Tampa: Under N

House Rules

May 16, 2008

ClanAdvantages/Disadvantages

Assamites Refer to caste in clanbook for disadvantage.

Malkavian As per the book, Malkavian players also gain one free level of Malk Time at character
creation.

Morality

Consciencehecks are double or nothing. If a player fails a conscience check he/she can risk a virtue
trait to keep his/her humanity. If both virtue tests are failed then the player loses both a level of
humanity and a level of Conscience.

Traits
Negatiwe Traits require a card when thaegativeis an appearance related trgguch agepugnant and
bestial).

Character Creation
New characters will have their maximum backgrounds and abilities capped at level 3. Clan advantages,
and of course ST discretiazgn cause this to go to four or higher.

Disciplineswill not exceed the second basidth freebie pointaith the exception of Nosferatu
purchasing Mask of 1000 faces.

Both dropping a Morality Rating and picking up a Derangement will not stacleégpdints.

The only experience that may be rolled into a new character is unspent. A ST may award you more
points based on your background and character concept. These poindpameas experienc&vith ST
approval. These poinmreawarded withinthreey YAy 3 aSaaiz2ya 2F. 6KS OKI NI O

Camarilla/Anarchiindependent Vampire Creation Ruleare: 7/5/3 and three free discipline dots, just
as is outlined in LotN:R. Five Negative Traits, Seven Points in Flaws, Derangement or Path Deduction,
andFiveCNBES60AS t2AydaT YIF{Sa F2NImop G2aG1f LIaairotsS T

Sabbat Vampire Creation Rulese identical to Camarilla creation as defined in LotN:R except Sabbat
receive Four Free Discipline dots and no free points in backgrounds.

BackgroundrRequirement: Players wishing to portray Sabbat or Independents must have defined

concepts (in writing) for the characters afat the pack, if Sabbabefore the approval of the characters
can take place.
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Ghoul Creation Ruleare: 6/4/3 andone free discipline dot. Five Negative Traits, Seven Points in Flaws,
Derangement or Path Deduction, and Ten Freebie Points; makes for 24 total possible freebie points for
a i NI Ay 3 *Not 2PAzfihouls/cad Zearn basic disciplines only.

Merits and Flaws
Additional In-ClanDiscipline is nbavailable in Tampa: UNC.

Bright Aurais only available for Vampires of"1gen or higher who have never committed diablerie.
Multiple merits may not be stacked on each other for bonus traits.
TheAbility Aptitude merit will only aid on tests of passive (neombative) disciplines.

Per the Camarilla status packBeputationandPrestigious Sire&r @ y 24 6S aadlk O1 SRé | {
Choose one or the other when claiming perceived status.

Backgrounds

Influence- Valid influence actions are [Dark Epics p66% Attack, Block, Boost, Combine, Conceal,
5STFSYRX C2ff263 DNRgUKEZ {GSIfGKZ ¢NIOS: FyR 21 (0K
Influence Manifestcandor a Storyteller

Information Networkis available to Nosferatu only.
Mentor may only be of the same clan as the PC without an appropriate backstory and explanation.

Retainersrequire you to spend one blood péardividualRetainer at the beginning of each game session.

Ghouls have a max @D traits per category and PC ghouls can learn basic dis@glivig. Potence,

Celerity and Fortitude can be learned without a teacher atthe coiiwf- t @ ¢ KS 3IK2dzZ Qa R2Y
teach his clan disciplines to the ghoul which cost six XP per dtiewdillé in-clan cost)The total sum of

all of yourNPC retainet@xperience can be referenced by using the chart beBwthis system, you

could have a few moderately powerful retainers or one {aa@d Retainer. However, should that

powerful Retainer die, yowould lose a corresponding amount of points from the Retainers

background

Retainers X 1 Retainer with 1 XP

Retainers 2; Up to 2Retainerswith a total of 5% of your spent XP (minimum 1)
Retainers  Up to 3Retainerswith atotal of 10% of your gnt XP (minimum 1)
Retainers 4; Up to 4Retainers with a total of 15% of your spent XP (minimum 1)
Retainers & Up to 5Retainers with a total of 20% of your spent XP (minimum 1)

Abilities
Academicg; Characteravith this ability gain Latin as a free language.

Awareness; When a power is used upon you and fails, you méiaia a Static Metal Challenge (retest
with Awareness) against a difficulty of traits determined by the current Mental Traits of the person who
failed the power against you. On a win, you know a power has failed against you, but nothing further
unless a®mff member rules otherwise. This rule works exactly as stated in Dark Epics [p. 72].
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Linguisticsg Thenumber of languages known with the levels of Linguistics work off of the optional
tiered level systenof bonus langages flus native languagel (1 total), 2 (2 total), 3(4 total), 4 (8
total), 5 (16 total).

