14th gens - normal:

· Has 10 Bps, but only 8 can be used for Disciplines, attributes raise or healing; the last 2 can only be used to wake up at night, feed a vampire/blood bond, sustain a ghoul or embrace a childer.

· Can hold down normal food for a short while – one hour at least. Beyond that, win on a static physical test against 7 traits for each hour you keep it down. If you loose, you vomit it immediately.

· When embraced, might not rise until a few hours have elapsed, or even until the next night, and during the nascent period the “corpse” is immune to sunlight. They never rise during the day, always at night.

· Can embrace normally. The embracee might not rise until a few hours have elapsed, or even until the next night, and during the nascent period the “corpse” is immune to sunlight. They never rise during the day, always at night.

· They cannot impregnate nor give birth in a mortal way.

· No discipline past second intermediate, unless Golconda is achieved or Diablerie lowers the gen.

· Cannot buy the Insight background.

· Can be Staked normally.

· Takes full aggs from Sunlight and fire and risks Rötshreck from exposure.

· Still can’t act during the day without paths tests.

· Start with only two disciplines levels, three if Sabbat. If Clan bound, choose in-clans first; if Caitiff, choose any you can justify learning.

14th gens – thin blood flaw:

Same, except for the following:

· Has 10 Bps, but only 8 can be used for Disciplines, attributes raise or healing, and at double cost (ie, only 4 actual Bps); the last 2 can only be used to wake up at night.

· cannot ghoul a mortal nor sustain a ghoul with vitae.

· Cannot blood bond anyone.

· Only has a 20% chance of successfully embracing a childe. Delayed embrace almost always occurs.

· Can buy the Insight Background (see lower) but loses it immediately if using Diablerie to change generation.

Insight
NOTE: Insight is NOT the Magic Answer Machine. Its usefulness and scope is up to the Storyteller and cannot usually be relied on too much. Be forewarned.

Insight is a background, rating from one to five like any other. In its basic form, it is not under the control of the player until the character realizes her own ability. At that time, the Storyteller can give the player hints, hunches, tips or waking visions based on the needs of the chronicle.

· One – the occasional odd feeling; at this level, the character may realize that something is not right, or have a reticence/desire to follow a certain path, with no clue as to why.

· Two – That intuition has refined to the point that the character realizes clearly that a given path is good or bad, but doesn’t know why (no clear clue, just strong hunches.) He can also blurt out secrets he couldn’t possibly know, with no recollection of where that knowledge comes from.

· Three – The character can get visions – whispered names, quick view of a place, recollection of a face – that relate to the situation, but those never last more than a couple seconds, and with no clear hint as to how it is relevant. Also, hunches connect to those visions to make them appear “good” or “bad”, and clearer secrets can pop in his mind unbidden and unexplained.

· Four – full-blown waking dreams, always hazy and cryptic, can overcome the player when in a situation instrumental to the Jyhad or an Elder. They could reveal plots in action or barely hatched, but never in a clear, easy to read way.

· Five – At this point, the thinblood knows more about the Jyhad than anything higher than fourth gen. The visions can take the character past all deceptions into the mind of the plot masters, and the secrets then can uncover could tilt the balance of Gehenna itself. Assuming, of course, that they can interpret the symbolism of the visions – and survive the discovery of it all.

The most powerful the Jyhad players involved in the vision, the haziest, more symbolic it will be. Learning about local conspiracies for Praxis would be fairly clear (unless the Prince is a sixth gen, of course) but the machinations of the Inconnus or the Black Hand would be barely understandable.

Once the character realizes that the visions come from her and try to control them (usually only if they have it at 3 or more) they can attempt to get insights on demand. If the character decide to use the ability consciously, she must have a subject (Elder, plot, etc…) to ask visions about. She then need to win or tie on a static test, no retest. A win gives visions or secrets, a tie some hunch or feeling. If she fails, she can try again a hour later but must then win outright for a simple hunch. A tie or loss gains nothing.

After that, the same subject, or one related, cannot be investigated for the rest of the night. In any case, conscious use cannot be attempted for any subject more than once an hour, and a retry counts for that second hour (so you must decide to either ask about something else OR investigate again.) And even with a win, the Storyteller has final say on whether the ability actually yields something useful (the question could be irrelevant to the Jyhad) or what form the hunch takes. Finally, if two different subjects are asked about and failed outright the same night, the ability is lost to conscious use until the storyteller rules otherwise, and the rest of the night in any case, due to exhaustion.

As far as group divination is concerned, it is possible, as long as the character find about it in game (no starting a divination coterie) and agree on some in-game ritual or tool (tarot, Ouija, etc…) to provide a common frame. After that, the mechanics are the same, but one seer throws the test and then gain a retest for each helper on the Insight static test (or the second one later on.) The visions are also more complete and clearer, subject to storyteller approval. This is not necessarily a good thing; if the first test in a group attempt is won outright (no retest, no tie) then after getting the vision, each participant must win a Willpower test against a difficulty equal to the number of participants in the attempt or fall into torpor according to their morality rating.

Used in conjunction with Auspex or Dementation, Insight can yield amazing results; the exact effects are left to the Storyteller.

Each time the character enters involuntary Torpor (including through a group attempt, but never on purpose) she may gain insanely clear visions that she will mostly remember upon waking, as well as an additional dot of Insight if the Storyteller thinks she played the ability well – not like another “kewl” power but as a real connection to the great beyond. It may (VERY rarely) come back lowered as well if conscious use has been abused recently. 

