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Intro. 
 
This scenario is set in the Anarch world of L.A, where the vampires strive to make 
their own life without the Camarilla and their laws and power structures. Those laws 
however tend to have the power to enforce such things as an Elysium.     
 
And who wants the responsibility of running an Elysium for Anarchs; the answer is 
Prince Ivan, a Malkavian. Sometimes they are in the guise of themed parties that 
celebrates the wonderful world of entertainment that is L.A.  
 
This month’s party is special; there have been rumours about it for months. It will be 
the party of the year according to the gossipers. Being held at a secret location; having 
over a hundred vampires in one place. The theme is reputed to be about the evolution 
of vampires on screen, or some such human nonsense.     
 
The players will have an adventure in a between the world of two films. They will 
have to navigate each one bringing them to a 90-120min conclusion (screen time). 
Not become lost in the film and be able to walk away and endure the ending they 
created. To do that they will have to walk a middle path of being villains of the piece 
and halting the premature end the ‘villainous’ vampires are after. Experiencing the 
fear from both sides so they can decide which is scarier the old or new horror films. 
The central device used in the scenario is that the PC’s can move form one film to the 
other while the two are playing. The PC’s have to be able to go into both and bring 
each one to a proper end. 
 
The opening credits are rolling 
 
 
The six PC’s are in a black limousine being brought to the party from the meeting 
place. Some of the PC’s may know each other from pervious parties. The windows 
are tinted black, but they can make out that they are in an industrial area. They have 
no communication with the outside world.  The limousine pulls into a courtyard, 
suddenly bright flashing lights shine down at them from all the directions. The whole 
area looks like it has been set up for a premier, people are clapping and cheering. The 
limousine stops in front of a red carpet, a chauffeur open the door. The long walk 
awaits them. If they look closely, many are zombies, bums, street punks and well as 
regular Joe’s, hamming it up. 
 
As they walk up people hold out notepads and pens for an autograph. The names the 
people are calling them are not there own. At the doors mocked up like a gothic 
church Prince Ivan is waiting, with open arms and a broad smile. He speaks in the 
best camp vampire accent money can buy.  
 
“Welcome, welcome, I am so glad that such stars as your-selves could join us for the 
first ever showing of the new vampire film, Blade V Nos. Come inside and prepare 
for my event of the year”. 
 
He awaits their answer as he takes them inside a cinema foyer. It is typical lush 
1950’s décor.  



There are two signs, above two doors. On the left is Nos in the middle is a big V and 
on the right is Blade.  
 
“There are two films, one old one new. But beware… if either of the stories end 
before their allotted time, your lives are forfeit. But before I leave, one small hint, you 
will only have ten inter-titles to communicate for all of one film. 
 
A puff of smoke engulfs Prince Ivan and he is gone.  He has used vanish from the 
minds eye,   
 
When the PC’s look around they will not see Prince Ivan anywhere, the front exit is 
locked with an iron bolt in the hinges, which has been padlocked. Only two doors are 
available to them. The Nos screen is black and white and flickering; the Blade screen 
is empty and dark. 
 
(Character notes, Fr. Jacob has the wraith of a catholic priest bound to him. Allowing 
him to call on the powers of good, but this cannot be rolled it must be role-played.  
Red face starts with only 3 blood points and will probably have to feed to get through 
the night) 
 
Start of act one 
 
 
Nos. 
The Nos cinema is an old Art Deco style, with balconies and proscenium arch, lush 
red curtain, orchestra pit; staffed by undead musicians. They are playing show tunes 
from the 1920’s, the slightly awkward and slightly speeded up sound comes from the 
players. The title ‘Blade V Nos, Part 1, appears and the scratchy film flickers in front 
of them.  
 
