Superhero character

You will need at least Laws of the Night (Revised) and some experience with rock-paper-scissors MET LARPs to make sense of this at the moment.

Nature: 

Demeanor: 

Humanity: 7
Rank: 1 (max. 5; additional levels cost [desired level + 2] Free traits or [desired level + 3] XP. Determines Attribute trait max., [9 + rank] number of total Power Points, and number of Power Points that can be spent in one turn [1/rank])
Willpower: 5 (additional traits may be purchased for 3 Free traits or 4 XP)
Power Points: 12+ (= 2 x [Rank + Willpower]; use in place of Blood Traits, or 3 at a time in place of a Willpower trait for fueling Superpowers [only, and only if Rank permits spending so many in one turn])
Attributes (7/5/3; max 9 + Rank)
Physical Traits: 

Social Traits: 

Mental Traits: 

Abilities (5 and 1 free Spec.):  

Backgrounds (5): 

Superpowers: Characters get 3 Heroic Feats. For this game, Vampiric Disciplines (including Thaumaturgy and Necromancy) also count as individual Feats (with lower levels as prerequisites in the usual progression). Additional ones can be purchased for 4 Free traits / 6 XP; a Hero must be Rank 3 or higher to buy Advanced Disciplines as Feats. 
Vulnerability: Characters of Rank 3 or higher must take a Vulnerability (see below) equal in trait value to their Rank. Vulnerabilities may also be taken as Flaws.
Merits: 

Flaws: 

Health Levels: 2 Healthy, 2 Bruised, 2 Wounded, Incapacitated, Mortally Wounded

5 Free traits, 5 neg. traits, max 7 Flaw traits, 20 XP

New and Altered Backgrounds
Gadget: Replaces various "Magic Item" Backgrounds; use Mage Wonder rules. May function through super-science, magic, psionics, or whatever. -- At character discretion, some Feats can be attributed to Gadgetry without requiring this Background, more a matter of roleplaying and character style than game mechanics.

Headquarters: Replaces Chantry/Freehold/Haven/Sanctum and so on. Can be shared.

Utility Belt: Provides a number of traits per game session (1-5) that may be spent to produce just the right piece of equipment at the right time. The Hero makes a Static test comparing the Utility Belt's traits to the Resources cost or Gadget rating of the desired piece of equipment; if he succeeds, he spends one Utility Belt trait for a piece of mundane equipment or a variable amount for a Gadget (equal to its rating). This piece of equipment can be used only once; for a later use during the same game session, the Hero must activate the Utility Belt Background again and spend the traits.

New Merits and Flaws

Vulnerability (variable F): The Hero has a particular weakness, perhaps one not normally a problem for most people. This Flaw is required for Heroes of Rank 3 or higher, who must take a Vulnerability equal to their Rank but do not gain extra points for it. (Taking a Vulnerability more powerful than their Rank will grant the differene in Free traits.)

  The value of the Vulnerability is depends on a variety of factors; these should be balanced so that at minimum they equal 1, and the maximum value is 7 (even if additional factors would make the value higher). -- Note that the Damage factor cannot be taken for something that would normally damage a human (fire, for instance).

	Completely secret vulnerability
	-3

	Not generally known, but some have heard
	0

	Well known vulnerability
	+1

	Drains 1 Power Point per turn of exposure
	+1

	Prevents use of Power Points entirely
	+2

	Causes one-trait penalty to challenges
	0

	Additional trait penalty (per two traits)
	+1

	Direct contact required
	0

	Works within ten feet
	+1

	Works within line of sight
	+2

	Per Feat affected
	+1

	Causes Bashing Damage (1 each turn)
	+1

	Causes Lethal Damage (1 each turn)
	+2

	Causes Aggravated Damage (1 each turn)
	+3

	Common Object,  Substance, or Condition
	+1

	Uncommon Object,  Substance, or Condition
	0

	Rare Object,  Substance, or Condition
	-2

	Unique Object,  Substance, or Condition
	-4


Examples:  

- As everyone knows (+1), Captain Rodentor is distracted (one-trait penalty to challenges, 0) by the sight (+2) of cheese (Common object: +1). Vulnerability rating: 4

- Elfboy is secretly (-3) allergic to unalloyed iron (uncommon: 0), which, when in direct contact (0), causes Aggravated damage (+3) and blocks access to Power Points (+2). Despite the dire consequences, the mitigating factors make for a Vulnerability rating of 2.

- Doctor Darkness, Master of Obtenebration, loses access to all five of his Discipline Feats (+5) and suffers a 3-trait penalty to all challenges (+1) when touched (0) by sunlight (common: +1). Vulnerability rating: 7.

- Mentallica cannot use her powers of Hypnosis (one Feat: +1) on anyone wearing sunglasses (line of sight: +2, common object: +1). Vulnerability rating: 4.

Spending Free traits:

Attributes (maximum 9 + Rank in any category): 1 per trait up to 9; 2 per trait 9+

Abilities (maximum 5 in any Ability), Specializations, Backgrounds: 1 per trait

Merits: 1 per trait

Feats: 4

Rituals: 2 for Basic, 3 for Intermediate, 4 for Advanced

Rank: New Rank + 2 (*/4/5/6/7). (* = first dot always free; each dot must be purchased individually)

Humanity: 3 per trait

Willpower: 3 per trait

Spending Experience:

Abilities, Specializations: 1 per trait

Attributes, Backgrounds and Merits: 2 per trait

Feats: 6

Rituals: 2 for Basic, 4 for Intermediate, 6 for Advanced

Rank: New Rank + 3 (*/5/6/7/8)

Morality: New rating (each dot must be purchased separately)

Willpower: 4 per trait

