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1. Terms and Components of the Game
Overview of Vampire: The Eternal Struggle

Vampire: The Eternal Struggle is a trading card game in which two or more playake on

the roles of ancient vampires known as Methuselslleshuselahs are considered mere legend
by younger vampires. Younger vampires think thaythursue their own ends... even as they
are being used by one Methuselah to undercut theenrce of another. Throughout the world,
Methuselahs manipulate their minions to frustrhtedesigns of the other Methuselahs, just as
they have for as long as they can remember. Thessaé struggles, sometimes covert and
subtle, sometimes open and spectacular, are deégcknown as the Jyhad.

Object of the Game

Your goal is to accumulate the most victory poingydestroying the influence held by rival
Methuselahs. You accomplish this goal by using yofluence to gain control of younger
vampires and using those vampires to take actmnsduce the influence of rival Methuselahs.
Influence is represented by pool counters (seedbgemt Needed, sec. 1.2), the main currency
of the game. When a Methuselah runs out of poohtays, she* is bereft of influence and
ousted from the game. As Methuselahs are oustagerd earn victory points; the winner is the
player with the most victory points at the endhed game (see Victory Points, sec. 9.1).

* Throughout this rulebook, references to playdethuselahs) will be feminine ("she" and
"her"), while references to minions (charactergespnted in the game) will be masculine ("he"
and "his"). These pronouns are not intended totityegrender; this is mehg a useful method t
avoid both cumbersome "he or she" constructionsaamoiguity.

This rulebook provides the comprehensive rulehiefgame; don't feel like you have to absorb
all the rules at onc&ampire: The Eternal Struggle is a game of complex strategies that are
acquired over time. Once you learn the basics, fllaygame, and then consult the rulebook
when you have questions.

1.1. Important Terms in the Game

1. Tapping and Untapping: The concept of tapping and untapping is a unigaéufe in
Deckmaster games. During play, you will turn casideways to "tap"” them, indicating



1.2.

that the cards have been used for some particutgope or effect. Untapping a card
restores it to its original position, indicatingththe card is reset and will be able to be
tapped again later. Only untapped minions can éakens, block the actions of other
minions, or play reaction cards (see Minion Phase, 6).

Burn: When a card is "burned," it is placed into its ews discard pile (the discard pile
is called the "ash heap" for this reason). Thehesip can be examined by any player at
any time. When a counter is "burned," it is returt@ the blood bank (see Blood Bank
and the Edge, sec 2.2). Sometimes, an instructepnsay to remove a card from the
game. While some cards and effects can retriewdsdesm the ash heap, cards that are
removed from the game cannot be retrieved or atkict any way. When a card is
burned or removed from the game, any countersharatards on it are burned.

Equipment Needed

Cards: Each player needs two decks: a crypt and a libiidrg cards in your crypt
represent the vampires (or other minions) you hiom®ntrol; they have oval portraits
on the front and amber marble backs. They musteaftom the same group or from two
consecutive groups (see Overview of Crypt Cards1s8). The cards in your library
represent the things you or your minions can daser, they have square illustrations on
the front and green marble backs. Each player traust at least 12 cards in her crypt
and at least 40 cards in her library. Each playay add up to 10 additional cards to her
library per player in the game. Thus, in a six-plagame, each player may have a
minimum of 40 and a maximum of 100 cards in helifp. There is no limit on the
maximum number of cards a player can have in hgitcihere is no per-card limit to
the number of a given card that a player can irelaceither her library or crypt.

Blood Counters: Blood counters are an integral part of the ganaghBplayer needs
about 40 counters: 30 for her starting pool anéxdra 10 blood counters to help fill the
communal blood bank (see Blood Bank and the Edge2<). When you burn a blood
counter, you return it to the blood bank. Blood mteus that you "pay” or "spend" are
also considered burned. Blood counters can be amyenient items, such as pennies,
glass beads or stones. Single-item methods of kgemck of changing numbers (e.g.,
dice) are discouraged, due to the frequent neetbiee counters from one place to
another.

The Edge:The Edge is a symbol showing that your minions rewgporarily given yo
an advantage over the other Methuselahs. It imgiveassed to a player who
successfully bleeds another player (see Bleed6skd.), and it imparts certain
advantages to the player controlling it (see Uithpse, sec. 4, and Gaining Votes, sec.
6.3.3). Choose an object to represent the Edge sArall, distinctive object, such as a
coin or a glove, will do.



1.3. Golden Rule of Card Ownership

Your cards are never transferred to another plpgananently as a result of card play. At the
end of the game, the cards you began the gameavdgtreturned to you. If you are ousted
before the end of the game, any of your cardsdtiegr players control remain in play until
burned as normal.

1.4. The Golden Rule for Cards

Whenever the cards contradict the rules, the dafasprecedence.

1.5. Overview of Crypt Cards

Each crypt card (the amber-backed cards) hasa sé#ments that describe the vampire: his
name, blood capacity, clan, Disciplines (powergdug and any special abilities or political t
he has. These elements are described below. Sorapcatl expansions include other types of
crypt cards. Details for these types can be founthe web site. See More Information.

1. Name: The name of the vampire appears at the top afdhd Each crypt card is
unique, so only one copy of each can be in playtahe. A second Methuselah could
contest control of the vampire (see Contested Castts 4.1), which means that the
Methuselahs are struggling for control of him.

2. Blood capacity: The number in the red circle in the lower rightrar of the card is the
vampire's capacity. This number reflects many thiaigonce: the vampire's relative age
(larger numbers represent older vampires), the atnafunfluence (in pool) a
Methuselah must invest in him in order to bring huinder her control and the maximi
ability he has to heal wounds or play cards (soandsccost blood to play).

A vampire with a larger capacity than another id $a be older, and one with a smaller
capacity is younger. A vampire cannot have moredbkhan his capacity; if an effect puts m
blood on him than his capacity allows, the excesdways moved to the blood bank
immediately.

An uncontrolled vampire (see Play Area, sec. 2i8)have blood counters stacked on it
representing the amount of influence that has begrsted in him. When that stack equals his
blood capacity at the end of the influence phasa,rgveal the vampire and place him in the
ready region (see Play Area, sec. 2.3). He rethmblood counters used to influence him on
his card to serve as his blood (see Influence Risase7).

3. Clan: Each vampire belongs to a clan, identified bysyaebol at the top of the attribu
bar (the marble stripe on the left side of the L&b@e the reference pages in the center
of the rules booklet for a list of the clan symb@&sme library cards require a member
of a particular vampire clan to play, while othidrary cards may affect only vampires
of a particular clan. The clans are grouped intissgsee Vampire Sects, sec. 10).



4. Disciplines: These are supernatural powers that vampires mosEas Disciplines
possessed by the vampire are represented by thp gfeymbols at the bottom of the
attribute bar. The vampire's Disciplines determimgch library cards he can play. If a
library card requires a Discipline (noted by a p#ne symbol on the attribute bar of
the library card), then only vampires who have Digtipline can play it.

Each of a vampire's Discipline symbols is in thapshof either a square or a diamond. A
square-shaped Discipline symbol means that the warhps one level of that Discipline, the
basic level; he can use only the basic (plain teftéct listed on a card that requires that
Discipline. A Discipline symbol within a diamondysifies that the vampire has an additional
level of that Discpline, the superior level, andréfore may opt to use either the basic (plain
text) or the superior (bold) effect listed on tlaedc(but not both).

Some library cards have multiple Discipline symbmisthe attribute bar. Some of the effects
listed on these cards require one of the Disciplirsted, while other effects require another
listed Discipline, and some effects require the pmento possess several Disciplines. Each
effect shows the icon(s) of the Discipline(s) regdi

5. Group: Each vampire belongs to a specific group, idesdifby a number above the
upper left corner of the text box. A plalgecrypt must be built using vampires from a
single group or from two consecutive groups. Thlisegdnot restrict a Methuselah from
stealing vampires from other groups through playydver. Cards from some older sets
do not have this designation. For those cardspties with an expansion set symbol (an
icon in the upper right corner of the card) aratied assroup 2 vampires; the others
areGroup 1 vampires.

TAY
/A

6. Advancement: LiLi An advancement card is a type of vampire cargdor crypt. An
advancement card looks just like a regular crypd except that it has an Advancement
icon under the clan icon.

The advancement card is a vampire card in all i#spso it can be influenced in the normal
manner. In addition, if you already control the adeement or the associated regular "base”
vampire and the other version of the vampire igaar uncontrolled region, then you can spend
4 transfers and 1 pool to move the vampire canch fyour uncontrolled region to the controlled
vampire card (place the advancement card on ttipedbase card). The two cards effectively
merge to form a single vampire.

The particulars of this merge are as follows. Tbenters and cards on the vampire remain. The
advancement and the base card are treated ade\sangpire card, even if sent to the
uncontrolled region somehow, until the vampireusned. Any effects in play that targeted the
vampire now target the merged version.
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When mergedi_! the text on the base card still apphiut the rest of the card is ignored
(capacity, Disciplines, etc.). The advancement eglies in full. If the advancement card
conflicts with the base card (a different sect,deample), the advancement card has
precedence. Some merged cards have an additideet #fat only applies if the card is merged
with its base card. Such an effect is identifiethia card text by a "merged" icon.

The advanced vampire (merged or not) will contéis¢iocopies of the same vampire (advanced
or not) in play, as usual.

1.6. Overview of Library Cards

1.6.1. General

1. Playing Cards.There are three main types of library cards: masteds, minion cards
and event cards. Master cards are played by Mddhssaminion cards are played by
the minions (vampires and allies) the Methuselamtrol; event cards are put into play
during the discard phase to represent events fleats@the World of Darkness as a
whole (see section 8). Master cards have no ictimeatop of the attribute bar while the
other cards have an icon there that indicates typatof card it is. A card is played by
placing it face up in the playing area or by shaiirto the other players and placing it
face up in the ash heap. The player completelyadesithe effect of the card when it is
played.

Some effects can cancel a card "as it is playeldese effects (and effects that grant the ability
to play them, like Forced Awakening) are the orifg@s allowed during the "as played" time
period of another card. Even drawing to replacdsaomes after this time period.

2. Drawing Cards. Whenever you play a library card from your hamalj ynmediately
draw another from your library to replace it (uslesard text says otherwise, of course).
If your library is empty, then you do not draw &plenish your hand, but you continue
to play. The number of cards in your hand shoulhgs match your hand size (less any
cards you are not replacing until later). Whenghkey don't match (when an effect
changes your hand size or adds or removes canasyfoar hand, for example),
immediately discard down to or draw up to your haize.

