 Fallen Idols
House Rules (Last updated: 04/02/2015)
Important Notes:
READ THIS BEFORE PLAYING IN THIS GAME:

1) In general, assume that if we do not have a house rule for any given thing, the written rules in LotN (or whatever book is applicable) stand. However, in the case of a rule that is vague or undefined, if a ST makes an on-the-spot call, the ST’s ruling takes precedence until a formal written house rule is established. 

2) Select Traits from LotN Revised. Characters on a Path may select Traits (positive only) from the Sabbat Guide. For exceptions, please seek ST permission.

3) Characters may start with more than 7 Traits worth of Merits.

4) Starting Discipline slots must be spent on Basic Disciplines. This is an OWBN requirement.

Character Creation
1) Generation Caps: Unless you have a good story or valid reason, no character may be lower than 11th Generation without ST approval. As compensation, however, thin-blooded characters receive build packages as follows:

a. 12th Generation: 45 points.

b. 13th Generation: 50 points.

c. 14th Generation: 55 points.

d. 15th Generation: 60 points.

2) Note that the starting build cap is 60, so if you play a 15th Generation character, you can’t get any more build points from other sources, including rollover from previous characters.
3) Ghouls. Ghouls may be played in this game, assuming you have a PC dominator. They receive ten freebie points as opposed to five points at character creation. Ghouls have 5/5 blood, which is to say five human blood traits and five vampiric vitae traits. They are assumed to have the Ghoul merit for free. Ghouls learn the physical disciplines as if they were in-clan but must pay out of clan costs. Dominators of 9th or better generation can have ghouls with intermediate disciplines. Ghouls with advanced disciplines require 7th generation dominators. Ghouls begin play with 2 disciplines, one from their parent clan and one physical. If the dominator is unwilling or unable to teach their in-clan Disciplines, the ghoul gets two physical Disciplines. Ghouls can never have clan-specific Disciplines (Obtenebration, Protean, etc.). Buying further discipline levels that your sire teaches you are considered out-of-clan for purposes of XP expenditure.
4) Morality: If your character is part of the Camarilla, your morality is Humanity. (Independent characters, however, may start on genre-appropriate Paths with ST approval.) Additionally, you may not sacrifice a Morality trait to gain 2 extra freebies. As one of the most important aspects of this game, role-play your virtues. Should they come into play, you'll be at a trait penalty if you're not portraying them properly. 
5) Disciplines: You may not begin play with any Advanced Discipline, or out-of-clan Intermediate Disciplines. You may not have an out-of-clan Discipline at higher levels than any of your in-clan Disciplines at character creation. 

6) Ability/Background caps: You must have ST approval to begin play with any Ability higher than 3 or Background higher than 2.
Current Limitations
1) Genres, etc.: Camarilla, Independent, and Anarch Kindred

2) Preferred clans: Brujah, Nosferatu, Toreador, and Ventrue, These clans receive 10 additional build points (Up to the 60 max)

3) Capped clans: Assamite, Tremere, and Malkavian
Experience Points
1) Base XP award per game is 2. Nominations for additional XP based on roleplaying may be given at the end of game. You may not nominate yourself. Bloomington characters may submit a 1-page journal once a month for a bonus experience point. If you have questions on earning additional XP, speak to our staff on other ways to help the game out. 

2) All BGAs, Influence actions, XP requests, XP expenditures and requests for updated character sheets must be submitted no later than the third Saturday of the month. We won’t track and record your characters actions until the following month if you miss this deadline.

3) If you travel to another OWBN game and play your Fallen Idols character, you must get an item card signed and dated from a member of the ST staff for that game to confirm that your PC was in attendance. 
Items and Tags
1) You may check in no more than 10 cards. Only show us what is on your person. Other items may be “left in the car.” Getting anything “out of your car” requires an ST.

2) We will have tags available each game for those of you who cannot costume or who have some noticeable feature that costuming cannot portray, or that you do not have costuming for. This includes inhumanity (Paths). Please wear your tag prominently, detailing what people are seeing and interacting with. Failure to do so can hamper role-play significantly and you will suffer penalties should a situation warrant challenges. 

3) Any item on your person must be displayed unless validly concealed. If you don’t have something displayed on a tag or concealed, you don’t have it.
Inactive Characters
Characters become inactive automatically by having no contact with the storytelling staff for 6 consecutive months wherein the character becomes an NPC under the control of the storytelling staff.
Binding Agreements ,Contracts, and Hard Proxy Scenes
No Fallen Idols PC may enter into any Binding Agreements, Contracts or Hard proxy scenes without first contacting the staff. This is done so that we are aware of what is happening. If you do not contact us prior to the scene or signing, we will not be able to help you if problems arise.
Challenges
1) To speed challenges, bidding specific Physical, Social and Mental Traits is optional. Traits are otherwise bid and lost as normal. The specific category of your traits (for example, Stamina-based Physical Traits) still matters for certain powers.

