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, C. rilla: Tided vampires get
-tithed vampire you control [ ing Andy gets one ap:noml ’ rtapt when accempung o

in | poal or drrsia g5 each combat.

4 .

Camarilla: Calvin may add i blood to an
anirch as a + 1 spealth action. Once eiich
turn, an anarch may aded & blood o
Calvin as o +1 stealth action.
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. Cam Dncc cach rcfmenﬁurn. 8 f 1 Once each action, i
I'Senn imay 1ap,of Burn & Blood o #als Toby can burna blood to give an - §
2 votes ;—h- may burta booo 52 8 acting anarch #1 bleed. i
1A uE i ACHIon

‘ 3 -C HE Orie each = d Camarilla: If Jun is in torpor,

& from ol hand, you. iy lbalk s your prevy amariiia: Unce each comuat, vampires with Thaumaturgy
wad, and Topde sy ke §5 Seuingiat fooo e Laecanus may press to end combat. controlled by Your predator get

; nistied (diard Cheionpingl - He is immutie to frenzy cards - +] bleed:

Tarautas

m : (8 Camarilla: While Tarautas is ; T
Camarilla: Preston gets +1 bleed Camarilla: Juniper may steal an
when bleeding a Methuselah who ready; Bigod:Doll and Hinion Tap

ally controlled by your predator or
controls a ready ally. i cards cost an additional pool. = prey asa + | stealth ¢ acton:
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Equipment
1 with

¥

Advanead, Camarilla: Dus tilir fsteee -
phase, vou may ieok ot the wop X cindi of your
Ebrary, whare. ) i3 e Idenber of G

TS
cardi W gy Older vamprey g B

+3 stealth equip action.
Requires a vampire.
Equip this vampire with a
nen-location equipment card
from your hand (requirements
and cost apply as normal).

Canl G by Bt

Unique master, Requires a
ricady anarch.

Put this card on any minien, When
this minien enters combat, he or sho
moves this card and | | blood (or life)

o the oppasing minlon, If the
opposing mikion is an anarch] that
anarch can move this card ente any
minien instead (but it must mova).

-l'ail-:iu-m-l..-na

espiolly bigckimy Ader

= - N
Melee weapon. Do not
replace until the end of

this action.
Strength+| damage each
strike. If the action to equip
with the Baseball Bat is
successful, untap the acting
minion at the end of the wrn

+1 stoalth action. Requires a baron,
Tike control of 2 younger vampire with
capacicy of X who snterod play since your
kst mindon phatse, That vampire becomes
anarch (and independent)

He 'whiy soeks to decern will olwoys find

gomeane whe will olfow lemielf o be deceived
Miceakd Machiyvell, The Prince

Requires an anarch.
COinly usable whn wreh diablerizes a

liets hand o
§ Ny Move 3

Master: unigque location.
¥vhen any anarch vampire declares a
bleed action, he or she can burn
I blood to get +| bleed on thae action
{enly usable once edch action).

Look at them. They walk in theio a3 bold
at you fleats, openly defying the
prince s edict
Lucas. Ventrue
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Constant Revolution

#| stealth action, Requires an anarch.
Unique.

Put this card in play with | counter. During
Four upp phinge, put & couitgr on this
card. Buring each other Methuselsh's
untap phase, he or she mist bum A poal
and/or cards at randam from his & her
hand, whern X is the nsmber of countars

Requires an anarch. Play after
resolving a successful action
that requires an anarch or

makes this vampire an anarch,
j th

Unique mortal with 3 fife.
Requires an anarch.
Whenever this anarch is blocked,
he or she may burn a life from the

A I Sons to cancel combat and
: P it , continue the action as if
1 - unblocked, The Sons inflice |R
on thit card. Any vampire may bl this ] i I o s pach d of
c3rd 3z 8 [ sctioh that costy | poal | b L A e arch 3 antrol carmage each round of combat
{ during normal strike resolution
Ier: Brian |eflan: L T 0 g Bl | m=

Detect Authority

Requires an anarch.
#. Only usable duringa T action
directed at a minion or lecation the opposing vampire and redu
you contral, The action ends (no. his or her capacity by | {capacity
cost is paid), unless the acting cannot be reduced below 1).T
minian burns 2 blood immediately b
& | intercept. i 3
® Reduce a blesd against ac o that '-'_zmpil't‘. Burn
you by.2 f pon after use

Ranged strike: burn | blood
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+1 stealth action, Requires an
Master: unigue erifle. Requires an anarch. anarch. e

Put this card In play. if you have fewer @ Play when the acting vampire Put this card on the acting anarch
than 3 poel, you may use » master phase would gain | er more bicod. The 5 and choote a ready minion. i the
attion to burn this card and gain 4 peal. acting vampire and this reacting amarch with this E:m! it blocked, this

anarch each gain | blood instead card is burned, Then the biocking

B Gain 4 votes . minton enters combat with the

"X Ortly usable when an ally is acdng

The action falls and the ally tikes

chosen mindon inztead of this anarch
(or the action ends with no combaz if
| darnage. Tap this reacdng anarch

that combat cannot occur),

He who hes ot first foid his foundatiom
miay be abie with. greot ability to: loy thim
ofterwords, hut they will be loid ‘with trouble
1o the architect ond danger o the bauildimg
Mieeald Machlavelli, The Prince
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Garibald

Mastor: unigue location,

Tap dnd burn | pool during your untap
pruw o exchange a card in your ash
henp that retguires an anarch for a card
from your hand: Tap before range is
determmined to end combat between an
anarr.h}rnu cantrol and another amarch,

RAFT: As above

Requires an anarch. Only one
Hell-for-Leather may be played at
a given Discipline each combat,
& Strike: dodpe, with an additonal
strike
k1 Additional serike (that doesn’t count
agalnst the limic
F* Play if this anarch Is ready and the
oppoting minion ls not. The cpposing
minlen's cantroliar burni 2 pool.

e Feer Borgung Sl 3 4 0 dghe el

Master. Requires an anarch.
Put this card on an anarch. Allies
cannot block this:anarch, Cards
that require Dominate & or
Presence £1 cost other minions
an additonal bleod while this
anarch is-acking, attempring to
block, or in combat.

| e Andrrw Trabbold g " T g b

Unique ghoul with 2 life.
| strength, | bleed. Requires
an anarch.