Miscellaneous

Masqueradingg Spend a variable number of Blood traits to hide the consequences of Vampirism in a
blood-borne fervor of activity: warmed skin and breatfoftened complexion, sneezing, coughing, and
so on. This lasts for the scene. Doing so requires 6 blood minus the number@bSted traits for
characters on Humanity. For characters on Paths which us€8eifol, the number of blood traits
requiredraises by 2 for a total of 8 minus the number of &ahtrol traits. Characters on Instinct must
spend a total of 8 blood points.

Shelving- If a player misses 3 consecutive gaming sessions, their character will be automatically shelved.
Shelved charaets must have ST approval to tghelf,can not gain or spend XBnd may not teach
(includingdiscipline3 while on the shelfExceptions will be made on a case by case basis

Retirement¢ct / Qa4 &AKSf SR FT2NJ 2y S 02yl Ay dathizdngding bty  NE O2 )
andbecome property of the ST staff and amnsideed retired. Also, he ST staff reserves the right to

take control of a character, to finish his story, if they feel that that player is avoiding game due to in

game consequences.

Combat
1 No willpower refresh in the middle of an action or discipline activation.
1 No Celerity in the Surprise round
f hyteé 2yS &/ FNNASNI ! GdaFO1¢ LISNI OKIfftSy3as
1 Combat healing is allowed.
T b2 FTNBS R2R3I Blak Méedbithossy | OK S 2 ¢ ®
i Tampa uses declesup-actdown rules with a progression of actions as follo@slerity

Interrupts > Normals (by Trait Initiative) > Speed Follps > Black Met.

Two Weaponcombat is run out of Dark Epics which means when using two weapons, instead of gaining
an extra atack at the end of the round, the wielder is up one trait on all attacks in that round as he is
considered utilizing both the weapons to fight (i.e. Swinging two swords, firing both guns, etc.). With
four levels in the appropriate ability (Melee, Firearras.), another bonus trait is gained.

The wielder must choose which weapon to damage the target with before the attack is thrown, and
normal penalties apply (i.e. bidding multiple traits when attacking with two weapons or attacking with a
OKI NI} Ghaé&hdna 27

The Mob Scene @CF AGK I yR CANBY LJd HomB GXF2NJ GKS alr|1S 27
FGdFrOl FyYy20KSNJ OKIFNXOGSNI G 2y O0So¢ ¢tKAa AyOf dzRSa

Sources of DamageFor the purposes of testing down damage with Fortéuid you make one physical
challenge and hit, you have just hit with one source of damage. For example, a kindred warded short
sword will deal 2 lethal (one from the ward plus one from the sword). Only onaltesh is performed
after each successful dta with that weapon. The more severe type of damage inflicted is tested down
first.
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Effects of Frenzy and RotschregkFaith and Fire: p. 245] When in frenzy, a Cainite has the following
advantages and disadvantages:

1 He ignores all wound penalties urttié reaches torpor or Final Death.

f He cannot initiate Social Challenges unless it is related to intimidation.

1 He does not need to risk any Social Traits if a Social Challenge is called against him.

1 Heisimmune to further checks for frenzy or Rotschreck.

Disciplines

Animalism Levels 1, 2, and 4 only work on natural creatures (no supernatural ones). Subsume the Spirit
is a social challenge if there is someone already in the animal. Drawing out theaBeasifows you to

throw your SeHControlrelated clan flaw onto another as per the Ravnos clan bdokdred can not
communicate witheachother usingFeral Whispers

Auspexis as per LotN:R. Aura Perception takes a full round to use, without a pause it makes it hard to
detect lieswhen conversing with thandividual you intend to Aura Perceiv@herebre, APmaynot be

used inside of casual conversatimndetect lies. 8meone outside of the conversation, however, may
use itfor this purpose On that same noteAP may be used to detect lies in an intgaiion situation.
When attemptingto & NB otheEtypes obeings the character must have at least one level of the
appropriate lore to recognize the creatud/hile a character is iAstral Projectionthat charactemrmay

not spend blood.

Celeritycan beused to preempt those without celerity. WittNlacrity youmaybe able to spend your
action in orderdodge an attack with no test your foe has ndor les9 celerityat ST discretionWith
Rapidity youmay use the bomin most challenges with the exceph of attacking with firearms ariar
archery weaponsTies gained with Fleetness may not be usden attacking wittfirearms thrown, or
archery weapons.