2) Negative Traits must be relevant to the challenge and make some kind of logical sense to be called.

Example - Calling Repugnant x3 against a Nosferatu while you are attempting to use the Intimidate Ability on him does not work. If the same Nosferatu were trying to use the Subterfuge skill to dazzle you with his charms, calling Repugnant x3 is appropriate.

3) In situations of many characters acting on one, we will be using the Mass Combat rules - the lone character must bid a trait against each opponent, then throws one sign against all the other players. See LotN: Revised, page 196.

4) Any power that allows a character to win on ties will instead grant 8 unnamed bonus Traits for purposes of comparing Traits on ties. This will not stack with other powers that allow you to win on ties. This bonus can carry you over the normal maximum Trait cap.

Combat 
1) To speed up combat, all attacks do one additional level of damage. So, base damage for an unarmed person of normal strength is 2 Bashing. Base damage for a normal character with a knife is 2 Lethal. Base damage for an unarmed strike with Puissance is 3 Lethal.

2) All Fallen Idols weapon cards will show their damage only as it is listed in the book. This is to prevent our cards from accidentally becoming super-weapons in other OWBN games.

3) Vampire characters take the full amount of Bashing Damage. They are subject to any Wound Penalties that apply, but do not lose consciousness at Incapacitated. One Blood Trait heals two levels of Bashing Damage.

4) If a vampire negates incoming damage from a stake with Fortitude, armor or some other effect, the stake has not pierced the heart and they are not immobilized. The damage negation must be called when the staking challenge is made.
5) Called shots are anything that renders a special effect. Bid three traits and make a standard challenge with two follow-ups. For instance, if you want to stab someone in the arm, that is NOT a called shot. If you want to sever their arm or disarm them, it IS a called shot. Staking is a called shot. Decapitation is not a valid attack against playing characters; other attacks may also be disallowed as a matter of balance. You are free to declare called shots on a NPC. 
6) You cannot make a Social Challenge to bring people out of frenzy.
7) You can only deliver one touch attack (Quell the Beast, Dagon’s Call, etc.) at a time.
8) Surprise: A character who is subjected to a touch effect (Quell the Beast, Cauldron of Blood, Dagon’s Call, etc.) from surprise still gets a challenge to avoid the effect. In this instance, the defender may bid a Dexterity-related trait, but loses on ties. This reflects the fortunate “turn-aside-at-the-last-moment” effect, and prevents invisible attackers from automatically succeeding on touch effects. 
Abstract Strategic Resolution
Abstract Strategic Resolution is the system we use to wrap up big, difficult confrontations quickly, with the players setting the goals and difficulty.

 

The players pick a representative to throw three tests to determine how much damage gets distributed among the players. The amount will vary depending on how many players there are and how dire the situation is, so let's say "X" represents a number of Lethal Health Levels. (Particularly dangerous enemies might make the damage Aggravated.)

 

Win = X

Tie = 2X

Lose = 3X

 

Before the chops are thrown, we will ask for the players to come to a consensus on several questions - making choices on how the fight goes. These questions will determine how much more damage the group will take in exchange for pursuing secondary goals.

 

The players will not know exactly how much the modifiers will be before selecting their answer, only a general idea of how much more difficult it will make the mission.

 

Examples include:

- Will you preserve the Masquerade at the cost of tactical advantages? (Yes +1 to 3, No +0)

- Will you try to protect some of your NPC allies? (Yes +1 or more; No +0)

- Will you use up most of your Blood, Willpower or some in-game resource in this fight? (Yes +0; No +1 or more)

- Will you stop in combat to pursue some secondary goal, such as looting or rescuing innocents? (Yes +1 or more; No +0)

- Will you accept a great deal of risk for a secret plot-related revelation? (Yes + a lot; No +0)

 

After the chops are thrown, damage is divided among the combatants, starting with the ones in the least amount of danger, leaving the front-line fighters to suck up whatever is left. This damage is considered to hit all in one single strike for purposes of damage negation.

 

Each character can take a maximum number of Wounds equal to his permanent Health Levels + Armor + any damage negating effects + 1. If there is still damage left over after the front-line fighters die, it spills back over onto the characters they were trying to protect.

 

Assuming the group can survive the damage, the scenario will usually be a success. If the damage is too much, additional questions will become available to reduce it (usually to the tune of "do you want to abandon a previously stated goal?" or "how about this mission fails and you retreat?" Rather than going back and re-doing the algebra, these questions will typically knock a set amount off the total Wounds, typically 10.)