The black and white screen flickers a white square. In the orchestra pit zombies, 
ghouls and skeletons man the instruments, they start playing once the door opens. 
Once all the PC’s have entered the film starts. They names are part of the cast after 
the lead actors. The screen moves towards them, filling the whole auditorium.  The 
film starts with a wide shot of many people walking towards a mansion circa the 
1890s. As the silver screen envelops them there cloths change to gentlemen and 
women of the late Victorian period.  Their character types are still reflected in their 
style of dress. They all have an invite for, ‘The Grand Ball of old the Blood’.  They 
are unable to speak, the excitement of the crowd is shown by gestures alone.  
 
If a PC chooses to communicate via an inter-title then it must be important for the 
story. It then must be handed to the GM, who can do a rewrite in the over the top style 
typical of silent era films.  
Red Face will stand out because of how he looks. Many people will be horrified, but a 
rash of factory accidents will be presumed to be the cause. Inter-title “Those horrid 
machines have disfigured the poor man” He can use ‘mask of a thousand faces’ to 
change his appearance, hopefully in private!  
  
With inter-titles the PC’s may learn that some rich people from a far of country have 
come to settle in New York. (N.B. No more than three inter-title in a short space of 



time, it breaks up the action to much.) These ‘novae riche’ are so excited to have the 
validation of real blue bloods in their society. Ahead is the beautiful young couple, 
Mr. and Mrs Stockhousen. An industrialist, who while on holidays convinced some 
members of the aristocracy to change countries. If people are asked, no one knows 
where the aristocrat came from, somewhere is old Europe. 
 
When they enter the large foyer, they are asked to stand in a line. Then there 
photograph is taken with large box camera. 
 
As they enter the Ball room, they see a large room. There is a balcony in front and to 
each side of them. There are two sets of stairs on each side with two ushers at the 
bottom. There are some doors on the ground level; the open ones have servants 
coming in and out. The others are locked.  On the balcony a man in his 80’s spreads 
his hands to hush the crowd; he gives a speech to welcome the newcomers. His makes 
gestures big gestures as if making a great speech. “Now that we have true aristocracy 
among us, we cannot fail to join there ranks of nobility” Then the old man gestures 
again and an old 5/6 generation vampire appears and waves to the crowd. The wife a 
state of shock when she sees who is on the balcony, she begins to gibber. Her fiancée 
comforts her, taking her off through a door into a hallway. He has the key to the door. 
 
If the PC’s follow they see the inter-titled conversation. “What is wrong”, “The 
nightmares and visions, he is the demon hunting me”, “Now, now, it is only dreams, 
you are safe”.  The PC’s see the vampire master coming down the other hallway; then 
the scene fades and they are in the other cinema. Blade is starting.  
 
Blade. 
 
The Blade theatre is an ultra modern cinema, with plain sides, big deep seats, and nice 
steep angle so no heads are in front of you. The surround sound of the opening music 
fills the space. The soundtrack is a rock and electronic beat pulsating with its fighting 
attitude. The screen show brief snippets of scenes around the opening credits. Again 
the PC’s stage names appear during the opening. Each striking jump back into the 
action corresponds with the jump forward of the screen towards the seats. Once they 
enter the PC’s are again dressed in the general style of the people. Each character has 
an invitation card, ‘The Grand Ball of Victory’.  
 
The talk is of gossip, stocks and shares with a smattering of politics. Walking in the 
crowd is a strange a strange young couple, the man is in Victorian cloths as cut up by 
a punk. While the woman has a long flowing black dress, which seems to bleed 
shadows. Nobody knows there names or why they have been invited. The reminder is 
almost of the couple from the first film, perhaps a sick parody of them. People are 
talking about them in whispers, as if telling a dirty secret. Why, really just rumours.  
 
Any disciplines used in the Nos opening does NOT transfer to Blade. They must be 
turned back on. On there return to a film, the discipline will return.  
 
If the PC’s try and talk to the strange couple then they will be ignored. Around them 
is more Victorian punks. The young men and women appear to be spread evenly 
among the crowd.  
 