DominateLevel 5, Possession, if another kindred tries to possess a body already in use it comés do
a mental challenge, Generation checks still appliyuses oforgetful Mind and ConditioningnaPC
require a signed cardlesmerismrequires a card only when the effects are not immediate.

Fortitude has the following advantages: If a charactasegis, the damage test downs of level 3 and 4
win on ties with no trait spent and if you spend a stamina related trait you automatically win.

Obfuscatelevel 3; Mask of 1000 Faces, only affects you, not clothes or personal efféotement in
Obfuscat is dependent on your level. Withvels 2 and Jou can movet the rate oftwo steps per
combat rownd (one if taking an action)evel 4 four steps(two if taking an actionyand level 5six steps
as per full movementthree if taking an action)Ceérity may not be used without breaking Obfuscate.

Obtenebrationlevel 3, Arms of the Abyss, can only be summoned from inanistetdowsyour arms
may also use your abilitie¥ou may only have as many arms as your Occult rathde in Tenebrous
Form,you lose access to all bloddeled powers.

Presencd YLIX A FASa OSNIIFIAY SY20A2ya 6A0GKAY (GKS GAOGAYO®

Awe. The target oDread Gaze and Entrancemetu not have to be directly looking atthe used ¥ OS X
butmuw i 06S I 61 NB 2 ¥ foiithose paozérS thjake efleil 5 3 Sy O S
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With Summoningthe target will know who they are being summoned by should theylefeated irthe
challenge. The targetill then try to evade anyone who would stop them from reachihgit target as
LISNJ 6KS @gNRARGS dzldd LF &2dz I NB dzyfsamdl & Sy2dzaK

Majesty, Presence level 5, is run as per LotN:RM@#ha LISOG (2 WwWSaa | Syyay3aQa

Majesty encompasses those within your social presedne.a moderately sized room will be affected,
not a football field. Also, as per the FAQ for LotN:R, if the wielder of Majiedtgs no aggressive
actions,the attackermust defeatthe weildereach time(clarification: each roundhe wishes to attack
her. [Reference: http://dunx.owbn.org/lotrifaqg.htm]

Proteanlevel 5, Mist Form, when usedauses you to lose access to all bldodled powersLevel 3 is

considered a dormant form and, as such, no powers may be used while in Earth Meld. Feral Claws wil

not stack when using weaporShape of the Beasioes not stack with any possession powers

O!'YAYIFEfAAY nX 52YAYI UGS pX SGOX0 F2N o62ydza GNIF Al

Quietuslevels 2 and 4 alloa maximum numberd®2 I 4t SR a OKI NBESaé¢ Sljdz f
weapon.The® coatings lost their potency when the sun rises.

Serpentis 4additionallyaffords the user wittdouble overland movement

Thaumaturgytakes the whole turnmeaning no other actions in the roundhnless otherwise stated.
However, you still get stepbut not all out movement. You may only have as many lasting ritfadge

type6 A S g+ NRao Sljdz £ {2 ThadnSturgy/ritGeds maydotdelcasSaiiie ing A € f

Astral Projection. Rituals with material component requirements also do not tperaile the user is in
Astral Projection. Rituals cast on you must be cast on the current body of the caster; they do not
transfer (and will not work if you go into Possession for example).

General Thaumaturgy:

b S LJG dzy S @¢BloadkoaNier No mae than 3 bloodraits may be transformegber use

Path of the Levinbolt Deals one less lethal and stuns the target ftura, notthe round.

Transmutation 4 Gaol¢ Requires the individual to spend their traits, and then initiate a mental versus
phystal challenge if it is used on a person.

*For more information on Thaumaturgy, reference the OWbN Thaum. packet.

Tremere Rituals:

Rend the Mindhas a maximum damage &.
Sanguinansimulacrums banned in Tampa
Teleport to a Safe Havéesmbanned in Tamg

Assamite Sorcery:
*For more information on Assamite Sorcery, reference the OWbN Sorcery packet.

Koldunic Sorcery:

Way of Spirit, as it is written up in the OWHBNIdunic 8rcery packet, is banned in Tampa.
Whilein Way of Windthe only Koldunic sorcery that may be used atiger Way of Wind powers
AllWays of Fire,require a social versus psigal challenge as per the OWbN packet

Setite Sorcery:
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Setite Sorcery is social based, as per the Setite clan guide unless otherwise specified.
*For more information on Setite Sorcery, reference the Setite Sorcery packet.

