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Colin
Sticky Note
• CommandOnce he has established eye contact, the vampire issues a single, one-word command that must be obeyed instantly. The order must be clear and straightforward — freeze, jump, run, stop, fall, cough, blink and so forth. If the command is ambiguous or confusing, the subject might respond slowly or perform the task poorly. Further, commands are always interpreted (within reason) in the subject’s best interests. For example, if the victim stands on the edge of a roof and the character commands “Jump!” the victim might jump up and down, rather than leap off the roof. Of course, the victim would probably not leap off the roof even if the character could find a way to order it. Subjects of Command cannot be made to directly harm themselves, so an obviously suicidal order such as “Die!” is ineffective. “Sleep” and the like causes the subject to follow the order only if she does not believe herself to be in any mortal danger. A character seduced by a Kindred might sleep if so instructed, but one in the middle of a combat or interrogation certainly does not. In such situations, the charactermerely falls senseless, but only for a turn.The vampire may include the command word in a sentence, in order to conceal her use of the power from others. The command itself must be stressed, and the character must make eye contact precisely when that word is spoken. Observers may notice the unusual emphasis, but only the most alert — and those familiar with the Discipline — are likely to realize what has occurred.Cost:—Dice Pool: Intelligence + Intimidation + Dominate versus Resolve + Blood PotencyAction: Contested; resistance is reflexiveRoll ResultsDramatic Failure: The subject does not obey and is immune to the character’s Dominate until the next sunset.Failure: The character loses or ties the contested roll and the subject does not obey.Success: The character wins the contested roll by getting the most successes, and the victim obeys literally and with appreciable self-preservation.Exceptional Success: The character wins the contested roll with five or more successes, and the victim not only obeys but rationalizes what she does as her own decision until and unless someone questions her about it in depth.Assuming the commanded action is one that can carried out for some time, such as “wait” or “sleep,” the subject obeys for a number of turns equal to the successes obtained on the Command roll.If this power is turned on a vampire with whom the user has a blood tie (see p. 162), a +2 bonus applies to the user’s roll.

Colin
Sticky Note
•• MesmerizeThe source of many legends of the vampire’s hypnotic gaze, Mesmerize allows the Kindred to implant a false thought or suggestion into the subject’s subconscious mind. The power requires not only eye contact but intense concentration and precise wording, so both the character and the subject must be free from distraction. The Kindred may activate the imposed thought or command immediately —“Walk over here and open the door” — or he may establish a stimulus that activates the suggestion at a later date — “When you see a man in a blue suit with a red rose in his lapel, you will spill your drink on him.” The victim must be able to understand the vampire. The Kindred must maintain eye contact only as long as it takes to implant the suggestion or idea.Mesmerize can deliver truly complex and long-term commands, such as following someone, taking notes on her activities and reporting back on the first of the next month. A subject can have only one suggestion implanted at any given time.Cost:—Dice Pool: Intelligence + Expression + Dominate versus Resolve + Blood PotencyAction: Contested; resistance is reflexive If this power is turned on a vampire with whom the user has a blood tie (see p. 162), a +2 bonus applies.Roll ResultsDramatic Failure: The subject does not obey and is immune to the character’s Dominate until the next sunset.Failure: The character loses or ties the contested roll and the subject does not obey.Success: The character wins the contested roll by getting the most successes, and the victim obeys to the best of his ability.Exceptional Success: The character wins the contested roll with five or more successes. The victim not only obeys, but rationalizes what she does as her own decision until and unless someone questions her about it in depth.This power lasts for as long as it takes the subject to carry out the required task, or until the character is destroyed or enters torpor. Impossible actions such as, “Count every grain of sand on this beach,” automatically fail to take root in the subject’s mind.If, during the course of carrying out the implanted suggestion, the victim realizes he puts himself in danger or acts completely contrary to his normal moral code, a Resolve roll may be made to shake off the compulsion. This is a contested roll. Successes rolled must exceed the number of successes obtained for the dominating character when the individual was first mesmerized.Dramatic Failure: Not only must the subject continue to carry out the command, no more Resolve rolls may be made to shake the dominator’s control, no matter what the subject is forced to do.Failure: The victim must continue to carry out the command as ordered.Success: The victim escapes the suggestion.Exceptional Success: The victim defies the suggestion, and the dominator incurs a -1 penalty to future attempts to Dominate him until the next night. No matter how strong the dominator’s will is or how many successes he obtains, he cannot make a subject harm himself directly. Any command to commit suicide is therefore ignored, although commands that are likely to lead to harm — such as, “Walk into that crack house and shoot the man in the red shirt” — are enforceable, subject to the Resolve rolls discussed above. If a vampire attempts to Mesmerize a subject who is already under the influence of a previously implanted directive, compare the successes rolled in the attempt against the successes gained during the implantation of the first suggestion. If the character obtains more successes than the previous Kindred, the new command may supplant the old one. If he does not, the original command remains active and the new one fails to take root. In case of a tie, the original command takes precedent over the new one. A vampire seeking to supplant an old suggestion with a new one must also acquire successes in excess of those rolled for the subject in his contested Resolve + Blood Potency roll.