In the foyer lining the way into the ballroom is an exhibition of photo’s taken at the 
first ball. The one of the PC’s is on prominent display. Some party goers who see the 
resemblance will remark on the quality of their costume etc. 
 
In the ballroom, the PC’s see on the balcony the same array of vampires in the 
opening of the last film. The same old man comes to give his speech. He must be a 
ghoul now. Which speaks of the triumph since there first arrival and how they have 
made a better place. His speech is as old and quaint as it was as if the man still lives in 
the 1800’s. Again the vampire master comes out; he doesn’t speak but waves to the 
crowd. No one thinks it strange he is there. 
 
This time the lady in black with her partner go into the same door.  The vampire 
master is waiting. An argument follows, Abomination, pure white heart, what you did 
to me… are heard.  
 
The between place 
 
There is another swirl as the Pc’s move into a black room.  In it is a simple board, 
which contains two diagrams (See Diagram).  
 
Once they have read the board to doors appears in front of them, one into each film. 
Through the Nos door the vampire master is leading the couple down a corridor. In 
the Blade film the Victorian punk is using his martial art skills to take out the 
vampire, who is old and tough and able to withstand the assault. Once one person 
enters a door, they all find themselves in that film 
 
Start of Act Two  
 
 
When the doors appear in-between only the PC’s will see it.  If the PC’s ignore the 
door then go straight to the next section after. 
 
Nos: If they go here they see the vampire, husband and wife. The husband is trying to 
calm his wife while, the vampire is trying to bring them to his study so that the 
situation can be resolved.  
 
If the PC’s take the couple away from the vampire master, they can go to the factory 
where the husband works. If the PC’s take the couple elsewhere, they will go there 
when the PC’s go to Blade. 
 
On the way a door will appear, offering a chance to go to the modern film. They will 
see the fight scene happening. Lots of foot soldiers getting there asses kicked.   
 
Blade:  The fight has spilled out onto the entranceway. Vampires and Victorian punks 
fight over limousines and statues and balconies. The old world is being torn apart. If 
the PC’s don’t join in the fight then it will be a stale mate. If they join either side that 
one will be have a small victory. 
 
Away from the fight a door will appear to the other film. They will see the vampire 
entertaining the couple in his study, offering them drinks. 



Nos: As they enter the room via the study door, they will get a hint of blood in the air. 
The drinks have been laced and couple are both drugged and being prepared for 
servitude. The vampire master will take offence at there entrance and ask them to 
leave. Again they must get her away, if they don’t do this quickly then they will get 
bogged down and will fail if help arrives.  
 
Blade: In a large room the Victorian punks have barricaded themselves in. They are 
either gunning for the next fight or preparing for a last suicide assault depending on 
the last scene. It will also dictate how they respond to the PC’s. The lady in black is 
after ‘the white heart’ which has been found by the vampire master. It is the object 
that has helped her fight the advance of total evil. As younger vampires it is in their 
interest to not have such an old and powerful vampire destroy everything.  
 
If they are with them they will be asked to kill the vampire masters henchmen. Her 
partner turns out to be her son, ‘Ismakill’ who claims a vampire taint, by some strange 
method that won’t be explained. All the other fighters will only give a strange battle 
name. 
 
Nos: In the factory the machines run day and night. Shadows and noise fill the huge 
factory floor. The master vampire shadow looms large over the ceiling and sounds are 
heard of many coming in around the edges. Here every sound and movement should 
cause anxiety. They are the hunted, with no safe place to go.  
 
They come to a room that is newly built. Inside a smoky fire burns and peasants sit 
around cooking some food. An inter-title of chanting in another language comes up.  
 
Blade: In the ruined shell of the same factory, a fight is occurring as the full moon 
illuminates all. An obsidian crystal is mounted on a column in the same room we left 
the last film. The vampire master is in the centre surrounded by his henchmen. The 
Victorian punks surround them.  
 