 
We won't be turning vital or especially risky missions into mathematical abstractions, and this won't replace combat in our game. This is just an opportunity to make some meaningful choices as players and still streamline big combat scenes.
 

Example: Nine  PC's decide to take out a nest of dangerous Sasquatches, intent on driving out the Yeti menace once and for all. The ST sets the base damage at 3L (Win = 3, Tie = 6, Loss = 9), so with three tests, the damage will range from 9 to 27.
 
Before testing, the ST asks 3 questions:
- Will you be taking steps to hide this confict, making it more difficult? Yes +1, No +0
- Will you rescue all of the yetis' hostages? Yes +2, No +0
- Will you accept additional risk to loot the area? Yes +1, No +0
The players are feeling confident, and say yes to all the conditions. Base damage goes up to 7 (Win = 7, Tie = 14, Loss = 21)
 
The chops are thrown, resulting in one win (7), one tie (14) and one loss (21). The players have 42 Wounds to divvy up among themselves.
 
Damage starts "in the back," where three new characters decide to take 3 Wounds each. The three mid-range characters decide to take 4 Wounds each, taking the total down to 21. The three big characters leading the charge take 7 Wounds each, burning through armor and Fortitude and still walking out of the fight. The ST announces the PC’s  have killed all the Sasquatches, maintained the Masquerade, rescued their five hostages (avoiding the need for a level 3 Humanity check) and recovered a cache of mysterious carved bones.
 
Example 2: Suppose things had gone differently in the above example: all the challenges were lost, and the damage total now stands at 63. Additionally, the three sneaky guys in the back decide to betray the rest of the group and Fair Escape, taking zero damage and leaving six characters in the front to suck up enough Wounds to potentially Torpor or kill all of them.
 
The ST opens up a new range of options:
- Will you fail at the goal of killing any of the monsters? (-10 from the total)
- Will you breach the Masquerade to escape? (-10 from the total)
- Will you feed the rescued hostages to the yetis as a distraction (Humanity chop for mass murder)? (-10 from the total)
 
After some grumbling, the six survivors decide to agree to all three terms, letting them limp away with a survivable 33 Lethal between them... And enough Blood left to go looking for some revenge.
Influences and Backgrounds:
1) Influences may be purchased at character creation. However please check with Heather on what is currently available.

2) Increasing Influence levels takes 3 months of growth. It does cost XP to increase influence levels.

3) We are no longer allowing auto growth on influences. You must send in a BGA for every month of growth.

4) Retainers: You can build up NPC retainers by pumping your XP into them at a 1/2 ratio (each point you spend on them gives them 2 XP). You can have no more than 5 retainers with character sheets at one point. This includes (but is not limited to) mortals, ghouls, and wraiths and animals. If you place multiple levels of Retainers into a single servant, each level beyond the first gives the NPC an extra 5 XP. Thus, a 5-point Retainer has 20 build points. Your retainers can have Influences, but you cannot access any level that they have that exceeds your level in the Retainers background. (Thus, with Retainers 3, you can only use up to level 3 Influence actions for your retainers, even if they have them at 4+.) Also, you may not use more levels of your collective retainers' Influences, per month, than you have in the Retainers background. (I.e., if you have Retainers 5, you may use no more than 5 dots of your collective retainers Influences per month. Even if you have 5 retainers with level 5 Influences.)  
5) Mentor: Purchasing the Mentor background requires a one-page write-up detailing who they are and how you managed to ingratiate yourself to them. Until this background is given to the STs, you may not use your Mentor. We will write a sheet for them.

Abilities
General: If an Ability makes logical sense, it can be used for a retest. For instance, Intimidation will retest Dread Gaze. But, no matter how little sense it makes, Ability retests from the book will already work.
Specializations: You must have three levels of an Ability to specialize. These must be very specific. Melee: Swords is not acceptable while Melee: Rapiers is. You may specialize in one level of a Discipline, such as Heightened Senses, but we strongly encourage you to purchase thematic specializations, such as Investigation: Details or Intimidation: Cold Threats. You may not specialize in Two-Weapon Fighting (for Melee) or Two-Gun Mojo (for Firearms), but you may specialize in Florentine (twin rapiers), Niten-Kenjutsu (katana and wakazashi), Twin Pistols, etc. Brawl specializations intended to give off-hand attacks (Two-Claws, Two-handed Boxing, etc.) require ST approval.
Crafts: All items created using Crafts have 3 qualities: Aesthetics, Design, and Structure. Craftsmen may create items with levels in each quality equal to their level of Crafts.
Example: A character with Crafts x 3 may create an item with Aesthetics x 3, Design x 3, and Structure x 3.