Necromancy:

Soul Stealing As per the Giovanni ClanbooK &d.(Victim is up one trait)and if your body takes
damage, the soul will return instantly.

Daemonic PossessigrMay only be used on a willing targes per LotN:R

Vicissitude:

Every viss mod has a rating on a scale (being the lengthening of the fingers) to 5 (being the turning

of a person into a hyrdalisk). It takes one week of work to accomplish a point of the modification (i.e.
three weeks for a three point viss mod). The Vicissitude wielder must have a lewelyo€CBafts equal

to the level of the mod that he or she wants to perform and the total number of mods that he can apply
to the target can not exceed his levels in Body Crafts. One test is thrown each week of modification. If
this test is failed, a botch &t is thrown and depending on the results, negatives or other penalties may
be assigned. Any physical merit can be taken at theeval the merit.

Combo Disciplines

Ly 2NRSNJ F2NJ e2dz (2 (1y2¢ Fo2dzi | y2(iK&blarefinny 2NJ { S
that Clan/Sect of level 3 and ST approlrabrder for your Mentor to be able to teach you that specific

combo, you must have Mentor of ¥ou may only learn Combo Disciplines that are out of your clan

book or appropriate genrbook {.e. Archons and Templars for Archons or Templars, Anarch Guide for

Anarchs, CB: Ventrue for Ventrue, etc.). For clarification, see your ST.

Feeding& Checkin

The only time allowed for feeding while in the Tampa game is right before and at the start ofpimyme
for the first hour. There will be no feeding run after this cutoff,@mr off-game nights. This rule is in
ddzLJLI2 NI 2 T ¢-Bavddinfiuéncetd&biddntiferditdy systehyou arriveby normal feeding
time, youmaybe allowed to caspersonal rituals without a abp, up to your Occult ability level.

Crafts: Art Objects
The required time for crafting an object of art will be 1 week per level of the Crafts skill employsd in it
creation. A Crafting Static Test must be made each week, as listed under Weaganso& Crafting.

It is possible for a character to create an artistic masterpiece, an exprasfsiogir chosen form that
exemplifies their devotion to their crafaind is beyond their normal abilitizor further rules on this
subject, see the OWbNoreador Clan Genre Packet

Crafts:Weapons & Armor Crafting
A system of€rafting Pointshall beemployed irthe creation of an itemdetermined by the number of
craftsthat the character has, and how many they are investingniitem.

1) Crafts 1¢ 1 Crafting Point

2) Crafts 2¢ 2 Crafting Points

3) Crafts 3¢ 4 Crafting Points

4) Crafts 4¢ 6 Crafting Points

5) Crafts & 8 Crafing Points
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I.  Each Crafting Point invested in an item requires one week of work, and one Crafting Static Test.
II.  One gatic test is required for each week spent crafting the item.
lll.  Thedifficulty for these tests i2.4 x levds)of Crafts employed, rounded up.
IV.  The Crafts ability, and Willpower, will be applicable retests. If the crafting character wins this
test, one week of progress is applied to the item in question.
V. Ifthe testis lost, the craffig characteperformstwo simple tests, if either of these tests are
won or tied, the character simply does not make progress on the item in question for that week.
VI.  If both simple tests are lost, the crafting attempt is a failure, and the character mrenssart the
process with new materials.

Listed below are the special abilities that may be applied to custom madedifiedFirearmsMelee
Weapons andArmor. No special ability may be selected more than once for a given item.

(a) Armor
1) 1 CraftingPoint: Remove Negative Trait.
2) 2 Crafting PointdRemove Second Negative Trait.
3) 3 Crafting Pointdncrease Concealability.
4) 4 Crafting Points: Cancel Armor Piercing spedigity.
5) 5 Crafting PointsAdd one wound level to armor.

(b) Melee
1) 1-5 Crafting Points: Potence Resistance equal to the numb€rafting Points invested.
2) 2 Crafting Pmts: Remoe a Negative Trait
3) 3 Crafting Points: &nove a second Negative Trait
4) 4 Crafting Points: Increase Concealability
5) 5 Crafting Points: Customize a melee weaporafeingleuser(add onebonus trait fora user)

(c)Eirearms
1) 1 Crafting Point: Increaghefirearms Capacity by 2.
2) 2 Crafting Points: Modify a serautomatic weapon to fire Bursts and/or Full Au®T(approval)
3) 3 Crafting Points: Custom sights, giving the user 1 additioaéloh aimed shots.
4) 4 Crafting Points: brease the firearms Rate by 1
5) 5 Crafting Points: Customize a firearm farirgleuser(add onebonus trait forauser)

Crafts: Potence ResistantWeapons

A Potence resistant melee weapon is resistant to breakage, even thihemielder possesses
supernatural strength. Any such weapon wilvbea Potence Resistance ratingd)1l This number is the
level of Potence (b) that may be employed in combat against normal foes by the weapon's wielder
without any chance dbreaking the weapon.