The lady in black approaches on black inky obenebration stilts coming from her feet. 
She intends to walk over the fight to face the vampire master.   
 
The inbetween place.  Again they are taken out of the action and faced with the 
board. It has in the second act events and things they have done. Just the third act is 
blank. A note tells them they can split up into two groups. Split the groups into two, 
so the other half don’t know what going on. But can only be part of half the third act. 
(On the diagram draw a line half way down act 3)  
 
Start of Act 3 
 
 
Nos.  
The PC’s have must now help with the final ritual. The peasants lay hands and chant 
spells into her. The lady suddenly has a flash, “The lady in black is coming”. 
Meanwhile the vampire master returns to the door. The PC’s must resist his tricks and 
allow the peasants to complete the ceremony. 
 
 



Blade. 
The PC’s must decide who, if anybody gets the obsidian crystal. The lady in black 
wants to smash it so the pure white heart breaks out and destroys the vampires. The 
vampire wants to trap the lady in black with it, trapped with explosives.  
 
In the cinema. 
They suddenly find themselves in the cinema they started in. Half the old half the 
new, with no dividing wall between them. This time it is full of vampires watching 
the film.  
 
How the two films end. 
Nos: The ceremony end with the obsidian crystal being opened. Her heart is removed 
with magic. She uses crystal to apparently defeat the vampire.   
 
Blade: If either side has gained the upper hand then they get to kill the opponent as 
they see fit. If the obsidian breaks during the fight then the vampires die and the lady 
in black power fades. We see her to the wife from the first film. She desperately tries 
to put the heart back in her chest, but cant and dies. If she can control the vampire 
masters death then a ceremony is arranged where the pure white heart can be put back 
in. The black veins return to her face and the blade robe covers her again.   
 
The Verdict. 
The ending must be told in such a way as to scare the PC’s as much as possible. 
Prince Ivan is watching them. From their reactions he will find the answer which is 
the scarier, old or new horror films.  
 
The GM knows if the film hasn’t gone on long enough if the person asking if the 
game has long left hasn’t come. If that same person has been there three times or is 
saying the game must end now, then the film is too long.  
 
End Scenario. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Act 1 Act 2 Act 3

NOS

The guests arrive for the Grand Ball. 
The wife gets a shock when she 
discovers ...

Act 1 Act 2 Act 3

BLADE

The guests arrive for the Grand Ball. 
The lady in black attracts the attention
of the vampire master ...



K(ing) S(mug)                                                                                           
 
Jerry Springer was your idol. You even managed to star in a television show in a 
similar vein to his. To be different your show went out to the peoples houses to watch 
them fight, before brining them into the studio. You were on another great topic. One 
to really get you noticed and get those high ratings. ‘My best friend is a vampire’. 
What you didn’t realise was this was a trap for fresh blood. Luckily for you the 
vampires watched some of your shows before you came and turned you because the 
way you twisted mortals into arguments amused them. Now you manipulate these 
mortal fools into being your playthings, knowing that now you are superior to them. 
Being a vampire you turn it up a notch, you like to turn vampires into silly squabbling 
fools as well. Above all else you know, we Lasombra, are the elite and it does one 
good to confuse these poor vamps that think so much of themselves.                                                                       
 
If you see another vampire use obtenebrate then you know they are a Lasombra an 
outcast, or someone who should not have the power. 
 
Roleplaying tips: Does exactly what he says on the tin. 
 
Your disciplines 
 
Obtenebration 3  
 
You can play with the shadows to disturb and frighten others. 
 
You can merge with the darkness. 
 
You can create pools of inky blackness. 
 
You can create tendrils of inky shadow from a dim light source able to attack. 
 
Dominate 2 
 
You can implant a one word command. 
 
You can mesmerise and implant commands.  
 
Humanity 5: You are distant from the world in terms of cause and effect. You can 
watch people in pain or cause people to feel pain without feeling guilty.   
 