It takes 1 week per level in each quality to complete an item – in other words, an item with five levels in each quality takes 15 weeks to complete. Crafting does not generally require a challenge, but the craftsman may engage in a number of Static Mental Challenges equal to his Crafts, with a difficulty equal to the combined levels of Aesthetics, Design, and Structure, to reduce the crafting time by 1 week per success; this may not reduce the crafting time by more than half Standard items (i.e., per printed MET supplements) may generally be created in a week with appropriate tools, but lack any special Aesthetics, Design, or Structure bonuses. 
· Aesthetics: This quality reflects the beauty of the crafted item. Aesthetics is useful for increasing the value of the item.

· Design: This quality reflects a craftsman’s improvements on the basic design of an item. 

  Sample Improvements:

· Bonus Traits: A craftsman may increase an item’s base bonus traits by 1 by spending 2 Design or by 2 by spending 5 Design.

· Damage: A craftsman may increase a weapon’s damage by 1 by spending 3 Design.

· Special Abilities: A craftsman may add an appropriate special ability to an item (typically a weapon) by spending Design. The amount of Design required for an ability varies, but is typically 2.
· Increasing Aesthetics or Structure: A craftsman may increase an item’s Aesthetics or Structure quality above the ordinary limits for his skill level. The first increase costs 1 Design, the second increase costs 2 Design.
· Remove Negative Traits: A craftsman may remove an item’s Negative Traits by spending 2 Design per Traits to be removed.

· Structure: Structure reflects the physicality of the crafted item. Typically, this relates to an item’s durability, but Structure may also reflect the craftsman’s ability to craft complex or intricate items with fragile materials. With regards to weapons, an item’s Structure determines how much conventional damage is required to destroy an item. 

Example: A weapon with Structure x 5 may only be destroyed by an attack dealing 5 Health Levels of damage or more. 
Linguistics: The number of languages you speak varies with the level you have in the Ability. Please know what languages you want before you make the purchase.

1. One additional language.

2. Two additional languages.

3. Four additional languages.

4. Eight additional languages.

5. Sixteen additional languages.
Martial Arts: Characters with a trait cap higher than 10 cannot have this Ability. If a character buys it as a ghoul and is then embraced at 11th or lower Generation, the player may re-distribute the points spent on this Ability.
Throwing: This Ability is used to retest with a thrown weapon. It also allows you to use your Mental traits instead of Physical traits if you so choose.
Merits/Flaws:
Ability Aptitude: You may purchase this merit once. If it is applied to the Occult Ability, you do not get the bonus traits to combat-related Thaumaturgy challenges. This also applies to Subterfuge with Setite Sorcery, or Theology with Assamite Sorcery).
Code of Honor: This does not cover up a lack of humanity. Before we approve this merit for a character, we need to see a fleshed out description of what the Code is. 
Efficient Digestion: Ghouls cannot have this Merit.
Natural Linguist: This does not grant additional languages. It provides you with a three-trait bonus on all challenges of language. 
Potent Blood: No Vampire can have this flaw. For Ghouls it applies only to your mortal Blood.
Prey Exclusion: This is a flaw and not just a free point to add to a build package. If you take this, expect to find yourself in a situation where your character will be tested. Prey exclusion Children is no longer allowed. 
Disciplines: 
General: Any "one shot kills" have been turned into sustained damage effects.
General: "Maintaining concentration" requires the vampire to focus his attention on the power he is using, not activating any other Disciplines or moving faster than a walk (3 steps/turn.) If attacked, the vampire may only defend himself. Each time he is damaged, he must win a Willpower Challenge (difficulty 4 Traits) to keep the power going.

General: Any use of a power against another character will require some form of chop or expenditure.

General: Parallel effects imply similar countermeasures. For example, forms of invisibility or stealth that are not Obfuscate can still be thwarted by Heightened Senses and similar effects.

General: "Form powers" (such as Shape of the Beast and Horrid Form) do not stack with each other. You can be one, or the other.
Animalism
Beckoning - This power gives the vampire an automatic retest on attempts to feed, representing the ability to draw animals to himself at will. The vampire must be able to feed on animal blood to enjoy this benefit.
Quell The Beast - This power's duration has been shortened to one scene/hour.
Auspex
General: -This game does not use the rules for "auto-punch" with regards to Auspex and Obfuscate. When testing against an Obfuscated character, perform the Investigation vs. Stealth Mental Challenge as normal.