3. Requirements for Playing Cards.Each library card has symbols on the attribute bar
(the marble stripe on the left side) for the caqukt(except for master cards), the clan or
Discipline (if any) required to play the card ahe tost (if any) of playing that card.
Some cards will have other requirements (such paatiy or title) stated in the card
text. Only a minion who meets the requirementsmgime a minion card can play it,
while only a Methuselah who controls a ready minMdro meets the requirements of a
master card can play it.
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Some cards that have a requirement also hégraoption icon. This icon means that
a Methuselah who do€sicontrol a minion that meets the requirements diagard the card

during any Methuselas untap phase. Each Methuselah is limited to ook discard each
untap phase.

A drop of blood with a number on the left side ditaary card (in the middle of the side or in
the bottom corner) indicates the amount of bloodawl tha must be burned to play the card
number in a red drop represents blood cost (theuatud blood the vampire must burn). A
number in a white diamond with a skull represermisl gost (the amount of pool the
Methuselah must burn).

4. Targets. If a card is played on another card, or selecthooses or otherwise targets
another card, the target card must be in play @antrolled). Vampires in the torpor
region are eligible targets by default, but vangpirethe uncontrolled region and
contested cards are not.

5. SequencinglIf two or more players want to play a card or effféhe acting Methuselah
plays first. At every stage, the acting player alsvhas the opportunity to play the next
card or effect. So after playing one effect, shg play another and another. Once sk
finished, the opportunity passes to the defendirghMselah (in the cases of directed
actions and combat), then to the rest of the Metlaihs in clockwise order from the
acting Methuselah. Note that if any Methuselah aseard or effect, the acting
Methuselah again gets the opportunity to play & effect.

6. Draft Effects. Some cards have a special booster-pack versivalgwlists, in a gray
box identified as "DRAFT:", an additional way tceue card. This effect can only be
used in a draft or sealed deck tournament. Any te{t like "+1 stealth action", in bold
at the top of the regular text applies to the whoaled, including the draft effect. Card
cost applies as normal to the draft effect, as.\@#n and Discipline requirements are
given in the draft effect section (and are indeenaf any Clan or Discipline
requirement of the regular effects).

1.6.2. Master Cards

Master cards are cards you play in your role aethlvselah. There are two types of master
cards: out-of-turn and the regular master cardsmieSiypes of regular master cards are:
locations and Disciplines (and there are otherlegguaster cards that don't have a specific
type). Regular master cards are played during gmaster phase. You can normally play only
one regular master card during your master phaseofturn master cards can be played
during other players' turns. By playing an outafat master card, you are effectively
"borrowing” from your next master phase -- thapisying the card now instead of waiting
until your next master phase.

A master card in play is, by default, controlledtbg Methuselah who played it, even if it is
played on a card controlled by another Methuselah.



The general types of master cards are as follows:

1.

Locations: A location card represents a place (a buildingtyaor a designated
gathering place, for example) that a Methuselafeominions control. A location card
stays in play and may be used repeatedly, eveheotutn it is played. Some library
cards (such as Arson) can burn them.

Disciplines: A Discipline card is played on a controlled vamgiggen one controlled t
another Methuselah) to give him an additional lefed Displine, either giving a
vampire the basic level of a new Discipline or agda level to one he already has
(increasing the level of a Discipline from basicstgerior). The vampire also gains an
additional blood capacity (the "+1" in the red @ron the bottom right corner of the ci
indicates this) along with the Discipline grantbdt he does not automatically gain an
extra blood to fill the new capacity.

Trophy: A trophy may be put into play using a master plad®n (or can be retrieved
as listed under "Red List" in section 11). It haseffect until it is moved to a vampire.
When any vampire burns a Red List minion in condvads a (D) action (including
diablerie), the controller of the trophy may chotsenove the trophy to that vampire.
Any number of trophies in play may be moved tovampire in this way (in addition to
the single trophy that the vampire's controller metyieve from her library, ash heap or
hand). Once placed on a vampire, a trophy is cettby the controller of the vampire
it is on, and it cannot be awarded again.

Out-of-turn: You may play an out-of-turn master card whenepgrapriate during
another player's turn. Doing so counts against pext master phase (see Master Pt
sec. 5). You cannot play a second out-of-turn mastel before your next master pbas
You cannot play an out-of-turn master card on yawn turn.

Trifle: Some master cards are identified as trifles. White@nuselah plays a trifle (al
it isn't canceled), she gains an additional mastese action. For an out-of-turn trifle,
she gains a master phase action in her next nasase. A Methuselah can gain only
one master phase action from trifles in a giventergshase; others act like regular
master cards.

Other master cards: Any master cards not explained here have thesceffdescribed
on them. These master cards are discarded wheratbgayed unless the card says to
put it into play or to play it on some other card.

1.6.3. Minion Cards

Minion cards are cards that your vampires andsa(liellectively referred to as "miniongilay.
Unless the card states otherwise, a minion caodnsed after a minion plays it.

By default, a minion card in play is controlled twe controller of the minion it is on. If a
minion card is just in play and not on another calied card, then it is, by default, controlled
by the Methuselah who played it.

In many cases, a minion card will have a Discipbgmbol, a clan symbol and/or a blood cost;
in these cases, the card can only be played byngivea who meets the requirements.



Some allies have the ability to play certain cdegsa vampire.” In these cases, the ally is
treated as a vampire for all effects generatedbyptay of the card, including duration effects
(like "for the remainder of combat"). The ally'tlrepresents his blood (to pay costs, for
example). Any blood he gains or loses as a vanggjuaites to a gain or loss of life for the ally.
For purposes of that card, the ally has a capatityby default (for use if the card requires an
older vampire or a vampire of a given capacity}h# ally gains life in excess of his capacity, it
doesn't drain off, and if the effect inflicts aggated damage on the ally, he burns life as
normal. However, if the effect would send the &liyorpor, then he is burned instead. The ally
is treated as a vampire only for the effect gererfitom playing the card. In particular, the ally
Is not treated as a vampire for effects the casdfttan being in play (like "the vampire with

this card" effects).

The general types of minion cards are as follows:

1. Action cards: A minion can play an action card to take an actithrer than the
default actions like "hunt". Only one action caehde played for the action; action
cards cannot be used to modify other actions.

2. Action modifier cards: The acting minion can play these cards to modgyaltion.

@ For example, some action modifiers increase thagatinion's stealth or bleed
amount or give him more votes. A minion cannot plesame action modifier more
than once during a single action.

3. Ally, equipment and retainer cards: These action cards represent things that a
minion can bring into play by taking an actiontakes one action for each card. A

m minion cannot bring two equipment cards into plagisingle action, for example.
Equipment and retainer cards are played on theomipiaying them (the acting

minion), while allies are put into play and remaidependent from the acting

@ minion. Equipment and retainers are burned whemiinén they are played on is
burned.

F 1N 4.Political cards: A political action card can be played to call Berendum as an
puui  gction, or it can be burned during a referenduigeio a vote.

@ 5.Combat cards: These are played by minions when in combat (seeb@ag sec. 6.4).

6. Reaction cards A ready untapped minion can play a reaction camsponse to an
@ action taken by another Methuselah's minion (ala¢aken by one of a
Methuselah's minions cannot be reacted to by amfmgobwn minions). A minion
cannot play the same reaction card more than ameegda single action. A reaction
card does not tap the minion using it.
7.Reflex cards A minion can play a reflex card to cancel a spedikind of card
'J played against him as it is played.
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1.6.4. Event Cards}}

Event cards are played to represent events trattdffe World of Darkness as a whole. Once
each discard phase, a Methuselah may use a disicasé action to put an event card in play.
Each event can only be played once in a game. Antaard is controlled by the Methuselah

who played it, by default.

2. Getting Started
2.1. Order of Play

Seating position can be determined by whatever odetie players choose. The player to your
left is yourprey. She is the player you hope to oust from the garhe.player to your right is
your predator. She is the player who hopes to oust you frongtmae. When your prey is
ousted, the next player (the prey of your forme&ypbecomes your new prey.

2.2. Blood Bank and the Edge

Each player takes 30 blood counters to form hetis¢apool. The remaining blood counters
placed in the blood bank -- a common reserve ohtarg placed so that all players can reach it.
Remember that the number of blood counters in kheddbank is limitless -- the bank never
runs out.

The Edge (see section 1.2) begins the game undledtemd so is placed in the central area as
well.

2.3. Play Area

The area in front of each player is divided int@ @gions: the uncontrolled region, which will
start with four uncontrolled minions dealt from ttrgpt, and the controlled region, which is
empty at the start of the game. The controlledoregs further divided into two areas: the ready
region and the torpor region. Torpor is a speagiehdor wounded vampires (see Torpor, sec.
6.5). As the game progresses, you will gain cordfaome of your minions, moving them to
the ready region, face up (see Influence Phaseyec

Ready (Controlled)
Uncontrolled (Face down) Torpor (Controlled)

To begin, separate your crypt cards from your tpards. Shuffle both decks and allow your
predator to cut both. Place both decks in frontaf. Deal the top seven library cards to
yourself to form your hand and deal the top foypticards face down into your uncontrolled
region. You can look at the cards in your handiangur uncontrolled region at any time



during the game.

You can choose to draw more cards from your crypour uncontrolled region later in the
game (see Influence Phase, sec. 7).

3. Playing the Game

Turns proceed clockwise around the playing areah péayer's turn is composed of the
following five phases, in order:

1. Untap Phase Untap all your cards.

2. Master Phase Play a master card.

3. Minion Phase Have your minions perform actions.

4. Influence Phaséttempt to control vampires in your uncontrolledjicen.
5. Discard Phase Discard a card from your hand (and draw another).

Each of the phases is described in full detaihafollowing sections.

4. Untap Phase

You start your turn with your untap phase. At tlegibning of your untap phase, you must
untap all of your cards (except yaafernal cards, see section 11). Any cards or effects that
require or allow you to do something during youtanphase take effect after you have
untapped your cards. You may choose the order iohathese effects take place. Along with
effects generated by cards, there are other effleatsare resolved during the untap phase:

+ If you have the Edge, you may take one blood cauraen the blood bank and add it to
your pool.

« For each card and title you are contesting, youtmiusose to yield or to pay to contest
it (see below).

4.1. Contested Cards

Some of the cards in the game represent uniqueness) such as specific locations, equipment
or people. These cards will be identified as "uelgu their card text. In addition, all crypt

cards represent unique minions. If more than omnguegncard with the same name is brought
into play, that means control of the card is baiogtested. For the duration of the contest, ¢
the contested cards are turned face down and & play. If another unique card with the
same name is brought into play, it is immediategtested and turned face down as well.