Willpower 2: You are a coward at heart and will not stand up for yourself if you are 
threatened, but try and hide or grovel before the mighty opponent.   
 
 
 
 
                              
 
 
 



Fr. Jacob 
 
You were created as Lasombra and still are able to do obtenebrate there skill of 
manipulating the shadows. You became intrigued by the Giovanni. You were told 
there major flaw was their reverence for the past. You couldn't understand what was 
so bad about that. After joining, you came to L.A for safety, beginning a new life. 
Taking on the spirit of a dead priest you pass yourself off as an embraced man of the 
cloth. Wandering the streets at night you preach to a new flock, mostly thinbloods, 
new and lost vampires. Your plan is to have an army of faithful to do what you ask. 
Unknown to them they will be helping with your Giovanni families criminal 
activity(i.e. vampire mafia). You claim to be Catiff, if asked, a clanless vampire, that 
you learn your disciplines by helping vampires with spiritual problems.   
 
Rolplaying tips: You are a complete fake, but enjoy your role, esp. when people fall 
under your sway. You preach salvation by acceptance and other high minded things, 
but as a man of the shadows you walk a dark path. Sometimes wondering is the 
murdered priest getting to you. 
 
You can call on the holy powers of good, such as the crucifix or holy water. How well 
it works will depend on how its roleplayed. 
 
Your Disciplines 
 
Dominate 1  
You can give one word commands 
 
Obtenebration 2  
 
You can play with the shadows to disturb and frighten others. 
 
You can create pools of inky blackness.  
 
Presence 1  
 
You have the power to make people intensely attracted to you.   
 
Humanity 6: You are removed from the world of humans, yes you acknowledge they 
suffer, but so do all things. It is generally better to be emotionally involved and deal 
with life/unlife as dispassionately as possible.  
 
Willpower 5: You are certain that yours is the correct course of action. You have 
worked through obstacles to do what you needed to do and so far nothing has moved 
you from your path. 
 
 
 
 
 
 
 



Red Face 
 
You are a Nosferatu who looks like a horror movie vamp. Most of his body has 
melted skin the colour of skin and red wax. Your head is mostly red, with the pattern 
of hardened wax droplets that have formed on the stem of a candle, except for a V 
shape from his nose spreading down to both sides of his mouth. You are an old school 
vampire that stalks around and enjoys the myths that humans have of vampires. You 
have been known to use them for your own amusement.  
 
Like most Nosferatu the pursuit of secrets is your clan’s main goal. You are one of the 
agents who goes out to collect that knowledge. You enjoy if that involves criminal 
acts against others, that test your wits against there’s.   
 
Roleplaying Tips: You move and speak in an aloof manner, trying to influence 
people with subtle argument instead of a big speech. Or you will talk to people one on 
one, taking them away from the safety of the crowd. When you have put on your 
mask then it is a different story, you can be any role allowing the façade to take over 
for a time.  
 
Your Disciplines  
 
Obfuscate 3 
 
You can conceal yourself in a cloak of shadows, which means anything that casts a 
shadow will obscure you from sight. 
 
You can be an unseen presence among a crowd. People’s eyes pass over you as if you 
are not there.  
 
You can place the mask of a thousand faces upon yourself so that you appear to be a 
different person.  
 
Potence 1 
 
You have 1 extra dice for strength when you use this discipline 
 
 
Humanity 5: You are distant from the world in terms of cause and effect. You can 
watch people in pain or cause people to feel pain without feeling guilty.   
 
Willpower 7: You are strong in your determination to do what you want. It is hard to 
put you off either by argument or by other means.  
 