When turned against a cloaked non-vampire supernatural, use the concealed character's level of mastery in their concealing power (such as the Changeling Art, Chicanery) or overall Rank (in the case of a Werewolf or other Changing Breed.) Creatures without an effective level for their powers are subject to ST discretion but will typically default to the minimum level for that particular power. So, Fomori who are hiding using an analogous power to Unseen Presence will check versus Auspex at level 2.
Heightened Senses - All forms of invisibility may be broken with Heightened Senses or similar powers.
Aura Perception - Clarification: Diablerie is visible in the aura for six months.

Aura Perception cannot be used as a gauge of truthfulness. To actively ruin someone's ability to lie requires invasive Telepathy.
Chimerstry
Horrid Reality - Using Horrid Reality to incapacitate someone requires a Social Challenge (retest Subterfuge), and then becomes a sustained damage effect. Each turn the vampire maintains the effect, the victim takes 4L of damage (or less, if the Ravnos desires.)

The effects of this power end if the vampire allows his concentration to lapse, loses line of sight on his victim, or if the victim enacts a Fair Escape.

Using Horrid Reality to cut off attempts at Fair Escape requires an additional Social Challenge (retest Subterfuge) each round to block or otherwise restrain the escaping character.
Celerity
Rapidity - You do not have to declare the Bomb.
Fleetness - Instead of "win on ties," you gain +8 unnamed Physical Traits for purposes of challenges relating to finesse or agility. These bonus traits can push you over your normal Trait cap.
Dominate
General - Eye contact is approximate, but only one person may attempt to use Dominate on a person in a turn.
Dementation
Total Insanity - The vampire makes a Social Challenge (retest Empathy) and then maintains this power as a sustained damage effect. Each turn the Malkavian is able to maintain concentration, the victim suffers 4 levels of Lethal damage as his psyche is slowly and painfully shredded. A character reduced to Incapacitated or Mortally Wounded by this power is considered to be reduced to gibbering, helpless idiocy and can take no actions, and a vampire driven into Torpor suffers terrifying hallucinations while unconscious.

This power cannot kill someone outright by itself. Any damage that would overflow the victim's Health Levels are lost.

The effects of this power end if the vampire allows his concentration to lapse, loses line of sight on his victim, or if the victim enacts a Fair Escape.
Fortitude
General - As noted previously, if you negate all the damage from a stake prior to the staking challenges, the wood does not pierce the heart and the vampire is not immobilized.
Aegis - Spend 1 Temporary Willpower. For the rest of the scene/hour, divide all damage by 2, rounded down.
Necromancy
The Bone Path: Soul Stealing - Upon a successful Social Challenge (retest Occult), this power becomes a sustained damage effect. Each round the necromancer concentrates on the effect, the victim takes 4L as his soul is painfully drawn out of his body. Upon the body passing Torpor/Mortally Wounded, the soul is considered completely removed and at the mercy of the necromancer.

The effects of this power end if the vampire allows his concentration to lapse, loses line of sight on his victim, or if the victim enacts a Fair Escape.
Obfuscate
General - This game does not use the rules for "auto-punch." Characters using Heightened Senses make challenges against characters hidden by Obfuscate as normal.

Different forms of invisibility do not stack. For example, if you combine Unseen Presence with Visceratika's Skin of the Chameleon or some other invisibility effect, one Investigation vs. Stealth Challenge will still reveal your presence. You still enjoy secondary effects of additional forms of magical concealment, such as Skin of the Chameleon's effect working on cameras.
Obtenebration
Shroud of Night - This basic Discipline does not prevent targeting attacks or other powers. You may still attempt to target attacks or powers requiring line of sight, subject to the normal penalties for darkness (-2 Traits, retest.)
Arms of the Abyss - The number of arms you may have is limited to how many levels you have in the Occult Ability.
Black Metamorphosis - This is a "form power." It cannot be combined with other form powers.
Tenebrous Form - The vampire may accelerate the transformation by spending additional Blood as per the rules for Protean: Mist Form.
Potence
General - You will not break weapons used for standard attacks with high levels of Potence unless they have a Negative Trait such as Delicate. Applying your strength in an unusual way, such as using a sword as a lever, may still damage the weapon.
Vigor - You do not need to declare the Bomb.
Puissance - Instead of "win on ties," you gain 8 unnamed Physical Traits for purposes of strength-related challenges. These bonus traits can push you over your normal Trait cap.
Presence
Summon - You can use this power against enemies and those who you mean harm. However, the effect breaks as soon as an enemy sees or enters the presence (10 steps, or about 30') of a hostile summoner, at which time they may attempt to Fair Escape or otherwise react. You may attempt to Summon an individual enemy only once per night.

Additionally, a vampire with Summon enjoys an automatic retest for purposes of feeding, representing being able to draw human victims at will. The vampire must be able to feed on human blood to gain this benefit.
Protean
Shape of the Beast - This is a "form power." It cannot be combined with other form powers. 