The cost to contest a card is one pool, which yauduring each of your untap phases. Instead
of paying the cost to contest the card, you maysbado yield the card. A yielded card is
burned. Any cards or counters stacked on the yiletded are also burned.



If all other cards contesting your unique cardyaeéded, then the card is untapped and turned
face up during your next untap phase, ending tinéest

Be careful about putting duplicates of the same@umicards in your deck. You can't control
more than one of the same unique card at a tinteyau cannot contest cards with yourself (if
some effect would force you to contest a card wathrself, then you simply burn the incoming
copy of the unique card). On the other hand, you wiah to have a second copy handy in case
the first is burned.

4.2. Contested Titles

Some titles are unique. For example, there cambeome prince or archbishop of a particular
city (see Vampiric Sects, sec. 10). If more thae wvampire in play claims the same title, then
the title is contested. While the title is beingtasted, the vampires involved in the contest are
treated as if they have no title, but they remantwlled and may act and block as normal.

The cost to contest a title is one blood, whicpagl by the vampire during each of his untap
phases. Instead of paying the cost to contesittegthe vampire may choose to yield the title
(or may be forced to yield, if he has no blood &y)p Only ready vampires can contest titles --
vampires in torpor must yield during the untap gha8elding the title has no other effect on
the vampire.

If all other vampires contesting a title with yorampire have yielded the contest, then your
vampire acquires the title during your next unthpge, ending the contest.

5. Master Phase

You receive master phase actions during your masi@se. A master phase action represents
your personal activity during the turn as a Methaise

By default, you receive only one master phase acbat some cards may change this amount.
You may use a master phase action to play a meeteéy and some cards can give you alternate
ways to use your master phase actions. For exaygle;an use a master phase action to mark
a Red List minion (see section 11). If you've pthga out-of-turn master card against this
master phase, then you gain one fewer master pletisas than normal (see Master Cards, sec.
1.6.2).

If other effects happen during your master phase,ghoose the order in which these effects
and your master phase actions are performed.

You cannot save master phase actions for latertemplase actions not used during this phase
are lost.



6. Minion Phase

Most of the activity in the game occurs in the mimphases. During your minion phase, you
may have your minions take actions. Only readypped minions can take actions, and taking
an action taps the acting minion. Other Methusgledddy untapped minions may attempt to
block your action, and blocking taps the blockinigiion (see Resolve Any Block Attempts,
sec. 6.2.2). An action is successful only if ihat blocked. Each action is resolved (successful
or blocked) before another action can be attempted.

As noted, only ready untapped minions can takeastiand taking an action taps the acting
minion. So, if the minion manages to untap (dua tard or an effect) during this phase, it is
possible for him to take another action.

Some actions are mandatory. For example, a readpiva with no blood must hunt. During
your minion phase, none of your minions can takeraamm-mandatory actions if any of your
minions have mandatory actions yet to performoli yave two or more minions with
mandatory actions, they may be done in the ordercymose. A minion with a mandatory
action to perform cannot perform any other actlba.single minion has two or more different
mandatory actions, then he is "stuck" and canrkat &y action (this doesn't prevgwour othel
minions from taking non-mandatory actions, however)

6.1. Types of Actions

By default (without the use of a card), a readyianrcan perform one of two actions: bleed or
hunt.

Ready minions can also use actions to bring diffietygpes of permanent resources into play.
These include equipment (such as computers, guhsatic artifacts), retainers (henchmen,
attendants or animals commanded into the servitieeadinion) and allies (non-vampire
minions, such as mages, werewolves or ordinaryats)rtAn equipment card is brought into
play with an equip action, a retainer with the emypletainer action, and an ally with the recruit
ally action. These three actions are very simdthough the cards they bring into play are not.
Equipment (but not retainers) can also be moveu foae minion to another by taking an
action.

Instead of taking a default action, a ready mirdoald play an action card to perform the ac
indicated on the card. Some action cards are eedarersions of the default bleed action or
other basic actions, while others are original $ypkactions. A special type of action card is
political action card, which a vampire can usedth a referendum.

In addition, there are special actions availabtedaling with anarchs and with vampires in
torpor. These actions are not described here (sg®of, sec. 6.5 and Anarchs, sec. 10.4).



6.1.1. Bleed

Bleeding is one of the most fundamental actionthefgame. It is the basic means of removing
your prey's pool. By default, your minion's bleeti@ns can be directed only at your prey.
Some cards or effects may allow or force you tedle Methuselah other than your prey. You
can never bleed yourself, howevArminion cannot perform more than one bleed action
each turn, even if he untaps.

Conceptually, taking a bleed action representetfogts of your minion to undermine the
power and influence of the target Methuselah. Yaghtpicture bleeding as paying bribes,
changing bank records, spreading rumors, etc.

To beed a Methuselah, announce the action and taactiveg minion (the minion who is taki

the bleed action). If the action is successful tédrget Methuselah burns an amount of pool
equal to the bleed amount. By default, all minibage a bleed amount of one (most allies have
card text that overrides the default). Additionaifithe action succeeds and the bleed amount is
one or more, then the bleed is successful andahiatler of the acting minion gets the Edge,
taking it from the Methuselah who has it.

6.1.2. Hunt (+1 stealth)

Hunting is a vampire's means of satisfying his lurigr blood. Allies cannot take this action.

To have a vampire hunt, announce the action antheapcting vampire. If the action is
successful, move a blood counter to the acting wanigm the blood bank. If this causes the
vampire's blood to exceed his blood capacity, {asralways) the excess is immediately
returned to the blood bank. This action has a diefdustealth (see Stealth and Intercept, sec.
6.2.2.2). Note that a ready vampire with no bloagstihunt (and cannot take any action except
the hunt action).

6.1.3. Equip (+1 stealth)

Equipment cards are action cards that give mingpegial abilities. The equip action has a
default +1 stealth.

To equip with an equipment card from your handy pitee card and tap the acting minion. If the
action is successful, the equipment card is placethe minion (and the cost, if any, is paid). If
the action is unsuccessful, the card is burnedReselve the Action, sec. 6.2.3). Only one
equipment card can be played per action, but tisare limit to the number of equipment cards
a minion can have.

To equip with an equipment card currently possebgeazhe of your other minions, tap the
acting minion (the minion who is attempting to et equipment) and announce the equipment
card he is getting. More than one equipment candbeataken from a minion in a single action.
If the action is unsuccessful, the equipment remaihere it is.



6.1.4. Employ Retainer (+1 stealth)

Retainers are action cards that give minions spabiblties. The employ retainer action has a
default +1 stealth.

To employ a retainer from your hand, play the card tap the acting minion. If the action is
successful, the retainer is placed on the actimgami(and the cost, if any, is paid). If the action
is unsuccessful, the card is burned (see ResoévAdhon, sec. 6.2.3). Only one retainer card
can be employed per action, but there is no limthe number of retainers a minion can have.
Unlike equipment, a retainer is loyal to the mintbat recruited it and cannot be transferred.

When a retainer is brought into play, it receiviE®t counters from the blood bank to repre:
its life (listed on the retainer's card). When tireer loses its last life counter, it is burneee(s
Retainers and Combat, sec. 6.4.7).

6.1.5. Recruit Ally (+1 stealth)

Allies are action cards that become minions inrtbein right, capable of acting and blocking
independently of the minion that recruits them. T uit ally action has a default +1 stealth.

To recruit an ally from your hand, play the card &ap the acting minion. If the action is
successful, the ally is placed in your uncontrobegion, even though it is controlled, to
indicate that itannot act this turn (and the cost, if any, is pdfdhe action is unsuccessful, 1
card is burned (see Resolve the Action, sec. 6.28ly one ally card can be recruited per
action. Note that allies brought into play by othezans are able to act on the same turn, by
default.

At the end of the turn, any allies that were plaicegour uncontrolled region (to indicate that
they cannot act) are moved to your ready region.

When an ally is brought into play (by any means)rdcreives blood counters from the blood
bank to represent his life (listed on the ally'sdgawWhen an ally loses his last life counter, e i
burned. If recruiting the ally requires a Discigiand the ally is put into play by some means
other than recruiting, use the normal version efdhy, if it is different than the superior.

6.1.6. Action Card (or Card in Play)

A minion can use an action card to take an actod,some cards in play will allow special
actions to be taken as well.

Unless otherwise noted on the card, these actienat® stealth (see Stealth and Intercept, sec.
6.2.2.2) and can be attempted by both vampiresaies. If the card describes a special ver

of a basic action, then all the rules that applghbasic action apply, except as otherwise
noted on the card.



If Krid plays Computer Hacking (text: "Action. Bleat +1"), then all the normal
rules of bleed actions (only being able to targeiryprey, for example) apply, except
that the bleed amount is increased by one.

To take the action described on an action carebur pand, play the card and tap the acting
minion. If the action is successful, it resolvesrabcated on the card (and the cost, if any, is
paid). If the action is unsuccessful, the cardushbd.

To take the action described by a card in playpanoe the action and tap the acting minion. If
the action is successful, it resolves as indicatethe card (and the cost, if any, is paid). If the
action is unsuccessful, there is no effect.

A minion cannot perform an action with the sameoactard or via the same card in play
(including from the minion's own card text) moranhonce each turn, even if he untaps.

6.1.7. Political Action (+1 stealth)

A political action is an action that is used td eateferendum. It has a default +1 stealth and
can only be taken by vampires (allies cannot edéirendums). A political action is always
undirected (see Who May Attempt to Block, sec.8D.A minion cannot perform more
than one political action each turn.

To call the referendum identified on a politicatian card in your hand, play the card and tap
the acting vampire. If the action is successfud, tdrms of the referendum are chosen and votes
are tallied to see if the referendum passes & (aée Politics, sec. 6.3).

6.2. Taking an Action

Any ready untapped minion you control can take @ma. The procedure for resolving an
action is described in the following sections. Nibtat action modifiers and reaction cards can
be played at any time in this process as appraprsatbject to the restrictions on adding stealth
and intercept listed below and the restrictionsreggjdhe same minion playing the same action
modifier or reaction card more than once (see Miriards, sec. 1.6.3), and following the s:
sequencing strictures of all effects (see Sequgnsic. 1.6.1.6).

Summary of the Course of an Action

« The action is declared, and the card used fordtiera(action card, equipment, etc.) is
played, if any. Tap the minion who is taking thé@c (the "acting minion").

« The target Methuselah may try to block the actidatthany of her ready untapped
minions. If the action doesn't target another Mséhah (or targets more than one), then
the minions of the prey and predator may try tacklo

+ If one attempt to block is unsuccessful, anothimapt can be made. If no more
attempts are made, then the action is successiithe cost of the action is paid. If a
block attempt is successful, then the blocking omrtaps and enters combat with the



acting minion.