 
 
 
 
 
 
 



Troy West  
 
You are a black Gangrel vampire, the ones closest to their animal nature and the spirit 
of combat. Before your embrace you were the martial arts master in the wrong part of 
town. You sought to teach a righteous path through training of mind and spirit. To do 
this you fought gangs outside the club. This you felt would give you a territory and 
show the students strength and power with honour. Honour was sadly lacking among 
the thugs, you were shot and beaten en masse, before being left for dead. Only to be 
saved by the local Gangrel out of respect for what you did.   
 
Roleplaying Tips: People think the stride of one who does martial arts is there 
arrogance. You know it is the natural benefit of someone who through much training 
attains a sense of calm and physical strength that causes this posture. This grounded 
presence also influences how you relate to others. Talking when you must and 
speaking in short direct sentences.   
 
Disciplines  
 
Celerity 1  
 
You can take an extra action every turn. 
 
Fortitude 1 
 
This makes you tougher, giving you one extra dice to soak damage. 
 
Protean 2 
 
Your eyes glow an eerie red and you can see in normal darkness. 
 
Your fingers grow into claws, causing aggravated that even vampires find hard to 
heal. 
 
 
 
 
Humanity 7: You have a normal level of humanity compared to most humans. Some 
things you care about, some you don’t, depending on the circumstances. Like most 
people you are shocked by excessive violence against innocents and would have 
empathy with them   
 
 
Willpower 5: You are certain that yours is the correct course of action. You have 
worked through obstacles to do what you needed to do and so far nothing has moved 
you from your path. 
 
 
 
 
 



Melissa McGovern 
 
A child of the rich during the sixties, embodied the notions of women’s liberation. 
Well trained in self defence and sisters doing it for themselves. You struggled long 
and hard in the sixties to bring about a new world order based on love that would end 
conflict and allow the hippy generation to take over. Politics informed by love seemed 
the answer to all the worlds’ problems. Then the 1970’s came and the dream desended 
into power struggles and drugs. Left abandoned on the side of the road you were 
collected by some Toredor who were amused by this fallen angel. The embrace was 
supposed to drive you made. It did the contrary, by seeing that there was a much 
darker world, and then you first thought it gave you perspective. Giving a new place 
to search for peace among the corrupted powerful.    
 
 
Roleplaying Tips: You are relaxed and serene after a long journey towards finding 
your inner self. You have long flowing hair and look like a typical older hippy in her 
thirties.  
 
Disciplines 
 
Auspex 2 
 
You have heightened senses that cover sound, smell, touch, hearing, vision. 
 
You can sense people aura’s to gain an insight into what is not visible to the eye.  
 
Celerity 1 
 
You can take an extra action every turn. 
 
Presence 1 
 
You have the power to make people intensely attracted to you. 
 
Humanity 8: You are a caring person who normally does not like to see harm come 
to others.   
 
 
Willpower 5: You are certain that yours is the correct course of action. You have 
worked through obstacles to do what you needed to do and so far nothing has moved 
you from your path. 
 
 
 
 
 
 
 
 
 



Georgie ‘the beast’ Eastman 
 
You were and mass of rage, anger and pain, and that was before the embrace. That 
suited your wrestler lifestyle. For years you fought hardball in the little leagues. The 
fact that wrestling was a game meant nothing to you. You fought for real pushing 
yourself to the edge. The more fights the better; you didn’t need time to heal. When 
the pain was a bit too much, there was cocaine to give you a high and take it all away.  
Then you had to fight to feed your habit. The big money was in underground fights 
were people wanted blood. The more of an animal you were the more the audience 
loved you, the more you died inside. Then came the time when neither you nor your 
drug addled mind could take anymore. In a blurry haze you got beaten to a pulp. 
When you woke everything was different. You felt better, yet detached. You were 
told you were a ghoul and needed your master blood to live. You laughed, but it was 
true. For years you worked as a heavy or minder doing the bosses dirty work. The 
strict discipline helped you regain some control. Then you turned the tables, forced 
your sire to turn you, then came to L.A to be free.  
 