Quietus
Silence of Death - The vampire may cancel the effect at will.
Serpentis
Skin of the Adder - This is a "form power." It cannot be combined with other form powers.
The Form of the Cobra - This is a "form power." It cannot be combined with other form powers.
Typhonic Beast - This is a "form power." It cannot be combined with other form powers. It includes the advantages of Skin of the Adder already as-written. 
Vicissitude
Horrid Form - This is a "form power." It cannot be combined with other form powers.
Blood Form - The vampire may accelerate the transformation by spending additional Blood as per Protean: Mist Form.
Thaumaturgy/Assamite Sorcery/Setite Sorcery

For note, all rules that apply to the different types of Thaumaturgy are assumed to apply to Assamite and Setite Sorcery powers that mimic them. You must worship and believe in Set in order to wield Setite Sorcery. The primary path of this Discipline is Set's Breath (Weather Control). If you learn this Discipline and then covert to another religion, you can no longer use it.
Thaumaturgy

Paths, General: 

Thaumaturgy may not be used as part of an attack, be it trying to punch someone for damage and also Blood Cauldron them or hit someone with a metal pipe for damage and use Levinbolt (though the bonus traits of the pipe in the latter may be used). However, one may use the same action to touch and cast the spell.

Being grappled does not prevent the use of thaumaturgy but requires a successful physical challenge along with the casting to move sufficiently to cast his spells. Being bound does prevent thaumaturgy.

Thaumaturgy always requires gestures and words to be spoken in a normal tone of voice. Stopping sound does not stop the thaumaturgy (such as with Silence of Death). All thaumaturgy which impacts another negatively counts as aggression and breaks invisibility (no Firestorms while Obfuscated). 

All Thaumaturgy requires a blood trait and a challenge to use.

Any power which calls for blood of the target needs at least one full trait.

Paths without a White-Wolf Printed MET Translation, even if they do not require an explicit mechanical alteration, must be submitted in writing to the ST staff and may be modified at any time. 
Rituals, General:

Players may benefit from no more than their occult rating in self-targeted rituals per night. As such, someone with Occult 5 may have Pavis of Foul Presence, Deflection of the Wooden Doom, Wake with the Evening’s Freshness all cast prior to entering the game. They may then later opt to enhance themselves with Impressive Visage and Heart of Stone, but would be then unable to cast Innocence of the Child’s Heart upon themselves.

All Rituals which effect another character require a challenge (typically mental) in addition to the challenge to cast the ritual. All allow awareness challenge to detect the use of magic on them. 
Magic Items:

No one may enter the game with more than their occult rating in fetish items. See Spirit Manipulation and Spirit Thaumaturgy for recommended guidelines on what is acceptable as a Fetish.

No one may enter the game with more than their occult rating in items enhanced with rituals. Groupings of items (such as having two or three stakes with Splinter Servant cast on them) or items with multiple wards on them may be allowed to count as 1 item. 

Items may not have multiple effects stacked on them. Cool as they might be, Fetished Splinter Servant’d Warded Shaft-of-belated-whatever’d stakes are silly and unnecessary.

Rituals without a White-Wolf Printed MET Translation, even if they do not require an explicit mechanical alteration, must be submitted in writing to the ST staff and may be modified at any time.
Path of Blood:  

Tests made to resist Cauldron of Blood and Theft of Vitae require the victim to bid a stamina-related trait. 
Movement of the Mind:

Control: This power is considered a one-chop kill and follows the rules for those powers.
Conjuring:

Levels of this power may not be used to create objects that could not be purchased by normal Resources (up to 5) or Influence (excluding military and espionage influence, as they are restricted influences). No nuclear bombs or military grade hardware. 
Alchemy:

It is a violation of the Masquerade to use this power to generate vast wealth and will not generally be allowed. This power may also not be used to create nuclear material or chemical weapons. 
Elemental Mastery:

Elemental Form: You retain your senses in this form but lack access to your blood. You may not take on a gaseous form. Forms that are especially tough (like becoming a statue) grant 3 bonus health levels and 3 bonus physical traits to resist damage. If you become a mundane item (like a TV) you may perform functions within reason. You may only use Fortitude and Auspex in these forms. 
Summon Elemental: Elementals summoned have 12 physical traits, 6 social traits, 6 mental traits, 6 health levels and attack for 2 levels of aggravated damage or 3 levels of lethal damage. They do not have willpower or abilities. They may exercise some moderate control over their element: Fire elementals can set fires, water elementals can create currents, etc. You may not have more than 1 at a time. Directing your elemental is an action in combat.
Focused Mind:

