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BLAINE McCOY

BRUJAH
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Blaine McCoy

· Ex Seattle cop 

· Gangs Division

· Detective

· Found clue about Vampires, couldn’t let it go

· Studied Occult instead of working

· Lost job on the force

· Forced retirement

· Continued pursuit of vampires

· Turned by Danny Dee (Gang member - Highballers)

· Paul Cannon, gang member (Highballers), disabled his sister Sophia

· Blaine still visits her at the assisted living home near Seattle

· Won’t feed from handicap because they remind him of Sophia

· Jenna Fleming - Contact
· morgue technician

· source of bagged blood
Disciplines
Potence
Level 1
Soaring Leap
Possessing unholy strength in more than arms and fists, the user can leap far higher and further than any mortal.

Cost: Free

System: The user can jump a number of meters equal to three times their Potence level vertically, and five times their Potence level horizontally. The user needs no run-up to make these leaps.

Duration: Passive

Level 2
Prowess
Vampires with Potence gain far greater strength from their Blood than those who lack it.

Cost: One Rouse Check

System: When activated, add the Potence rating of the user to their unarmed damage value as well as to feats of Strength, and add half their Potence rating (round up) to their Melee damage.

Duration: One scene

Celerity
Level 1
Rapid Reflexes
While their bodies still can’t defy the laws of nature, vampires with this power perceive events instantly and can react to them with superhuman alacrity. They can observe incoming projectiles to the extent that they can attempt to dodge arrows and even bullets without available cover.

Cost: Free

System: With this power, vampires suffer no penalty to their defense pools for lack of cover against Firearms attacks. They can also take a minor action (see p. 298) worth up to two dice per turn, such as readying or reloading a weapon, for free.

Duration: Passive

Level 2
Fleetness
Their mastery of Celerity now allows the vampire to move and react with dizzying speed.

Cost: One Rouse Check

System: Add the Celerity rating to user's dice pool for non-combat Dexterity tests. Once per turn the user may also do this when defending with Dexterity + Athletics.

Duration: One scene

Presence
Level 1
Daunt
Instead of attracting people, the vampire uses Presence to repel. With this power the user appears threatening and exudes an aura of menace powerful enough to make most mortals avoid their attention and even vampires think twice about acting against them. 
Cost: Free 
System: Add the user’s Pres​ence rating to any Intimida​tion rolls. Attacking the user requires a Resolve + Composure roll at Difficulty 2. Vampires cannot use Awe and Daunt simultaneously. 
Duration: One scene or until intentionally ended 

Obfuscate
Level 1
Silence of Death 
Popular among the Banu Haqim, this power completely silences the user, nullifying all sound made by them. As with other Obfuscate powers, this only works on people within earshot and does not fool microphones or other electronic sound detectors. Unlike Obfuscate in general, this power works only on the sense of hearing, but in exchange operates more ro​bustly. A vampire needs to make a whole lot of noise to break this silence. 
Cost: Free 
System: The user silences their footsteps, clothing, minor collisions, and other sounds of their person. This makes the vampire undetectable if an ob​server could only notice them by sound, such as when on a different floor of a house. 
This power does not elimi​nate sounds the user makes outside their personal space (throwing or dropping objects, or slamming doors, for exam​ple). Failing that, only Sense of the Unseen (Auspex 1) can detect the user. 
Duration: One scene 
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