Roleplaying Tips: You are curt, arrogant, and disrespectful and rarely show a nice 
side. Even if you agree with somebody and do what they ask you appear to do it under 
protest. Yet underneath that you do not hurt people for kicks, preferring to aim your 
wrath at those in positions of power who don’t deserve them.    
 
 
Disciplines 
 
Celerity 1 
 
You can do 1 extra move per turn 
 
Potence 3 
 
You have 3 extra strength roles per turn    
 
Humanity 6: You are removed from the world of humans, yes you acknowledge they 
suffer, but so do all things. It is generally better to be emotionally uninvolved and deal 
with life/unlife as dispassionately as possible.  
 
 
Willpower 6: You are strong in yourself and face events with a determination that is 
above average. 
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Investigation______
Law___________
Linguistics_________

OOOOOOOO
OOOOOOOO
OOOOOOOO

Medicine_________
Occult_________
Politics_________

OOOOOOOO
OOOOOOOO
OOOOOOOO

Science_________OOOOOOOO

Conscience/Conviction___

Self-Control/Instinct____

OOOOO

OOOOO

Courage___________OOOOO

Name:

Player:

Chronicle:

Attributes

Strength_________
Dexterity_______
Stamina_________

OOOOOOOO
OOOOOOOO
OOOOOOOO

Physical
Charisma_________
Manipulation_______
Appearance_________

OOOOOOOO
OOOOOOOO
OOOOOOOO

Social Mental

Nature:

Demeanor:

Concept:

Clan:

Generation:

Sire:

Abilities

Alertness_________
Athletics_______
Brawl_________

OOOOOOOO
OOOOOOOO
OOOOOOOO

Talents
Animal Ken_______
Crafts_________
Drive_________

OOOOOOOO
OOOOOOOO
OOOOOOOO

Skills Knowledges

Dodge_________
Empathy_______
Expression_________

OOOOOOOO
OOOOOOOO
OOOOOOOO

Etiquette_________
Firearms_______
Melee_________

OOOOOOOO
OOOOOOOO
OOOOOOOO

Intimidation_______
Leadership_______
Streetwise_________

OOOOOOOO
OOOOOOOO
OOOOOOOO

Performance______
Security_______
Stealth_________

OOOOOOOO
OOOOOOOO
OOOOOOOO

Subterfuge______OOOOOOOO Survival_________OOOOOOOO

Advantages

_____________
_____________
_____________

OOOOOOOO
OOOOOOOO
OOOOOOOO

Disciplines
_____________
_____________
_____________

OOOOOOOO
OOOOOOOO
OOOOOOOO

Backgrounds Virtues

_____________
_____________
_____________

OOOOOOOO
OOOOOOOO
OOOOOOOO

_____________
_____________
_____________

OOOOOOOO
OOOOOOOO
OOOOOOOO

Bruised
Hurt
Injured
Wounded
Mauled
Crippled
Incapacitated

Merit                               Cost
__________________  ___
__________________  ___
__________________  ___
__________________  ___
__________________  ___
__________________  ___
Flaw                               Cost
__________________  ___
__________________  ___
__________________  ___
__________________  ___
__________________  ___
__________________  ___

Health

- 1
- 1
- 2
- 2
- 5

Experience

Weakness

Humanity/Path

O O O O O O O O O O

O O O O O O O O O O

__________________

Willpower

Bloodpool

Merits & Flaws

Points Per Turn:____Points Per Turn:____

Fr. Jacob Director LaSombra
PC Caregiver 11

Gaelcon '06 False Priest

●● ●
●●

●●●

●● ●●●
●●

●●

●●

●●●

●●

● ●●
●

●

●● ●

●

●●●
●

●●● ●
● ●●

●

●●● ●
●●●

●●

●● ●

Dominate Herd● ●●● ●
Obtenebration Generation●●
Presence Resources●

●●

●●● ●●●●

●●

●●●

● ● ● ● ● ●

● ●● ● ●
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