Readiness: This power never grants bonuses on Thaumaturgy or combat challenges like Firearms.
Centering: If used successfully on a vampire in Frenzy, this power allows them to again test against whatever put them in frenzy to break out.
One Track Mind: This power breaks at the first sign of aggression and may not be used in combat. It does put the target 3 traits down to notice their surroundings. 
Dual Thought: Only purely mental actions may be performed. This includes using powers such as Auspex or maintaining concentration, but does not allow for additional firearms attacks or additional castings of thaumaturgy unless combined with celerity (thus spending your swiftness action, purely physical, to perform the physical acts and your dual thought action, purely mental, to perform the mental acts).
Perfect Clarity: This power grants +8 traits to resist mental or social challenges (but not other types of challenges, such as willpower). It makes you immune to normal frenzy, but supernaturally induced frenzy (such as that created by Drawing Out the Beast) may still affect you. You’re still naturally at +8 to resist it, however. 
Gift of Morpheus:

Enchanted Slumber: As Control, except that it inflicts 3 damage and causes the victim to fall asleep if it “kills” them.
Mastery of the Mortal Shell:

Seizure, Body Failure, Marionette: When used on supernaturals or semi-supernaturals, these powers are considered one-chop kills and follows the rules for those powers. Feel free to murder mortals with your terrible might. These powers do not cost mental traits to maintain per turn, however. 
Neptune’s Might:

Dehydrate: This power does not stun individuals with more than 10 physical traits. 
Path of Corruption:

This power may not, as a general rule, be used on PCs without ST approval due to the immense and inappropriate discomfort in RP it can cause. Its final level may be used as a One-shot kill power. Should the PC be “killed” they become an NPC under the listed effects. 
Path of Curses:

Curses must be spoken in a language the target can understand and they must be able to hear it. 
Fall from Grace: This power puts the target down 8 traits on all physical, mental and social challenges but has no further effect.
Path of Mars:

War Cry: This power grants +2 to resist the described effects rather than granting ties. 
Path of Transmutation:

Gaol: This power only costs 1 mental trait when affecting a living target, but is subject to the one-shot kill rules.
Way of the Levinbolt:

No, uses of this power may not stun individuals with more than 10 physical traits. 

You may store up to 2 levels of electricity per level of this path you have, but no individual bolt or charge may inflict more than 4 lethal damage. 
Eye of the Storm: Those directly looking at the target are at -2 traits to attack him. This increases to -3 if using some form of enhanced vision.
Spirit Manipulation:

General: Spirits lack the same pacts with vampires that they do with changing breeds. Gaian spirits are hostile to wyrm-tainted creatures (vampires with less than humanity 4), as are most elemental spirits. Weaver spirits are neutral and wyrm spirits seek to attack or corrupt, depending on their idiom. The High Saturday ability Spirit Accord may help mitigate this, as it allows the proper chiminage to be provided.
Astral Sight: Does not reveal dormant spirits such as those entrapped by Entrap Ephemera. 
Voice of Command: This power is considered a one-chop kill and uses those rules if asking the spirit to perform tasks it wouldn’t otherwise do (though directing a spirit to act in accordance with its nature at a particular location or towards a given target is not a problem).  
Entrap Ephemera: This power is considered a one-chop kill and uses those rules. Fetishes created with this power should be approximately as powerful as level 1-2 Garou fetishes. Activating a fetish requires a willpower to be spent and a willpower challenge vs the spirit’s rage (default of 7 if no rage is listed on the card). Failure means the fetish will not activate for the rest of the night. A follow up simple test is then made with no retest possible: on a loss, the spirit breaks free and is angry. Use of the Spirit Accord ability during fetish creation allows for the spirit to simply leave rather than attack.
Spirit Thaumaturgy:

Evil Eye: You must meet the target’s gaze. They need only bid 1 additional trait rather than 2.
Spirit Slave: This power is a one-chop kill and uses those rules if it would cause the wraith to do something it wouldn’t wish to do. Minor favors, such as some information, are acceptable.
Fetishes: This power is a one-chop kill and uses those rules. Fetishes created with this power may only hold arcanoi of the intermediate and basic levels. The user must pay any costs for the power using blood for angst and willpower for pathos. Activating the fetish requires a test against the wraith’s willpower (7 if not otherwise defined) in addition to any other challenges. Failure means it will not activate for the duration of the evening. A simple follow up test is then made: a loss means the wraith breaks free. 
Weather Control:

Lightning Strike: You need not have any storm present to use this power or pay any costs beyond blood, though your target must be outdoors (or at least very near a window). It inflicts 4 levels of aggravated damage.
Hunter’s Winds:

