who hasn't been on one

pers

tas to be completely ludicr

ern battlefield i

, and Kindred, for all their power,

are no match for correctly used modern

technol

ogy. No reasonable amount of Pote

wce allows 4
to slug it out with a tank that mounts a

firing

character
Omm main gun
r-piercing sabot rounds. No realis
tic amount of Celerity makes a character fast enoug|
outrun

to
an artillery barrage thar saturates every inch of
ground in a one-mile

s with shrapnel. No obtainable

amount of Fortitud
1

es a character enough extra soak
to survive the detonation of a 2000-pound laser
id

I homb. The Kindred are mighty pe

onally, but on
the modern battlefield, onc

v onal might
matters very little in the face of combined arms. As for

Kindred of greatageand potency, none has reportedly

dealt with weapons matching their own sheer deadliness.
The Sroryrelleris advised tc
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UsinG THE CHARACTER S

T
Not everyone needs to use the expanded character
sheet, but many players prefer them, keeping all of theic

characters’ ¢

ails at their fir

reips rather than scat

tered over notebooks, cocktail napkins and thrice-fold

scraps of typing paper. In the interests of saving space in

future Vampire books, this sheet has been generalized
here, so everyone gains maximum use from it

When filling out the character sheet, remember

® If your character has the Virtue of Conscience and/

or Self-Control, you start out with a “free” dot in those

Virtues. Only those horrid individuals with Conviction

and/or Instinct don't start with the free dot

® The Other Traits section of the character sheet can
cover any numerical Trait you feel like recording. These
are most often Secondary Abilities, but some other Traits

ire too rare to warrant their own section on the character

sheet {True Faith scores, additional Disciplines, Traits
presented in later books, etc.). Stick ‘em here

* The Weakness entry is included so you can jot
down your character's clan weakness.

* Rituals are special abilities studied under the aus

pices of Thaumarn

sy and Necromancy. If you don’t have

cither of these Disciplines, leave this space blank, or use

it for something more appropriarte.
¢ The Blood Bonds section also covers vinculi,
which are the special “threads” of sanguina

oyalty
possessed by vampires of the Sabbat. For more de
tails on the vinculum and the V

it, see the Guide to the Sabbat

Iderie that creates

* The Coterie Chart is a fine place to jor down nores

mmily tree” of

on your troupe’s coterie, or to create

corerie relationships

Charmen Four: Equewent




RYTELLERS COMPANION

THE KINDRED HIDF AMONG MEN, FRING OUT THEIR BLOODTHIRSTY

UNLIVES UNDER A VFIL OF DECEPTION. YET CERTAIN MYSTERIES REMAIN
OBSCURED FROM EVEN THEF CLEVERUST VAMPIRE'S SIGHT. WHO FLSE
STALKS THE FINAL NIGHTS? WHAT OF THEIR POWERS? AND WHAT
TERRIBLE SECRFTS DO THEY CARRY !

THE VAMPIRE STORYTELLERS COMPANION COLLECTS NEW RULFS,
ABILITIES AND BLOODLINES TO AID STORYTELLERS IN THEIR TASK OF
WORLD-BUILDING. THIS BOOK DRESENTS NEW INFORMATION ON THE
LESS NUMFROUS HINDRED OF THE WORLD OF DARKNESS® AS WELL AS
AN FEPANDED WEADONS LIST AND FRIGHTENING DISCIPLINES ONLY

RUMORED BY THE KINDRED OF THF CAMARILLA AND SABBAT ALIHE.
IT S A VALUABLE RESOURCF FOR STORYTELLERS WHO WISH TO
UNLEASH FORGOTTEN TERRORS AND NEW MACHINATIONS UDON THEIR
PLAYERS CHARACTERS.

® DETAILS ON THE LESSFR BLOODLINES — THE SALUBRI, SAMEDI AND

DAUGHTERS OF CACOPHONY

* NEW WEADONS, DISCIDLINES AND ABILITIES WITH WHICH PLAYERS

CAN ARM THEMSEL VES AGAINST THE NIGHT

* CONTAINS AN EXPDANDED CHARACTER SHEET COMPATIBLE WITH THE
| REVISED EDITION OF VAMPDIRE: THE MASQUERADE® AND A SCRFEN FOR

STORYTEFLLERS TO HIDE THEIR NOTES AND DICE ROLLS FROM DLAYERS

‘e

o AN

\ — -
v E 1 O
3 \ )
\x\ GAMES FOR MATURF MNDS S

THE ASQUERADE