If the weapon strikes an unyielding target, such as a concrete maalinal chances for breakage will
apply, at the ST's discretion. In addition, if Potence is employed to use the weapon to strike a target
possessing Fortitude, and the target's Fortitude leved)is higher than the Potence Resistance rating
of the weapn, normal breakage rules apply.
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Disciplinary Procedure

[lwtAy3d Ay ¢l YLIY ! YyYRSNIbAIKGIQA /211 Aa | O2yaSyadat az20Arlt
Storytellers, and Narrators are expectedanhere to the following rules.

1.

w

BoOoxx~NO

11.

12.

13.

No non consensual touching of other game participants. If you can imagine it, then you can describe it in detail

without becoming overly physical in your demonstration. If you feel that your personal space is beirepvigiat

someone who is a little too "touchkfgely" let that person know how you feel, after all, they may not be aware that

you are uncomfortable. If you do not feel that you can approach the individual in question, alert a storyteller or

narrator so they mg address the issue. Comfort and safety are priority one. The EXCEPTION to this is if both players
O2yaSyadz tte 3aINBS GKIG GKS (G2dz0KAy3 A& FEfNRIKG 6AdSd ||
No stunts or physically dangerous activity.

No weapons oprops that look like or appear to be weapons.

No illegal drugs or alcohol. Possession, use, and being under the effect of said substances are all violations of this
procedure.

Be mindful of others. Not everyone around you is playing the game. If sonieongous about the game, there is

nothing wrong with explanations, but scaring small children or arousing suspicions in others to the point of bringing in

law enforcement officials is inappropriate, immature, and disruptive. NOTE: This includesdspiectful of other

players out of character. You can be as mean as you want to their character, but make sure that we all show each

other common courtesy and respect. If you ever feel there is a concern then please contact and ST.

Follow the rules as alted by the House rules and OWBN bylaws.

lllegal acts, most specifically Sexual Harassment, shall be prohibited.

Excessive arguing with an ST both in and out of game.

"Mommy-Daddy*ing the ST team.

LGQa hytée ! DFEYSY LT | SORIFNIONIMIIRA IBX 44 T KIS dELR IS NF IKfF fy R ZI
rest of the players are doing this for fun. Taking things too seriously or taking character issues into real life will only

ALR At SOSNEB2ySQa Sye2eYSyidsz AgddudzeNwil Fe2aNRNEwEFEFSY &SR yvH
time for reassessment. This game can deal with very serious themes so be prepared for those things.

NO METAGAMINGOK, this is a situation that seems to become very prevalent. This is when your character has

White Wolf Lore rather than your character actually knowing anything about the situation. If you are unsure if your

character would know then please ask a storyteller. It is better safe than sorry. Every player has a right to ask an ST if

a character wouldhave access to this knowledge. It is the only way to be fair to everyone. This also includes

1y26t SR3IS 2F GKS {ltoobdZ /FYENREELET SGOX LT e&2dz KIS 06S8S
that you have heard unless you buy the Ldrbat is why they are there, please use them so it is easy to tell what

your character does know and does not know.

I S CdzyY b2 b2Aydbh b2d bHD2 2dzi I'yR O2yljdzSNI S@SNE2YyS St
ends, but what happens algrthe way.

The STs reserve the right to apply the disciplinary procedure for any other actions taken by players or staff that take

away from the spirit of fun for the game.

A disciplinary decision may be appealed to the current storytelling crew wheasttthree months have past. Actions
available to be taken are exampled but not limited to the following:

Nough,rwdpE

Verbal warning

Ejection from a game session

Loss of experience points for a game session
A game strike, see below.

Loss of character

Banned from gam attendance and participation
Legal action as appropriate.

The game operates under a three strike system. At the first strike, you will loose experience for the game the strike was
issued for and will be asked not to attend the following game. Thergkstrike will result in the former as well as a two
month suspension. The third strike will result in a permanent ban fsanchronicleand the retirement of your character
from OWbN.The staff maintains the right to assign any number of strikesri@ftense, depending on the severity.
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