Unassuming Pose, Chameleon Skin and Ghost Body may be perceived with Heightened Senses and an appropriate mental challenge. They grant a bonus on the challenge equal to their level as if they were levels of Obfuscate. Due to the special nature of this power, even those perceiving the individuals under the effects of this power are 2 traits down to attack them.
Ghost Body: In order to bring this power more in line with other clan-specific advanced powers such as Shadow Body and Mist Form, you may be perceived with the appropriate challenge as above. You are vulnerable to attacks by Fire, Sunlight, Magic and Enchanted Weapons of at least intermediate power. You may pass through normal barriers such as plaster walls and normal doors but are stopped by reinforced walls, bunkers, very thick stone walls and the ground. You may not employ or benefit from any powers in this form, including those from items or previously employed powers. It is best to think of this power as a cousin of Mist Form rather than complete invincibility. 
Rituals:

Principal Focus of Vitae Infusion: You may consume up to your Occult level in blood beads in a given evening and may possess up to twice your Occult level at once. You must either spend levels of Health Influence or Herd to create them, or perform a feeding scene.
Blood Walk: Only goes back 3 generations.
Blood Allergy: This power creates a paste which must come into contact with the victim (and include an appropriate mental challenge as with all rituals).
Engaging the Vessel of Transference: This may not be put into a weapon. The victim may always make a mental challenge (difficulty 9) to detect that something has happened to their blood.
Ward vs X: Wards may be made defensive or offensive. Offensive wards allow for a simple follow up test when striking the subject: success means an extra level of damage. 
Pebble From the Mountain: The subject of the ritual may use a number of powers equal to the caster’s occult in a given night. Thus if an individual with Occult 3 cast this ritual, the subject could assume Ghost Body to pass through a wall, Strength of Earth to enhance his might to assassinate his target and then assume Ghost Body once more to leave. 
Vires Acquirit Eundo: This ritual either doubles the duration of a ritual (such as from 1 night to 2 or 1 stake through the heart to 2 stakes through the heart), removes a costly or rare component from the ritual (not including personal objects, true names or blood or other unique things as opposed to just hard-to-find) or puts you 2 traits up on the challenge to employ the ritual against another. If none of these benefits apply sensibly to the ritual, the ritual cannot benefit from Vires Acquirit Eundo. 
Pavis of Foul Presence: This power has no effect on elder Presence, nor does it grant immunity. Instead, if the bearer of the Pavis wins the challenge against the presence ability, they reflect the power back on the user. 
Splinter Servant: You may only have 1 active at a time.
Stone of the True Form: Only impacts those disciplines printed in the book. It has no effect outside of those. As with all rituals, it requires a challenge to use. This power only reverts an individual to their true form if they are currently using a shape-changing power. They may use it once more 3 rounds later, in line with the table top version of this power. 
Warding Baptism: Grants +8 traits against a specific path of thaumaturgy rather than immunity.
Custom Combos, Rituals, Disciplines and other powers:

While these sorts of powers can be very rewarding and significant to character development, they are also those which must be monitored the most closely. Ideally, custom powers will enhance a character’s idiom and role play rather than simply provide them with stronger mechanical powers. Custom powers with heavy role play elements or very specific uses are more likely to be allowed than those which only improve traits or increase combat efficacy. Further, custom powers will be examined in the scope of the character rather than individually. A custom power which makes a character much more potent during storms will be looked at differently if the character is also capable of conjuring storms rather than needing to await the natural phenomenon. In any case, custom powers should not provide extensive combat advantages and should generally be somewhat weaker than printed abilities. 
The staff will strive to allow custom powers, but cannot be asked to automatically approve the same things other OWbN games have given the green light to as they may conflict with the staff’s opinion on what constitutes reasonable or appropriate powers. 
Combo-Disciplines: 

You must have one of the requisite Disciplines as a natural in-clan to learn a combo-Discipline. (Disciplines granted by the Additional Discipline merit do NOT count as natural in-clans for this purpose.) You must find a teacher for all combo-Disciplines. Combos from the Archons and Templars book are not allowed unless you are an Archon. Ghouls cannot learn combo-Disciplines, regardless of their in-clans.
Iron Heart is effective against Dominate, Presence (including attempts to break Majesty), and the following Thaumaturgy Paths: Path of Corruption, some powers of Focused Mind (such as One-Tracked Mind), and Vine of Dionysus. It may also provide protection against rituals and other magic (such as Setite Sorcery) at ST discretion. This power provides lesser resistance against Elder-level (or higher) Disciplines. The character does not win on ties against such daunting powers, but does gain a two-trait bonus against them. If used to harden the resolve of another against such powers, it provides no benefit.
Lifesong: This power determines a mortal’s Nature, not their Demeanor.
Staff
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Alden Shadrick, CM
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