PHILLY: NUSQUAM HOUSE RULES

Updated January of 2005
We use the LotN, AKA, the big green book. The exceptions and additions to this are as follows: 

GENERAL: 

All recurring travelers must have a copy of character sheet in the God box. 

8th-11th Generation kindred are permitted at ST discretion. 

You must play three (3) different clans before you can play the same clan again. This applies to characters played in other OWbN chronicles. Example: Ventrue, Malkavian, Nosferatu, Follower of Set & then back to Ventrue. 

If you wish to cause great physical harm, torpor or death to another PC, you must talk to the P:N Staff and receive approval prior to initiating combat. This talking to the ST Staff can happen via email or in person. A word to the wise: Double check with the ST Staff available at the time you intend on initiating the scene. All combat must have an ST present, as well. Not adhering to this rule will automatically gain you a chronicle strike, and may present further disciplinary action. 

“Joe Average” mortals can have a one shot kill, at STs discretion, by making one chop and two simple tests. 

STs in this game may have a PC based in this game and may travel to other games. They may not have interaction with other players based within the Philadelphia Chronicle during a Philadelphia game session other than in social interaction without consent of player. No chops may ever be thrown without a third party narrating the scene. 

All players are required to have their character’s sheet on them at all times.  The same rule applies if a player is portraying an NPC. All STs are expected to have their NPC sheets on them at all times.  These reoccurring NPC sheets shall be in their ST binder or the God Box. 

Combo Disciplines are permitted. They can be learned at the rate of 1 every 6 months. ST discretion if you need a teacher to learn the discipline.

Every six months a house rules meeting may be called. Please speak to the Player Rep in regards to this matter.
At Character Creation, you will be given three free lores. They are one level each of Kindred, Clan and Sect Lore. Special Circumstances such as “Twisted Upbringing” may alter whether you receive these lores and which ones you receive, per your ST. Those characters created before the adoption of this rule (1/7/05) will be grandfathered in. If you do not want these lores, you are not required to take them. 

All Blood Sorcerers pay for their magics at in clan costs within their own Clan Sorcery.

Downtime Reports:

The ST's of P:N will be allowed to give out XP during the week for "downtime reports" of what your character is doing between games. This is also known as "Blue Booking." All scenes occurring between a character and an NPC from another chronicle must be CC'd to the staff list or it will be possibly subjected to redlining. 

Shelved Characters: 

These are characters based in P:N who are not being played anywhere at the current time. Shelved characters are completely out of play, and may not interact via email or the Internet, at other games, or in any other fashion, unless otherwise noted by the ST Staff. Characters based in Philly: Nusquam that are shelved must remain shelved for no less than one month. 

Active Pursuit: 

Players that wish to shelve in Philly Nusquam must notify their Storyteller two weeks prior to shelving. If at the two week mark, at "game on" no one has made it known to the storytellers that they are in "active pursuit" of the character, then the said player is allowed to shelve that character. 

Player Points:

Players should have the opportunity to vote to give another player XP, even if this means writing someone's name on a piece of paper and having the STs tally the votes after game and post the results on the lists. 

St Vote of Confidence Rule: 

Players will be able to call a vote of confidence against an ST, through the player rep. The player rep will then do an investigation, and if s/he feels that it is warranted will call a vote of confidence. At the end of the game where the vote of confidence is called the players will ballot vote. If the ST for game passes, then no action will be taken and no further votes can be called on that ST for the period of two months. If the ST fails then they have a two-month probationary period, after which another vote will take place. If passed, again no action no vote for two months. If they fail the second vote they are forced to step down and may not hold any staff position including narrator for the following 6 months.

Email Lists: 

The email lists, by and large, unless otherwise specified (like the Toreador list), are not really email lists. They are various forms of communication, hidden from the mortal population in various ways. Using etiquette/academics for fixing grammar/spelling/word usage type things, getting titles right, etc. is perfectly acceptable. However, using etiquette for mis-sent messages can only occur if it is caught immediately. 

Performing for Blood:

Any person who uses performances to gain blood traits mid game must wait 5 minutes out of game in order to provide time IC for the action of using performances to occur. After 5 minutes, the person may then take the number of blood traits they spent performances on. 

Etiquette: 

Can be used to cover up recent faux pas. Immediately after saying/doing something accidentally, you can blow the Etiquette, to omit your statement/action. You may not wait until later and it must be an accident, not purposeful action.