Action modifiers and reaction cards can be playeghg time during an action (unless
otherwise noted on card text), with the acting Mistah getting the opportunity to play first.
Only the acting minion can play action modifier$yil only other Methselahs' ready untapp
minions can play reaction cards. The effect of @ma modifier or a reaction card lasts for the
duration of the current action by default. Also ember that the same minion cannot play the
same action modifier or reaction card more thareqrer action.

6.2.1. Announce the Action

All details of the action are declared when théoacis announced, including the target(s), the
cost, the effects, etc. Any card required for tbtoa is played (face up) at this time. Tap the
acting minion (only ready untapped minions can @@ons).

EXCEPTION: Any decisions to be made for a referendum arelaokared until the action
succeeds (see The Political Action, sec. 6.3.1).

During Sarah's minion phase, she decides that bherantapped minions, Krid, will
take an action to bleed her prey, Alexis. Sarah pd and says, "Krid attempts to
bleed Alexis for 1 pool.”

After resolving that action (successful or not);éedecides that another of her
untapped minions, Pug, will recruit ally, the Loyal Street Gang, from her hand. .
taps Pug and plays the Loyal Street Gang, decldRng attempts to recruit the Loy
Street Gang at +1 stealth, costing me one poohé (ool isn't paid until the action
succeeds.)

6.2.2. Resolve Any Block Attempts

1. Who May Attempt to Block: If the action targets one or more other Methuse(ah

things controlled by other Methuselahs), then ttea is called directed, and only the
Methuselahs who are targeted (or control the tajygeay use their ready untapped minions to
attempt to block the action (going clockwise frdm facting Methuselah, as usual). If the action
is not directed at another Methuselah (or at somgttontrolled by another Methuselah), then
the action is called undirected and can be blotkethe acting Methuselah's prey or predator,
with the prey getting the first opportunity to bkodf one attempt to block fails, another can be
made as often as the blocking Methuselah wishese @Methuselah decides not to make any
further attempts to block, that decision is firks. a convenience, when a card describes an
action that is typically directed at another Metlah, the card's text will usually include a (D)
symbol as a reminder that the action is typicaitgated. Remember, political actions are
always undirected.

Note that moving past the block attempts (whemailhuselahs have declined to block) is an
event and so allows the acting Methuselah (andskie play more cards and effects."”



Krid's action to bleed Alexis is directed at Alexs® only Alexis's ready untapped
minions can attempt to block. If one block atterigis, another can be made.

Pug's action to recruit the Loyal Street Gang isdi@cted at another Methuselah, so
it is undirected. It can be blocked by the readypped minions of Sarah's prey or
Sarah's predator. If her prey's first attempt fatsother can be made and so on until
her prey declines to make any further attemptahé¢h point her predator may begin
attempting to block.

2. Stealth and Intercept. Conceptually, stealth represents the measureshdaicting
minion is taking to conduct his business discredtlyavoid attracting the attention of those \
would oppose him. Intercept represents the blockiingon's effortdo discover the plans of tl
acting minion and to stalk or chase him in ordeddtain him (by fighting with him) before he
can accomplish his goal.

To see if a block attempt succeeds, compare tlegatiinion's stealth to the blocking minion's
intercept. The action is blocked if the blockentercept is equal to or greater than the acting
minion's stealth. By default, minions have 0 stealid O intercept. So a block attempt will
normally succeed unless the action has inherealtlstgsuch as hunting) or a card or effect is
used to increase the acting minion's stealth.

Some actions have an inherent stealth, as notix iaction list (sec. 6.1) and on some action
cards. The minion taking such an action starts ghgater stealth than normal. Additionally,
some cards and other effects can be used to irceeasnion's stealth or intercept, as noted on
card text.

Stealth can be added during an action only whedetghat is, only if the action is currently
being blocked and the blocking minion has enouggraept to block the acting minion).
Likewise, intercept can be added during an actidg when needed (that is, only by a blocking
minion when the acting minion's stealth exceedsmescept).

Note that all modifications made to a minion's kkear intercept remain in effect for the
duration of the action. Increased stealth and eefgrreturn to normal after the action is
resolved.

Sarah announces that Ira is hunting and taps ha.attion is undirected and has a
default of +1 stealth. Her prey declines to blddkr predator, however, plays a
reaction card to give +1 intercept to one of hadyeuntapped minions, Eugenio.
Sarah has no cards to play to increase Ira'slstsaltthe action is blocked. Eugenio is
tapped, and combat begins.

If a block fails (the acting minion's stealth exde¢he blocker's intercept and the blocker's
Methuselah cannot add or does not wish to add mteecept), either another attempt is made
(with the same or a different minion) or the defiegdViethuselah declares that she will not
make any further attempts to block the action. Nlo&t this declaration is an event and so
allows the acting Methuselah (and others) to playewards and effects.



Sarah announces that Quentin is bleeding AlexialSaas no effects that she wishes
to play before Alexis decides whether to blockSswah says "Do you block?" Alexis
decides not to block, so then Sarah plays Confusinraction modifier that adds 1 to
the bleed). Alexis is bled for 2 pool.

6.2.3. Resolve the Action

If the action is successful (all block attempts evensuccessful), then the cost of the action is
paid and the effects of the successful action jddee. If the action is blocked, then any card
played to take the action is burned and thekot@rminion is tapped and enters combat witr
acting minion (see Combat, sec. 6.4). The effectseaction do not take place when the ac

is blocked. Note that the action's cost, if anygny paid if the action succeeds; the cost is not
paid if the action is blocked. The costs of actimodifiers and reaction cards are always paid
when the cards are played, regardless of the ssicfélse action.

6.3. Politics

Politics and diplomacy are as critical to vampaedunting and feeding. Like mortal society,
Kindred society has its own laws, creeds and cust@litics come into play when a vampire
takes a political action or when a blood hunt (Ekee Blood Hunt, sec. 6.5.6) is called.

6.3.1. The Political Action

To call the referendum listed on a political acteand in your hand (or as allowed by a card in
play), tap the acting vampire and announce theestkim he is attempting to call (play the
political action card, if any, at this time). Padl actions are never directed at a specific
Methuselah, regardless of what effect the referamdill have if it passes (so a political action
can be blocked by, and only by, the acting Mettalsslprey and predator). Additionally, as
indicated on card text, political actions have fadk of +1 stealth.

Important: The specific terms of the referendum (the cholodse made, if any, by the player

who calls the referendum) are not chosen untibttien itself is successful (i.e., remains
unblocked).

6.3.2. The Referendum

If a political action is successful, the referendisroalled.



Some cards from older sets use the phrase "dunmudjtecal action™ to refer to the referendum
part of the political action.

The referendum consists of three steps: settintgtines, polling (casting votes) and resolving
the referendum.

1. Choose the termsif any, of the referendum. Cards that are usedifid a political
action" but "before votes are cast" are used attiime (after the terms are set).

2. Polling. All Methuselahs may now cast any votes they haee pelow) at this time, in
any order. They call out their votes freely, aneréhis no obligation to vote. Once a v
has been cast, however, it cannot be changed. diliegpstage is completed only when
all Methuselahs are finished voting (if you neeithee limit, the players can agree to
wait 15 seconds after the last vote cast to closgolling stage).

3. Resolve the referendumlif there are more votes for the referendum thaairesg, the
referendum passes, and the effects of the suctestftendum take place. Otherwise,
the referendum fails and has no effect. Tied reiduens fail.

6.3.3. Gaining Votes

Methuselahs have no inherent votes -- votes mugalmed, and there are a variety of ways to
do so. Once gained, a vote need not be cast ngdy,af at all. Each vote cast is cast either
"for" or "against" the referendum, and a Methusetaty cast some of her votes in favor and
some against, as she chooses, with the restriittadrall of the votes from aeh given vampir
or other source must be cast in agreement as @.gdmce cast, a vote cannot be changed.
Methuselahs can gain votes in the following ways:

+ Political Action Cards. Each Methuselah may gain one vote by using aigalliaction
card. These cards say "worth 1 vote" to indicaie tha political action card was used
to call the referendum, that card provides a votdlfe acting vampire's controller.
Other political action cards used for votes arepdjrburned without regard to the text
on the cards. Each Methuselah can gain no moreltlvate from political action cards.

« Titled Vampires. For each ready titled vampire a Methuselah cositsiie gains extra
votes. The number of votes gained depends ontteeAi Methuselah gains:

1 vote for each ready primogen or bishop, and

2 votes for each ready prince, archbishop, barbolokor magaji, and
3 votes for each ready justicar or cardinal, and

4 votes for each ready Inner Circle member or regen

Other minions may have votes (as listed on cart] teixhout holding one of the titles listed
above. A minion's votes can be used only when tineomis ready.

+ The Edge.The Methuselah who has the Edge can burn it fretuancontrolled, to the
center area) to gain 1 vote.

« The Prisci Block. The prisci as a group have 3 votes. During a eefdtum, the prisci
block of 3 votes is cast "for" or "against" theenefndum according to the prisci
subreferendum. Each ready priscus provides 1 wotthis subreferendum, and no other



votes may be used in this subreferendum. Eachiyv@i¢her "for" or "against” the main
referendum. Whichever side has the greater nunfbates in the subreferendum gains
3 votes in the main referendum. If the subreferemdutied, the prisci abstain from the
main vote. As prisci cast their votes in the sudnmefidum, the prisci block of 3 votes
may shift between "for," "against" and "abstains {ae majority in the subreferendum
changes).

« Other Cards. Action modifiers, reaction cards, cards in plag, éhat grant more votes
can all be used subject to the normal rules ofiptagards (e.g., only the acting minion
can play action modifiers and only ready untapp&uans controlled by Methuselahs
other than the acting minion's controller can plegction cards).

6.4. Combat

Combat results when a minion blocks the action i&faaly minion. Also, some cards' effects
may cause combat. Whatever caused the combatmip@tant to remember that only ready
minions can participate in combat and that yourioms cannot enter combat with any of your
other minions.

Being tapped or untapped doesn't matter for conflagaped minions fight just the same as
untapped minions.

Note: The only minion cards that can be played duringleat are combat cards (unless a card
states otherwise, of course).

6.4.1. Combat Sequence
Combat occurs in a series of one or more roundsh Eaund of combat has three steps:

« Determine Range.Use maneuvers to set the range to close or long.
» Strike. Announce and resolve strikes.
+ Press.Use presses to continue into another round ondoccembat.

As usual, the acting minion always gets first opyaity to use a card or effect before the
opposing minion at every stage of combat.