Colin
Sticky Note
ResilienceLegends abound of vampires who are able to withstand even the most brutal punishment to their unliving forms. While all Kindred possess a certain degree of the toughness of which these tales speak, those with the Discipline of Resilience are commensurately more stalwart. Vampires with several dots of Resilience are capable of walking through a hail of bullets, shrugging off even the most punishing blows, and even resisting the deadly claws and fangs of supernatural foes.Cost: 1 Vitae per sceneDice Pool: Resilience is unlike many other Disciplines in that it is not actively rolled. Rather, it provides an augmentation of physical potential that lasts for the scene in which it is activated, and which affects other rolls. Each dot of Resilience increases the character’s Stamina by one for the scene in which the Discipline is active. This bonusalso increases the character’s Health dots during the scene. Resilience may not be invoked more than once per scene. That is, you may not spend a second Vitae and double the benefits of the power.Example: Prince Maxwell is a Ventrue with Resilience 4 and Stamina 4. While returning to his haven, he encounters a resentful Kindred whom he snubbed at Elysium two nights before. Just to be sure, Maxwell activates his Resilience — his Stamina increases to 8 and his Health dots increase to 13 (Size 5 + Stamina 4 + Resilience 4).Additionally, Resilience “downgrades” a number of aggravated damage points per scene equal to Resilience dots. This damage becomes lethal instead. Aggravated wounds suffered in excess of the character’s Resilience dots remain aggravated, however. This downgrade doesn’t apply to any aggravated wounds that the vampire already possesses, just to newly acquired ones suffered while Resilience is active. (In the preceding example, Maxwell would be able to downgrade no more than four points in total.)Example: Maxwell is engaged in combat with a witch-hunter, who clubs him with a flaming torch. The torch inflicts five points of aggravated damage — but Maxwell’s Resilience of 4 downgrades that to four points of lethal damage, with one point of aggravated damage remaining.Note that the extra Health dots a character gains in a scene while Resilience is active can have consequences later. If a vampire suffers more damage than he has his usualHealth dots, those excess wounds upgrade existing wounds (bashing becomes lethal, lethal becomes aggravated) as per the damage rules on p. 171-172 of the World of Darkness Rulebook. In other words, once the character’s Resilience “powers down” at the end of the scene and the extra Health dots that the power confers are lost, he might have to contend with more serious wounds than initially harmed him unless he heals them while Resilience is still active. See the “Temporary Health Dots” sidebar on p. 173 of the World of Darkness Rulebook to see what happens when extra Health is lost.Also, if a character suffers damage that upgrades her Health chart, Resilience does not downgrade it. For example, if a character with seven Health dots and a single dot of Resilience suffers nine points of lethal damage, that ninth point stays aggravated. The other eight points are recorded normally as lethal (seven for the Health dots plus one for the Resilience), but the ninth stays aggravated as it upgrades the leftmost box on the character’s Health chart. If that’s all the damage the character suffers by the end of the scene, another of those points of lethal damage upgrades to an aggravated wound once Resilience ceases and the character’s Health dots drop to seven again. Kindred with Resilience are advised to be wise in combat, though they might feel invulnerable while invoking the Discipline.Action: Instant
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