Elysium:

The Elysium will be defined so as to ensure that when the Traditions are enforced, there are not arbitrary decisions made. This definition will include the conceptual idea that an Elysium is a sanctuary where vampires can feel free to gather with little fear of Final Death. Where Elysium is being held shall also be defined in detail before each P:N game. Any place that is not considered Elysium (i.e. the Prince's office) must be clearly specified. 

Requirements of City officers: 

Should have regular attendance. 

Accessibility to Storytellers and Players (E-mail/Phone Number). 

Ability to work with Storytellers.
MERITS & FLAWS:

Merits & Flaws Clarifications: 

Acute Sense: Under no circumstances will the bonus traits afforded by this merit count towards any kind of combat challenge, though it may be used to negate trait penalties (ST discretion). 

Beacon of the Unholy: If someone reads your aura it is obvious to him/her as well. 

Conspicuous Consumption: All feeding requires an ST or Narrator present to feed. 

Luck: Allows three free retests a night. 

Short: This Flaw implies a height of under 4 feet. If the player is not actually less than 4 feet tall, a card must be visibly worn at all times that states the flaw "short". 

All Merits & Flaws must be approved by a member of the P:N ST Staff prior to being entered into the game.  The ST Staff reserves the right to reject and accept merits and flaws according to the needs of the P:N game.
INFLUENCE RULES

The Philadelphia: Nusquam game will be using the Influence Rules created by the Influence ST.

WRAITHS:

For Wraith retainers, we will be using the following web-site as our guideline: http://www.owbn.org/wraith/pages/giovanni_wraith_retainers.htm 
Please refer to it and see the Wraith ST with any questions you have. 

Mortal/Ghoul Creation: 

Attributes: 6/4/3 Max of 8 for mortal/9 for ghoul 

Abilities: 5 

Backgrounds: 7 

Disciplines: 1 level in any of the three phys "in clan" Disciplines/ if a Ghoul 

Virtues: You start with 1 in self-control, Conscience, and Courage. You then have 7 points to spread among them. Morality: Must begin at 4, cannot be lower than 3 at character creation.  

(Ghouls do not receive freebie points for a morality loss.)

Freebies: 10 Flaws: 7pts worth 

Negative Traits: 5pts worth 

Derangement: 2pts 

GHOULS VS. VAMPIRES

No PC ghoul shall have an NPC regnant without ST approval.

No ghoul shall be able to determine blood strength in anyway.  Only vampires that possess the Skill/Ability of “Blood Prep” or the correct Thaumaturgy may determine qualities of blood. This shall be adjudicated by an ST with the appropriate knowledge regarding the skill or discipline.  

Ghouls shall learn their disciplines according to the generation of their regnant. (i.e. 8th and 9th allow all three in-clans to be at 2nd intermediate). 

PC ghouls do not count as retainers. After playing for 6 months a pc ghoul when embraced will gain their Gen for free, this is the only instance, other than ST discretion, you can get free Gen.
Haven System: 

This is a System to define what the difference in the levels of the haven Ratings and what they include or can include. 

Doors: 

Standard Door- 3 bashing 

Reinforced Door- 6 bashing 

Reinforced Door w/ extra bolt - 2 lethal 5 bashing 

Solid metal door- 5 lethal 

Safe Door- 10 lethal 

If you do not have a haven write up in your folder then you have 0 security in your haven. Please think of it as unintentionally leaving the door open.
Mass Combat Rules: 

Each round of combat takes 3 seconds Real Time, and as such, even though you may arrive five minutes into combat, the combat may have actually only technically have been going for 9 seconds. 

Blood/Will Expenditures 

Mental Actions 

Social Actions 

Free Socials (3 seconds of random speech) 

Alacrity Actions 

Normal Physical Actions (You do not have a Normal Physical Action if you are moving in Celerity) 

Swiftness Actions 

Legerity Actions 

Offhand Actions 

Two Gun Mojo 

Should you be attempting to get into a Mass Combat near wrap-up time, the ST reserves the right to postpone your combat. All combat challenges must be brought up to an ST half an hour before end game. There are no called shots in Philadelphia: Nusquam.
The Janus Defender & Escalade:

Janus Equipment will be suspended in play until it can be reviewed by the ST Staff and player-base so that it may be workable.

Clans: 

Clan Caps are ST Staff discretion.