6.4.2. Determine Range

Each round of combat is fought at either close eamrgong range. Close range is the defaul
each round. The range determines which strikeo#rat strike-resolution-phase effects can be
used. Some effects can only be used at close raoges only at long range, and some at either
close or long range (see below).

A minion in combat can use a maneuver to get tg lamge, or he can maneuver to get back to
close range if his opponent maneuvers to long.tiMoeecombatants can continue playing
maneuvers (to keep offsetting the effects of thpponent's last maneuver) for as long as they



wish. A minion cannot play two maneuvers in a reviiiCh would effectively cancel each
other).

Note: Effects that are played "before range is deterdiineust be played before the acting
minion decides whether or not to play a maneuvénastart of this phase.

A minion has no maneuvers by default; he must uss@or other effect to gain a maneuver.
The ability to maneuver can come from combat cardseapons or other cards in play. To use
a maneuver from a strike card, the minion playssth&e card during this phase instead of
during the choose strike phase (below). If a minieas the maneuver from a strike card or a
weapon, hés effectively choosing his strike as well. As suich cannot use a second strike

or weapon to maneuver again in the same round.

If a combat card played by a minion has a maneavgrart of an effect, the maneuver must be
used that round of combat. If a combat card pldyed minion has an "optional maneuver" as
part of the effect, then the minion may declineise the maneuver.

Typically, a minion that can attack at long rangk want to maneuver to long range against an
opponent that he suspects can only attack at chogge.

Mazz has just blocked Ira, and combat ensues. Maga Submachine Gun that
allows him to strike for 3 damage at either closéong range and gives him an
optional maneuver. Ira, as the acting minion, aedito maneuver. Mazz uses the
maneuver from the gun to move to long range, whereannot be harmed by Ira's
hand strike. Ira plays a maneuver card to get backose range. However, Mazz has
another maneuver card as well, and he plays itdeenback to long range. Ira has no
more maneuvers to play, so the range is set ta long

6.4.3. Strike

During the strike phase, the minions strike eatieofif possible) or make an effort to avoid
being struck (by dodging, for example). Note thatt all strikes are aggressive. Defensive
effects such as dodges are also considered sfskesStrike Effects, sec. 6.4.5).

Normally, each minion gets only one strike per huBome cards may allow a minion to get
additional strikes during a round of combat. Eaaln pf strikes (one from each of the minions)
is resolved before going on to the next pair. iyane minion has additional strikes, the "pair"
will be just his strike.

During each pair of strikes, the minions first ckeaheir respective strikes (the acting minion
first, then his opponent), and then the strikegeselved. Strike resolution occurs
simultaneously, except for a few special cases $selee Effects, sec 6.4.5).

+ Choose Strike.Each minion chooses his strike. The strike cafidya a combat card,
from a weapon the minion possesses or (the defaailt) a hand strike. If a minion has
used a maneuver from a strike (either a strike oaaweapon) this round, then he



cannot choose any other strike for his initialk&rof the round. For additional strikes,
any strike can be chosen, even if a maneuver res used.

+ Resolve Strike.The effects of the strikes from both minions &sotved
simultaneously. Most strikes are effective onlglase range. Unless the strike is
identified as ranged or does "R" damage (or isfartéve strike such as dodge or
combat ends), it is only effective at close rarR@nged strikes and strikes that do "R"
damage can be used at any range, close or long.

When a minion or retainer takes damage (either fastrike or from other means), he must
burn blood or lose life, as appropriate (see DanRe&golution, sec. 6.4.6). Note that the effects
of a strike are applied arnilden damage is resolved. This timing is important fmme special
strikes, such as steal blood (see Strike Effeets,&4.5).

If one or both of the combatants are no longeryéhdcause one has taken too much damage,
for instance), then combat ends immediately (nth&urstrikes, no presses, etc.). This is true at
any point during combat, not just during strikeotasion.

Additional Strikes: Some cards and effects allow a minion to maketeaail strikes during

the current round of combat. Additional strikes anaounced (gained) and performed (used)
only after the first pair of strikes are complet&tie acting minion decides whether or not to
gain additional strikes before the opposing minmsusual. Additional strikes are handled by
having another choose strike phase and resohke gthase in which only the minions with
additional strikes may play strike cards. All aduhtl strikes take place at the same range. This
is repeated as necessary. A minion cannot use timaneone card or effect to gain additional
strikes per round of combat.

Kurt is blocked by Ira, and they enter combat. heitof them maneuvers, so the
round is at close range. Kurt announces he is wsingndead Strength card, which
allows him to inflict 3 damage, as his strike. lises a Dodge card as his strike, so no
damage is dealt by either vampire.

Next, Kurt plays a Blur card, giving him one exstake. Ira plays a Blur also, givir
him two extra strikes since he has superior Cglefihese additional strikes are
resolved at the same range, which is close inctss.

Kurt uses his hands for the second strike. Ira bsebands also. Both suffer 1
damage. Ira then uses his hands one more time&amaan't use a strike because he
had only one additional strike. Kurt suffers onerendamage.

6.4.4. Press

At the end of a round of combat (if both combatamtsstill ready), the combatants will either
go their separate ways (the default) or one of thahgive chase. Presses can be used to
continue combat (start another round of combatp @nd combat (cancel an opponent's press),



similar to the way maneuvers are used to deternainge. The two combatants can continue
playing presses (to keep offsetting the effectheir opponent's last press) for as long as they
wish. A minion cannoplay two presses in a row (which would effectiveincel each other).
there is an uncanceled press to continue, themanaiund of combat begins.

6.4.5. Strike Effects

Hand Strike. The default strike is a hand strike. When a mirstsikes with a hand strike at
close range, he does an amount of damage equial $tréngth to the opposing minion. Minic
have a default strength of 1.

Destroy Equipment. This effect will burn an egpment card of the opposing minion. If ther

more than one piece of equipment on the opposimgomithe striking minion chooses which
one is burned. The equipment can still be usea tpe point at which the destroy equipment
strike resolves. The effect may specify destroypoeanstead of equipment, in which case a
weapon must be chosen.

Steal Equipment.This effect is like destroy equipment, except thatead of being burned, t
equipment card is moved to the striking minion. Sta@en equipment may not be used by
bearer during the current round of combat. Thepqgant is retained by the stealing minion
after combat ends.

First Strike. A strike done with first strike is resolved bef@@ormal strike. Thus, if the
opposing minion is burned or sent to torpor byrketdone with first strike, his strike will not
be resolved at all. If the opposing minion waskgtg with a weapon that is stolen or destroyed
with first strike, then the opposing minion simpiges his strike altogether. If both minions
strike with first strike, then the strikes are fdgsd simultaneously. A strike done with first
strike will still not resolve before a combat emdfect (which always resolves first), and a
dodge still cancels the effects of a strike donih Wist strike (see below).

Dodge.A dodge strike deals no damage, but it prote@sithdging minion and his possessions
from the effects of the opposing strike. Retairsesnot protected, however. A dodge is
effective at any range. A dodge protects even fitoereffects of a strike done with first strike.
(A dodge is a strike, even though it is solely defee. It represents the activity of the minion
during that pair of strikes.)

Combat Ends.This effect ends combat immediately. This typstake is always the first to
resolve, even before a strike done with first striknd it ends combat before other strikes or
other strike resolution effects are resolved. Cdmebds is effective at any range. Combat ends
is not affected by a dodge, since dodge only carefétcts that are directed at the dodging
minion.

Steal Blood.This effect moves blood counters (or life countémsm the target to the striking
minion. This does not count as damage, so theteffamot be prevented with damage
prevention effects. This effect occurs before teal damage” step of damage resolution, so
the stolen blood can be used to heal damage etlea damage is inflicted simultaneously. If



the stolen blood causes the striking vampire tehaore blood than his capacity, the excess
drains off immediately (as usual).

Cohn Rose enters combat with a mage ally. Cohmaltapacity of 5 and has 4 blood.
The mage has 2 life. After determining range, Csiieals 3 blood as his strike. The
mage strikes for 2R damage. Two life counters avead to Cohn from the mage, ¢
Cohn sustains 2 damage. Cohn has 6 blood, buapécty is only 5, so 1 blood is
moved to the blood bank. The mage has no life @amtmaining, so he is burned.
Cohn has 2 damage to deal with and doesn't prewsniso he burns 2 blood to heal
the damage, leaving him with 3 blood.

6.4.6. Damage Resolution

Damage resolution has two steps: prevent damagbeaidiamage.

First, the minion taking damage can play damageemtégon cards (such as the combat card
Skin of Rock) if he is able to do so. These dan@geention cards are played one at a time
until all the damage is prevented or until the mmchooses not to play any more.

Any remaining damage (damage that was not preveigtediccessfully inflicted. The damage
is then healed (if the victim is a vampire) or eaia loss of life points (if the victim is an ally
or retainer).

For each point of damage inflicted on a vampiremust burn one blood to heal the damage. A
vampire can burn all of his blood if needed, anthgso does not have any other negative
effects on the vampire. If a vampire cannot hdahal damage (i.e., more damage is inflicted
than he has blood with which to heal), he burnsdlm heal what damage he can, and the
unhealed damage leaves him wounded. A wounded vanspinoved to torpor after the
remaining damage is handled (see Torpor, sec. 6.5).

Some damage is described as aggravated damagessdaimage from fire or sunlight or from
the claws or fangs of some other immortal creajunetuding some vampires. Aggravated
damage differs from normal damage in two ways: Aggted damage cannot be healed, and
aggravated damage can burn a vampire if that vampalready wounded. Aggravated damage
Is damage that a vampire cannot heal. Since itaarmnhealed, the vampire doesn't burn any
blood to heal it, but instead becomes wounded gsrilee damage is prevented, of course).

Aggravated damage done to a wounded vampire cantbervampire outright. A wounded
vampire is one that has taken damage that he fimladal or one that is in torpor or on his way
to torpor. For each point of aggravated damageisheaiccessfully inflicted on a wounded
vampire, he must burn a blood to prevent his destmu. If he doesn't have enough blood, he is
burned. Destruction by this method does not cartstiiablerie (see Diablerie, sec. 6.5.5).

If both regular damage and aggravated damage acessfully inflicted on a vampire at the
same time, the regular damage is handled firss ®hiy applies to unprevented damage;
damage prevention effects can be used to preverdgyravated damage before the normal



damage, if the player chooses. If a vampire is wlednhe goes to torpor after all the damage is
handled (see Torpor, sec. 6.5). If aggravated darbagns him, he goes directly to the ash
heap. He doesn't go through torpor first.

Krid is ready and has 1 blood when he receivesiit pd aggravated damage. He
cannot heal this damage, so he is wounded andtgaepor with 1 blood.