Gray may play cards that require
Calerity K1 or Potence (] asan
amarch vampire. During your
uritap phase, if Groy has only

| life, any ready anarch may burna

blood o add | fife to him.

Ui fa Tin

Requires an anarch.
Kl andlor [ andlor B

Bleed. If using kI, he or she

gains | blood. If using £, the
bleed is at +| bleed. If using W,
you may burn an ally controlled
by your prey whose cast is not
greater than the bleed amount.
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Monkey Wrench

Requires an anarch,
&3 bleed. X mustbe |, 2 or 3 You
cannot play another action modifier
wrease this bleed amount

Haven Hunting

=

+1 stealth action. Requires an
anarch.

Put this card in play. At the ond of a
combart invol n anarch you
eentral, if both combatants are still
ready. you may b card 1o have

3 begin ancther

Requires an anarch, Do not replace
until afeer combat. Strike: hand
strike or use 2 melee weapon strike,

* £t

action that requi an anarch.
! tcardonat ion-anarch
y the targ
Ir prédator or
vampire with Mo Confidence
cards loses the benefit of his or b
title. Burn this card if this acting
vampire leses the rt:dr Fegon
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Open War

+1 stealth action, Requires a baron,
Put this eard in play. Anarch vampires can
enter combat with amy menon a5 a ([l
action, Thay can birn a location as 3. (1)
action that codts 2 pool. Any Methuselah
sy UBE & mdster phase action to move |
eounter from his or her pool to this card
Wher chis card has 4 poal. burn it arid
FAN 4 pool. Cinly one Crpen War may be
played in a game.
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THEATRE
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Master. Location, Hunting
ground. Derivative.
During your untap phase, choose up
to X ready anarchs you control who
each gain | blood, where X is the
number of non-derivative hunting
grounds controlied by other
Methuselahs. A vampire can gain
blood from only one hisnting ground
card each wrn,

Requires a baron,
Choose X, then choose X ready

chosan anarch i3 tapped. ouch
ah burns | pool for each point

Meth
od, and each |
int iy burned.

B Prua LeM
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Requires a baron. Only usable if
you control the Edge.
Chooie a tited non-anarch vampire.
Successful referendum means that you
burn the edge to remowve that
varmpire’s title and buen 2 poal from
his_or her controller

¥ =
Power of All,
Aritdsr Sl b

Requires a ready anarch.
Tap this anarch and one other
untapped ready anarch you
vl te cancel a library card as

2
ivis played. Usable even if there is
ot usable during your

no action. N

Requires an anarch.

(3 +1 stealth action, & Look at
another Methuselah’s hand and
discard & card from it
1 +2 stealth action. Burn an
event (undirected, no matter who
controls the event)
0 Inflice 2 unprevenzable

damage on a ready minion.

Master. Requires a rl::dy
anarch.
A ready untmpped anarch you
control employs or recruite 3
retainer or ally from your hand:
(requirements and cost apply as
normal). This is'not 2n action and
cannot be blocked. Tap that
anarch.
R T i 80 g e
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Grapple.
iy 1 fully inflict

Pi.\}' wher Coess
damage fr

strike resol

still ready,

rakes |

round. A

ong Should
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Unlque master. Requires a ready
anarch.

Put thisicard in play. Tap duting your
untap phase and choose a tapped
non-anarch minfon cantrolied by youe
retiator or prey ta bum i cird on
that minfon. Cannot boe uzed to burn
an equipment or' 2 retalner, That
minion’s controllen then takes contral
of this card.

Put this card in play with % counters.
When you put a non-titled, nep-anarch
vampire in play from your uncontrolled

regian, you may burn a counter from
this card (o make that vampire anarch

[and independent). You may-burn a
counter from this card to adda blood
toan anarch as a master phase action,
Burn this card when it has no tounters:

BT 8 b bt

Stealing Years

+1 stealth action. Requires an
anarch.
[ Diablerize an slder vampire in torpor
and part. this cand on the acting anarch.
Capacity increases by 1. In the resulting
blaad hunt referendum, each anarch gee
an additonal vote
Whet's blood for, ff not for shedding?
Clive Barker and Bernard Rose,
“Cand s

Mo Bicky Jelerus

Requires an anarch.

& & Burn half the counters on
an uncontrolled minion in your
prey’s uncontrolled region (round
down).

B+ stealth action. & Burmma
location.

X 1 Burn 4 blood from a ready,
titfed, non-anarch vampire.

Steely Tenacity

dele
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Requires an anarch, Do not replace
until the end of thiv action, When you
would replace this card, you may takes
this card froum your ash heap instead.

3 W Sorthe fund J

11 %+ sopakth
with 3 ready minion
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+2 stealth action.
Put this card on the acting
minion, This minion may burn
this card to get +| stealth.

| have always found that plans are
useless, but planning is
indispensable.
Dwight Eisenhower
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