Tremere: No Tremere may come into play at a higher Apprentice Level then 2nd Circle. If a player wishes to play an Acolyte, they may not start higher then 3rd circle.  All Tremere begin with the ritual of: “Rite of Introduction” for free.

Malkavians: All Malkavians start with a free dot in Malk Time in addition to the free level of the Awareness Ability. 

Setites: If a non Setite PC wishes to be a religious "Follower of Set" when they come into play, they need to have a good background story and at least 3 dots in the Mentor background.
Disciplines: 

Auspex:

Challenges against individuals using Obfuscate & Chimestry that result in a tie, you may add one mental trait per level of Auspex you possess.

Astral Projection: Your body must be within the game’s boundaries. If you are attempting to search for someone in Astral Projection or hide while in Astral Projection, this rule applies: “If you can pass through it, you can be seen in it.”

Chimestry: 

Will be run by the book.  An ST must be present when using this power.
Dementation: 

Voice of Madness: You may not use this while in Telepathy. Victims need to hear you "vocally" not "mentally. If you are listening in on a conversation via Heighten Senses you must participate in the challenge as well. This does not include technology. 

Dominate:

Possession: Your body must be within the game’s boundaries.

Fortitude:

Aegis: Wins ties on resilience without spending stamina trait.

Obfuscate:

Defending challenges against individual using Auspex that result in a tie, you may add one mental trait per level of Obfuscate you possess.

Mask of 1000 Faces: This power can be used to slightly alter the appearance of clothing, jewelry, or anything else worn on the person. For example, the character can make a ratty trenchcoat look like a nice trenchcoat, but he/she cannot make a trenchcoat look like a floor length velvet cloak. This power cannot be used to hide anything requiring an item card unless the clothing worn already conceals it. Mask is the only discipline that can be bought at character creation with starting points, before freebie points. 

Presence:

Awe: Can be used within the immediate presence of the target.

Summon: You cannot summon an individual to a known life-threatening situation.  Otherwise, it will be run by the book.  

Protean:

Feral Whispers: You may speak with kindred who are subsumed into other animals. But you may not speak to other kindred are not subsumed, who possess Feral Whispers. In other words, "No Gangrel Talk".

Earth Meld: You may not meld into anything that contains dirt that is not connected to the earth.

Shape of the Beast: Cannot use this power (or any power that gives you extra mental traits) to improve on the Security ability. 

Serpentis: 

Heart of Darkness: You need a write up for where your heart is located as well as a signed and stamped card for it. You may not "trick" or "coherce" someone into having their heart removed. They must be of their own free will to give up something as precious as their own heart. 

Thaumaturgy: 

All Tremere start on the Path of Blood as their Primary Path unless given ST permission not to. The Path of Blood, Lure of Flames, Movement of the Mind, The Green Path, The Path of Conjuring, & Weather Control are available to learn. If you do not begin on The Path of Blood, you must take it as your secondary path.
Rituals: 

Principle Focus: You may only have as many "blood beads" as you have permanent mental traits. You can only create these beads the night of game, not during the week. 

Pavis of the Foul Presence: Effects up to Summon. Pavis will work as many times as you have current levels in Occult. This does not take away from your Occult ability. These are considered "Charges." 

Stone of the True Form: Only the caster may use a Stone of the True Form unless there is intervention by another ritual. (i.e. Pebble from the Mountain, Ritual Folding, Vires Acquirit Eundo, etc.)

Any ritual that requires a PC's blood: If you collect a PC's blood, you must have an item card/blood ticket with that PC's signature on it. If you break down the number of traits (example: 10 traits broken down to 5 traits each on 2 cards) you must get that player's signature on all the cards/tickets. Or you must present the original card you break down the original amount. 

Amendments and General Issues: 
The Storytellers are the sole authority for dispute resolution. Their word is law. If you wish to dispute a Storyteller ruling, you may argue your point once, if they then still say no, you need to drop the subject until a time when you and the storyteller can sit and talk. These rules will be amended at regular six-month intervals. 

If you are bored in game and a plot does not interest you, help us and help you by coming to see your player rep or us. We will work with you and provide suggestions to assist you. 

The Nusquam game has a "pay to play" of $5 per game to maintain game supplies, help pay site fees, and any future events the game may hold. Donations are lovely too, whether it is cash or office supplies.  It should be noted that the Admin ST is the games’ Staff Treasurer. If you have any questions about game funds, please ask him/her.

Thank you to everyone for bearing with the Staff as positions change hands and responsibilities tend to get moved around to different people. 