Milo is ready and has 2 blood when he receivesitpof aggravated damage. He
cannot heal any of it. He beoes wounded by 1 point, and so he must burn 2 o
prevent destruction from the other 2 points (1 tlper point), leaving him empty a
in torpor.

Barth is ready and has 1 blood when he receiveg@ar damage and 1 aggravated
damage. He burns 1 blood to heal the first poimtarmal damage. He doéshave
enough blood to heal the second point. The aggedvddmage burns him, since he
already has unhealed damage and cannot burn a tolgodvent his destruction.

Allies and retainers treat aggravated damage time s& normal damage. For each point of
damage (regular or aggravated) inflicted on ana@&llgetainer, he burns one life counter. An
ally or retainer who loses all of his life countesdurned.

6.4.7. Retainers and Combat

A retainer is not normally harmed in combat (unlbgsminion employing it is burned).
However, an attacker can choose to target oneeobpiposing minion's retainers with a strike
rather than striking at the opposing minion. Ttas only be done at long range (close range
combat is too harried to allow for such distracsipand, thus, only with strikes that are
effective at long range (see Strike, sec. 6.4.8)tafget a retainer with a ranged strike, the
striking minion must announce his intended targe¢mvthe strike is announced.

6.5. Torpor

When a vampire cannot heal his wounds, he enteysaideep sleep known as torpor. A
vampire in torpor is particularly weak and vulndeato attacks from others of his kind. A
vampire in torpor may be killed (burned) by a readynpire through the act of diablerie. By
committing diablerie, the diablerist drains thetwicof his blood and grows stronger (and takes
whatever equipment the victim had). Vampiric socmindemns this act, however, so the risk
may outweigh the reward (see Diablerie, sec. @BdbThe Blood Hunt, sec. 6.5.6).

A vampire in torpor is still considered controlledt is not ready. He still untaps at the start of
the untap phase as usual.

6.5.1. Going into Torpor



If a vampire cannot heal his wounds, he goes omgor. For example, a vampire who doesn't
have enough blood to heal the damage inflictedimndn who sustains aggravated damage (see
Damage Resolution, sec. 6.4.6) goes into torpor.

Vampires in torpor are placed in an area to one sfdhe uncontrolled region, called the torpor
region. Any retainers, equipment and other cardthervampire stay with the vampire when he
goes into torpor.

A vampire in torpor can take no action except lbeave torpor" action (see below) and cannot
block or play reaction cards. He can play actiordiiners during his actions.

6.5.2. Leave Torpor Action (+1 stealth)

This action is the only one a vampire in torpor tae (unless a card has explicit text saying
otherwise). The cardless action costs 2 blood.d@arsions of this action cost whatever the
card costs.)"

To have a vampire in torpor attempt to leave tgrponounce the action and tap the acting
vampire. If the action is successful, the actingipaie pays the cost (2 blood) and moves from
the torpor region to the ready region. If this aetis blocked, there is no combat (vampires in
torpor cannot enter combat). Instead, if the blocka vampire, he gets the opportunity to
diablerize the acting vampire (see Diablerie, 6e&.5). If he chooses not to, or if he is an ally,
then the action simply fails (the acting vampirmagns in torpor, and no cost is paid). This
action has a default +1 stealth.

A vampire in torpor can be the target of the failog actions, which can be taken by any ready
vampire:

6.5.3. Rescue a Vampire from Torpor

The cardless action costs 2 blood, which can be Ipathe acting vampire or the rescued
vampire, or the cost may be split between themegltannot take this action.

To have a vampire rescue another vampire from tpggmounce the action (including how the
cost will be paid) and tap the acting vampireh# action is successful, the cost is paid, and the
vampire in torpor is moved to the ready region. Téseued vampire does not tap or untap as a
result of being rescued. If the action is blockée, acting vampire and the blocking minion
enter combat as normal. This action has a defdudttealth if the acting vampire and the
vampire in torpor have the same controller; othsewt is simply a directed action.

6.5.4. Diablerize a Vampire in Torpor

To have a vampire diablerize a vampire in torponaunce the action and tap the acting
vampire. If the action is successful, the victindiablerized (see below). If the action is
blocked, the acting vampire and the blocking mireater combat as normal. This action has a



default +1 stealth if the acting vampire and thepae in torpor have the same controller;
otherwise it is simply a directed action. Alliesoat take this action.

6.5.5. Diablerie

Diablerie is the act of sending another vampirEital Death by drinking his blood. Only ree
vampires can commit diablerie. Vampires markeBlasd Cursedcannot commit diablerie.
The vampire committing diablerie is called the di#aist. Diablerie is resolved as follows:

1. All blood on the victim is moved to the diableriBlood in excess of his capacity drains
off as normal.

2. The diablerist may take any equipment on the victim

3. The victim is burned (sent to his owner's ash heapy cards and counters on him are

also burned.

4. If the victim was older (had a higher capacity)rtte diablerist, the diablerist can be
given a Discipline. His controller may go througgr fibrary, ash heap and hand to get a
master Discipline card to put on the diablerist #reh reshuffle her library or draw
back up to her hand size as necessary. This masaise the diablerist's capacity by 1,
but does not automatically give the diablerist@ollto fill that new capacity.

5. If the victim wasRed List, the diablerist may receive trophies (see sedtijn

The steps of diablerie are treated as a single Nnieffects can be used to interrupt the
diablerie; effects may be played either beforeftaraas appropriate. After diablerie, a blood
hunt may be called on the diablerist.

6.5.6. The Blood Hunt

As stated, vampiric society condemns the act dildrée. The penalty for committing this act is
death, and the method of justice is a blood huadtgd a "wild hunt" by some groups of
vampires; the terms are interchangeable), in wthieldiablerist is hunted down and destroyed
by others of his kind. In practice, however, thiard of justice is not always meted out fairly,
depending on the connections that the diablerist ha

When a vampire commits diablerie, a referendunuisraatically conducted to determine if a
blood hunt will be called on the diablerist. If ttederendum passes, a blood hunt is called, and
the diablerist is burned. This referendum is noaetion, so it cannot be blocked, and action
modifiers and reaction cards cannot be played. @ike, this referendum is handled just like
any other.

7. Influence Phase

Methuselahs vehemently strive to dominate vammogesy, but most younger vampires are
reluctant to defer to the whims of the ancientstiselahs must apply their resources skillf
to entice their younger brethren (and other minidoslo their bidding (often with the minions




not even realizing that they are being manipulated)

Your influence phase allows you to devote someoofr ynfluence (measured by your pool) to
controlling the minions in your uncontrolled regidrhis phase can also be used to move new
minions from your crypt to your uncontrolled regidrhe activities conducted in this phase are
administered through a type of "influence phas@mattalled a transfer. Transfers, like master
phase actions, are not represented by countersaambt be saved for later use.

Each Methuselah normally receives four transfetheastart of her influence phase. To balance
the advantage of going first, however, Methusetihaot receive the full allotment of transfers
during the first three turns. Instead, the MethalseVho has the first turn receives only one
transfer on her first influence phase. The Methals@lho plays second gets two transfers ol
turn, and the Methuselah who takes the third tets three transfers. Thereafter, each
Methuselah receives the standard four transfeiggitier influence phase.

During your influence phase you may spend transferf®llows:

« Spend one transfer to move 1 blood counter front pool to a minion in your
uncontrolled region.

+ Spend two transfers to move 1 blood counter framiraon in your uncontrolled region
to your pool.

« Spend four transfers and burn a pool to move a wr@nmem your crypt to your
uncontrolled region (drawing from the top, as alg)ay

At the end of your influence phase, any vampirgaar uncontrolled region with a number of
blood counters on him equal to (or more than) hgacity becomes controlled. The vampire is
turned face up and moved to the ready region, pethplhe counters are kept on him to
represent his blood (counters in excess of hisagpdrain off immediately as usual). Other
types of crypt cards are handled similarly.

Nora comes to her influence phase. She has fowsfees to spend, but only 2 po

She sees that she has built up 8 blood countezsvampire with a blood capacity of
10, and she thinks she can win the game if sheitgats play. However, she cannot
use both counters in her pool to put it into plagduse that would put her out of the
game. She had invested a couple of blood coumteavampire with a blood capacity
of 7 on a previous turn, so she spends two ofdwartransfers to take back 1 of those
counters and put it in her pool. Now she has 3 padltwo transfers left to spend. .
spends the two transfers by moving 2 of the 3 blomghters from her pool to the
vampire with the blood capacity of 10 and moves Waanpire to the ready region.

8. Discard Phase

In your discard phase you receive, by default,diseard phase action. You may use a discard
phase action to put an event card in play (no rtiae one per phase) or to discard a card from
your hand (and draw to replace it as usual). Sdfeete may change the number of discard




phase actions you receive or may give you altenaies to use your discard phase actions.
Discard phase actions not used in this phase stetihey cannot be saved for later.

9. Ending the Game
9.1. Victory Points

When a Methuselah runs out of pool counters, shasted from the game. If you are ousted,
all the cards you control are removed from the gakng of your opponen# cards you

control are returned to them at the end of the g&mng of your cards controlled by other
Methuselahs remain in play as normal (see The GdRide of Card Ownership, sec. 1.3). The
game continues until only one Methuselah is le@iuget a victory point whenever the
Methuselah who is your prey is ousted (no mattevr boby whom your prey was ousted). You
receive an additional victory point if you are thst player left. At the end of the game, the
winner is the player with the most victory poirgsen if she has been ousted. Along with a
victory point, you gain six pool from the blood amhen your prey is ousted.

EXCEPTION: If a player is ousted at the same time that hey [ ousted, the player gets the
victory point but does not gain 6 pool.

When your prey is ousted, the next Methuselah to {eft (the ousted Methuselah's prey)
becomes your new prey.

Richard, Steve, Justin and Lisa are seated cloekansund a table in that order. St
is reduced to O pool first. Steve is Richard's pseyRichard gains 6 pool and a
victory point. Justin is ousted next by Richardh¢® now Justin is Richard's prey,
Richard gets another 6 pool and another victorptpdiow, Richard and Lisa are the
only ones left, and so each is prey of the othéirth& pool Richard earned doesn't
save him from falling, and Lisa gets 6 pool andcory point. Since Lisa was not
ousted at all, she gets an additional victory pdihe final score is tied between Lisa
and Richard, with 2 victory points each.

9.2. Withdrawing from the Game

If you have exhausted your library and begin youn twith less than a full hand, you have the
option of withdrawing from the game. To exercisis thption, you must announce your inten
withdraw during your untap phase. For the withdriawaucceed, you must meet the following
conditions:

« None of your minions enter combat until your nextap phase.
+ None of your minions lose (or spend) any bloodlwyatuir next untap phase.
+ You do not lose (or spend) any pool until your nextap phase.

If you have met these conditions when you would $taur untap phase, you successfully



withdraw. The withdrawal fails if you lose a singleol or blood, even if you gain enough to
make up for the loss.

If you successfully withdraw, you receive one vigtpoint to add to any victory points you
have already gained. Your predator does not géttary point or any pool for your withdrawal.

10. Vampire Sects

Some of the various clans of vampires have grotipehselves into sects. Each sect represents
clans with similar philosophies and goals. Eaclt bas its own codes of conduct and its own
political structure and titles.

No matter what sect, a vampire cannot have moredha title. If a vampire with a title gains
another, he loses the first title, even if the niéh would be a demotion. If a vampire with a
contested title (see Contested Titles, sec. 4.i@pgatitle, he immediately yields the contested
title.

Each vampire's sect is given in its card text, thatl may override the default sect of that
vampire's clan (see the lists in the following sew). If a vampire changes clans (by means of
a Clan Impersonation card, for example) to a clan that belongs to gedsht sect, he changes
sects as well.

A vampire must belong to the appropriate sect¢eixe a title. If a vampire with a title chang
clans or sects to a clan or sect inappropriatéifotitle, he loses the benefit of the title uhig
clan or sect changes appropriately. If he receavesw title, or if his title is contested (see
Contested Titles, sec. 4.2), he immediately yiéhesold title.

10.1. Camarilla

One of the major sects is the Camarilla, whichoisiposed of six clans: Brujah, Malkavian,
Nosferatu, Toreador, Tremere and Ventrue, as \geatea Caitiff, who are technically clanless.
Some vampire cards from older sets do not havesactydesignation -- these vampires are all
Camarilla vampires.

Only Camarilla vampires can hold the Camarillaesitbrimogen, prince, justicar and Inner
Circle member. Additionally, each clan's justicaddnner Circle titles are unique (see
Contested Titles, sec. 4.2) and can only be helebinypires of that clan. The title of prince is
associated with a particular city and can be coatkelsy another vampire who claims any titl
the same city. The title of primogen is not unigurel cannot be contested.

10.2. Sabbat

The second major sect is the Sabbat, which is ceptpof 15 clans: thantitribu clans
(corrupted versions of some of the main clans)taed_asombra, Tzimisce, Pander, Ahrima
Blood Brothers, Harbingers of Skulls and Kiasyde3é clans' icons all have the Sabbat wax



seal underneath. Only Sabbat vampires can hol8abéat titles bishop, archbishop, priscus,
cardinal and regent. Like Camarilla princes, tktle tf archbishop is associated with a
particular city and can be contested by anotherpiawho claims any title to the same city.
The other Sabbat titles are not unique and camnobhtested. The title of regent is unique (see
Contested Titles, sec. 4.2). The regent countsiabmal by cards and other effects, but has an
additional vote as well.

Theantitribu clans are distinct from their namtitribu counterparts. A vampire of one of the
antitribu clans does not qualify to play a card that reguihe counterpart, and vice versa.
Likewise, if a vampire changes sects, his clan dbastomatically change. For example, a
Brujahantitribu who becomes a Camarilla vampire Wit of Acceptance is still a Brujah
antitribu, not a Brujah.

10.3. Laibon

The third major sect is the Laibon, which is congabef just four clans: Akunanse, Gurubhi,
Ishtarri and Osebo.

Only Laibon can hold the Laibon titles kholo andgaja The magaiji title is not unique and
cannot be contested. Clan kholo titles can onligddd by a vampire of the appropriate clan,
each is unigue to that clan (see "Contested Titses;. 4.2).

10.4. Independents

Other clans are not aligned with any of the magmts they are called Independent. Any clan
not listed above as belonging to one of the st above is Independent. These vampire
identified simply as "Independent” on card textr®ovampire cards from older sets are
identified as "Non-Camarilla” on card text -- thesenpires are all Independent vampires.
Independent vampires are both "Non-Camarilla" avon-Sabbat."

Some Independent vampires may start with votekstasl on card text. Treat these vampires as
if they had titles of their own.

10.5. Anarchs

Anarch is not a sect itself, just a special atteltihat some Independent vampires can have. An
untitled non-anarch vampire can become an amesh+1 stealth action that costs 2 blood |
blood if the controller controls at least 1 otheady anarch). A vampire can also be made an
anarch by certain card effects. All anarchs arepetident; becoming an anarch changes the
vampire's sect to Independent if he was not Indépenalready. If the anarch changes sect,
then he is no longer anarch. Being anarch hasfaeotefn game play except as defined by cards
and effects in play. Some cards can only be pléyeaharch vampires, for example.

Baron is a title that can only be held by an anarche#&dy baron gets 2 votes. The title of be
Is associated with a particular city and can bdesiad by another vampire who claims the title



of prince, archbishop or baron of the same cityhéftitle is contested with a prince or an
archbishop, then the anarch's cost to contestritieased by 1 blood. If a baron loses his
anarch status, he loses the benefit of the titté e becomes anarch again, as usual for titles.

11. Special Terms

Blood Cursed: A vampire with Blood Curse cannot commit diablerie

Infernal: An infernal minion doeshuntap as normal in the untap phase. During hisrober's
untap phase, she may burn a pool to untap him.

Red List: Any Methuselah may use a master phase action tio aRed List minion for the current
turn. Any ready vampire she controls may enter catmith a marked Red List minion as a +1
stealth (D) action that costs 1 blood. Each vamparetake this action only once each turn. If a
vampire burns a Red List minion in combat or aB)aaction (including diablerie), his controller
may go through her library, ash heap and/or hargt@ master trophy card to put on that vampire
and then reshuffle her library or draw back upéo lland size as necessary. Other trophies may be
moved to this vampire, as well (see section 1.G.8)s is done before the blood hunt referendum is
called, if any.

Research Area:Some cards may move cards to a special stagiagcatied the research area. The
cards in your research area are face down andf @ldy they can be affected only by cards and
effects that say so explicitly. You may look at ttegds in your research area at any time.

Scarce:When a Methuselah moves a scarce vampire fromrentrolled region to her ready
region during her influence phase, she must byrad for every other vampire of the same clan
already in play.

Slave: Some minions are identified asv@a to a specified clan. A slave cannot take aticeactiol

if his controller doeshcontrol a ready member of the specified clanoAisa member of the
specified clan controlled by the same Methuseldliasked, the controller can tap the slave to
cancel the combat and to untap the acting vampuehave the slave enter combat with the blocking
minion instead.

Sterile: Sterile vampires cannot take actions to put othenpires in play.

Title: A Title card is a placeholder for a title. If ttide is yielded or lost, the card is burned. gth
title is unique, contests are paid with vampireoblloas normal for titles.

Unigue: Only one copy of a unique card can be in playtaha. If another Methuselah puts a copy
of the card into play, the copies will be conteqt@ud out of play) until all but one is yielded€se
Contested Cards, sec. 4.1).



Vulnerability: Some vampires have vulnerability to a certairt.t2@amage such a vampire receives
from a weapon with that trait is aggravated.

Rules Glossary

Acting Minion: The minion performing the current action.

Action Card: A card that a minion can play to perform a speatdion. Includes equipment,
retainer, ally and political action cards.

Action Modifier: A card that the acting minion can play to modifg action he is performing.
Additional Strike: Allows a minion to strike an additional time ireteame round of combat (at the
same range as the initial strike).

Aggravated Damage:Type of damage that vampires cannot heal. It gan éurn a wounded
vampire.

Ally: A non-vampire minion. Brought into play by a "reitrally" action, he acts independently of
the minion who recruited him.

Ash Heap: The discard pile. Cards that are burned are retutm their owner's ash heap.

Bleed: An action that attempts to burn another playestd. By default, it can only be attempted
against a player's prey.

Block: The successful attempt of a minion to prevengitten of another minion. Typically
concluded with combat.

Blocking Minion: The minion currently attempting to block an actionthe minion who has
successfully blocked the current action.

Blood (also Blood Counter):A token representing a vampire's capability td heaself or to
perform certain feats.

Blood Bank: Repository of blood counters not in use.

Blood Hunt: The act of burning a vampire that committed diableA referendum is conducted to
see if a blood hunt is called.

Burn: Discard. A burned card goes to its owner's asp.h&durned counter or token is returned to
the blood bank.

Capacity: The maximum number of blood counters a vampirehzaue. It is also a relative measure
of the vampire's age.

Circle: Each Blood Brother is identified with a particutarcle. A vampire without a circle
designation is his own circle.

Combat Card: A card that a minion can play in combat.

Combat Ends: A strike that ends combat before any damage aranike effects happen.
Contest: The struggle for control of a unique card or title

Controlled Region: Area containing a Methuselah's controlled cards.

Crypt: The deck of cards containing a player's vampires.

Diablerie: The act of burning a torporous vampire. Can be tsgain a Discipline.

Diablerist: A vampire who commits diablerie. A blood hunt ¢dancalled to burn a diablerist.
Directed Action: An action of one Methuselah's minion that targets or more other Methuselahs
(or the minions or cards they control).

Dodge: A strike that protects a minion and the cardsiomfrom an opposing minion's strike.
Retainers are not protected.

Edge: A token symbolizing who has the upper hand antbenent.

Equipment: An object a minion uses for a special bonus ditgbi



First Strike: An offensive strike done faster than normal, s the strike resolves before a normal
offensive strike would.

Hunt: The action that a vampire takes to regain blood.

Influence Phase:The phase of a turn in which a Methuselah may nvakesfers to her uncontrolled
vampires and during which vampires are moved frioenuncontrolled region to the ready region.
Intercept: A measure of how well a minion can block the attwd another minion. If it equals or
exceeds the acting minion's stealth, the miniolo'skas successful.

Library: The deck containing a player's minion and mastetscfrom which her hand is drawn.
Life (also Life Counter): A token representing a retainer's or an ally'sthea

Maneuver: The efforts of a minion in combat to move awaynriror to close in on the opposing
minion.

Master Card: A library card that can be used as a master pdatem.

Master Phase Action:The Methuselah's personal activity for the turn.

Minion: A vampire or ally.

Minion Card: Any library card that is not a master card -- aldhat a minion can play.
Out-of-Turn Master Card: A type of master card that can only be playedrduanother player's
turn, using the next master phase action of thgeplplaying it.

Polling: The step of a referendum during which votes asé ca

Pool: A token representing a Methuselah's status. Asmllection of such tokens. A Methuselah is
ousted if she loses all of her pool.

Predator: The player to a Methuselah's right.

Press: The efforts of a minion in combat to escape frarntoagive chase to the opposing minion.
Prey: The player to a Methuselah's left. A player reesig victory point and ool when her prey
ousted.

Reaction Card: A card played by a Methuselah's ready, untapp@ibmin response to an action
taken by a minion controlled by another Methuselah.

Ready Region:Area containing a Methuselah's minions that atemtorpor.

Referendum: The part of a political action (or a blood hurferendum) during which the terms are
set, the votes are cast and the effects are adliegasses).

Retainer: A mortal creature or being that serves a minialouBht into play by an employ retainer
action, he remains with the minion who employed himd cannot act independently.

Stealth: A measure of how well a minion evades other misiiattempts to block his action. If it
exceeds the blocking minion's intercept, the bliads.

Sterile: A vampire that cannot take an action to creatarapire.

Strength: The amount of damage a minion inflicts with a narimand strike.

Strike: The effort of a minion in combat to harm his opgoior to avoid being struck by his
opponent.

Tap: Turn (a card) sideways. Typically done to indidhiat the card has been activated for some
purpose.

Torpor Region: Area where vampires are placed when they canradtdaenage done to them. A
vampire in torpor is vulnerable to diablerie attésap\ vampire in torpor is not ready but is still
considered controlled.

Transfer: Influence phase action used to move pool to or fabnuncontrolled vampire or to mov:
card from the crypt to the uncontrolled region.

Uncontrolled Region: Area containing a Methuselah's uncontrolled vaaiAllies are also placed
here when they are recruited to indicate that ttaynot act, although they are controlled.



Undirected Action: An action that is not directed.

Untap: Restore a card to the normal, upright, positiee $ap.

Victory Point: The measure of a player's ranking. A player rexsvvictory point when her prey is
ousted and for being the last player in the garhe. dlayer with the most victory points at the ehd o
the game wins.

Withdraw: An attempt to leave the game by a player who tilaut of cards in her library.
Wounded: A vampire who has received damage that he hakeaded or a vampire in torpor or on
his way to torpor is said to be wounded.

World of Darkness Glossary

The following is a glossary of some of the relevianins ofVampire: The Masquerade

Amaranth: The act of killing a vampire by drinking all ofsfiblood. Commonly known as diablerie.
Anarch: A Kindred rebel who opposes the rule of the elders

Antediluvian: An ancient vampire, a grand-childe of Caine. Midghe major clans of the
Camarilla were created by the Antediluvians.

Archbishop: A vampire who serves as leader of a city undeStigbat's influence.

Archon: A powerful vampire who travels from city to citysually in the service of a justicar.
Baron: An anarch "prince".

Beast, The:The drives and desires that pull Kindred away ftbeir humanity and turn them into
monsters.

Bishop: A vampire who serves or advises an archbishop.

Blood Bond: A mysterious link that forms between Kindred tdahk one another's blood. The
blood bond can give the donor control of the resipi

Blood Hunt: A system of punishment for vampires who disregaedlaws of the Masquerade. The
hunted vampire is slain by those who heed the call.

Book of Nod, The: The sacred book of the Kindred, which allegedigés their origins and history.
Most of it has been lost to time.

Caine: The first vampire, from whom all other vampirees atlegedly descended.

Camarilla, The: A sect made up of seven clans that have bandethigand are governed by the
Traditions.

Canaille: Mortals, especially referring to the most unsavelgments of mortal society.

Cardinal: A Sabbat vampire who oversees the influentialiaffaf a large territory.

Clan: A group of vampires that share certain mystical jpinysical characteristics.
ConsanguineousBelonging to the same clan (usually used to refer younger member).
Domain: The fiefdom (usually a city) claimed by a vampimegst often a prince.

Elysium: The name given to a place where the elders meetidlence is tolerated at such a
location.

Embrace: The act of transforming a mortal into a vampire.

Gehenna:The impending Armageddon in which the Antedilugavill rise up and devour all
Kindred.

Ghoul: A mortal who drinks the blood of a vampire but has been drained beforehand.

Haven: A vampire's "home"; where he finds sanctuary ftbesun.

Inner Circle: The group of vampires who comprise the ruling botithe Camarilla.

Justicar: A vampire who serves as judge, jury and executioh€amarilla vampires who have



broken the Traditions.

Jyhad: The secret war waged between the few remainindgpideiahs using younger vampires as
pawns.

Kindred: The term that vampires use to refer collectivelyhieir kind. Sabbat vampires scorn the
term.

Kine: A term for mortals, largely contemptuous.

Masquerade, The:The Tradition of keeping mortals ignorant of tixéseence of vampires, essential
to survival.

Methuselah: A powerful vampire, thousands of years old (bilit stfew generations younger than
the Antediluvians), involved in the struggles of thyhad from afar or in complete anonymity.
Path: A belief system followed by more alien membershef Sabbat and some Independents in
place of Humanity.

Praxis: The right of a prince to rule a domain.

Primogen: A council of vampires in a city that supports tikg's ruling prince.

Prince: A Camarilla vampire who rules a city and enforttess Traditions upon the city's vampire
population.

Priscus: A Sabbat vampire who advises the regent and casdin

Regent: The "leader" of the Sabbat, insofar as the secig®izes one.

Retainer: A mortal or creature that serves a vampire master.

Sabbat, The:A violent sect of vampires bent on destroying@anarilla.

Sect: A group of Kindred arguably united under a comrpbaiiosophy.

Traditions, The: The six laws of the Camarilla. These Traditiors laws that protect the vampires
from mortals and from one another.

Vitae: Blood.

More Information

For questions regarding the rules, see the web Ipagehttp://www.vekn.net/

or send e-mail tetesrep@white-wolf.confVTES NetRep).

Appendix: Imbued Rules




1. Imbueds et

Imbuedare new crypt cards. An imbued is considered aahally, not a vampire. Imbued he

1 strength and 1 bleed, by default. Their costss their starting life, and it is specified on leac
card individually (like capacity). They have credlilse clans). They have virtues (like
Disciplines, but only one level). When they haveodde, they are incapacitated (like torpor)
instead of being burned (see 5 below). Any "bulyi' @ffect will still burn an imbued,
however.

Conviction is a new card type. It is played in thegap phase, so it is an "untap” card, not a
master or minion or discard (event) card. Duringryantap phase, you may play 1 conviction
on each of your imbued. You may play these conmumictiards from your hand or from your ash
heap. When an imbued enters play with no convicti@may gain 1 conviction from your
library, hand or ash heap. In addition to their effiects, conviction cards may be spent
(burned) to pay the conviction costs which somesaequire. Each imbued has a limit of 5
conviction. Any conviction gained above five is bed instead.

3. Powe

Power is a new minion card type, only playablerbipued. An imbued may get a power as ¢
stealth action, like equipment or retainers. Theued untaps if the action is successful. An
imbued may not have two copies of the same powsneXffects or powers are "always on".
Others have a card type icon (action, combat, gtdi¢ating when and how the effect can be
used. To use one of those effects, you must tapdiver card (and pay whatever cost the effect
requires). Standard rules for using such effecdya(e.g., a reacting minion must be ready and
untapped). "Always on" effects are still on whitetpower card is tapped.

4. Terms and Icons

Imbued: a new minion type which counts as a mortal ally.



Monster: any vampire or non-mortal, non-animal ally or neta.
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5. Incapacitateode—==

When an imbued has no life, he is placed in thapacitated region (controlled but not ready).
Effects which are not usable by an ally being bdraee not usable by an imbued being
incapacitated. Any minion may burn an incapacitateldued and take his equipment as a (D)
action. If that action is successful, then eaclkyembued may burn 1 conviction to inflict 1
unpreventable damage on that acting minion. An edbmay leave the incapacitated region
gain a life (not to exceed his starting life) bytoag 3 conviction during his untap phase.
Note that an imbued gains a life (not to exceedstading life) if he leaves the incapacitated
region by any other effect, as well.

Card Rulings

In earlier sets, card effects that deal with ciggrtds have generally assumed that crypt cards
were all vampires. Now that this is no longer trs@me questions arise.

In general, if you (the Methuselah playing the cardctivating the effect) can look at the crypt
card €.g., because it is in your uncontrolled region orrry ash heap or in play, or if you're
"searching"” your crypt), then the target crypt camast match the parameters given by the
effect. This usually means that imbued cannot kgeta of these effects.

If you target a crypt card "blind" (either an unseard from the crypt or an unseen card in
some other Methuselah's uncontrolled region), therk with whatever you find. If the effect



only checks/compares the card's "capacity”, thest the imbued's cost (starting life) as its
capacity for that comparision.

Those two guidelines should clear up all the wdyateracting with imbued who aren't in ple
But for clarity, individual cases are shown below.

The following effects are imbued-compatible:

+ Bear-Baiting (checking cost as capacity from crypt OK).

« Brainwash (targeting unknown uncontrolled card OK).

« Cairo Int'l Airport (targeting unknown uncontrolled card OK).

+ Clotho's Gift at [obf] (moving card from crypt OK).

+ Effective Management(moving card from crypt OK).

« Gemini (targeting unknown uncontrolled card OK).

+ Gisela Harden(targeting unknown uncontrolled card OK).

« Goodnight, Sweet Princgmoving card from crypt OK).

+ Innocent Bystander(removing card from crypt OK).

+ Kindred Intelligence (moving card from crypt OK).

« Lazar Dobrescu(targeting unknown uncontrolled card OK, but teeipient must be a
vampire).

+  Memory's Fading Glimpse (moving unknown uncontrolled card OK).

+ Petra's Resonancdchecking cost as capacity from crypt OK).

« The Portrait (checking cost as capacity from crypt OK).

« San Lorenzo de El Escorialtargeting unknown uncontrolled card OK).

+ The Soul Gem of Etrius(can retrieve an imbued, and will even put hinpleay if he's
smaller than the bearer, but he gets no bloode li

« The Trick of the Danya (targeting unknown uncontrolled card OK, but teeipient
must be a vampire).

The following effects are not imbued-compatible:

+ Chain of Command (cannot put imbued into play)

+ Clotho's Gift at [tem] (cannot target imbued in uncontrolled region)

+ Dreams of the Sphinx(cannot move blood to imbued in uncontrolled ragio

+ lllusions of the Kindred (if the bottom card is an imbued, no new combairzeand
the imbued is removed from play)

« Might of the Camarilla (won't force a Methuselah to burn an uncontroitedued)

+ Recruitment (search as indicated: vampire)

Note: Heaven's Gate text applies in full -- an imdbgan be moved to the uncontrolled region,
controlled but not ready, and will eventually beved to the ready region just as a "normal”
ally would be.



