Elements

When a newboard Roma enters the world, his mother often consults a wise one or mystic to determine whether her child is destined for a particular role in the family. These "birth readings" only give a positive result in perhaps one out of every two or three readings, but if the baby is claimed by one of the five elements (earth, air, fire, water, or spirit) it's certain that he will be trained in what the roma feel is compatible skills. 

When a mystic performs a birth reading he takes the babe outside on the first new moon of the child's life. Traditionally, the mystic then places the babe beside a low fire. Next to the fire stands a bowl of cool water, a fan made of feathers, a piece of dark stone such as onyx or hematite, and a black mirror. These five items represent fire, water, air, earth, and spirit, the elements the Roma view as essential to life. Of course, with some of the younger generations of Roma, these elements may be represented by a gas stove, a running faucet, an electric fan, a chunk of brick, and a portable TV tuned to static. As long as the seer is comfortable ith the symbols the ritual will work. 

While the baby's parents look on, the seer uses his particular method of envoking the Sight, be it tarot cards, thrashing, fire reading, etc. As the seer reachs into the strands of time, one of the elements may reach out and claim the child. Such claimings vary in their intensity, but are unmistable to anyone watching. For instance, if the baby is claimed by the element of fire, a burning twig may snap and hit the child's foot, leaving a small but permanent mark. If the element spirit claims the child, the baby's eyes may suddenly turn gray as she stares at the shifting screen of the TV. No matter which element claims thechild, it will leave some sort of mark on the young one. 

If a player decides that his character was claimed by an element during a birth reading he must then decide which element his character is connected to. Elements definitely conder certain advantages on a character, but they also tend to dictate a course of his life. 

All Roma with an element again one point in a blood affinity in addition to any other Blood Affinities they normally gain during character creation. This holds true even if this gives the Gypsy more blood affinities then her blood purity score. The exsact affinity gained is determined by the characters particular element. 

An element can only be chosen during character creation. It costs 7 freebie points and a character can never be claimed my by more then one element.

The five elements and their meanings are explained below

Earth

Roma touched by this element are ususally the backbone of the family. Often weavers, smith, and now hackers, these characters are especially skilled in manipulating devices and working at physical tasks. In addiction such characters are adept at recognizing and manipulating patterns of all kinds. 

Earth touched Roma, known as Dhartime, may choose from one of the following blood affinities: Instinct or the Draba form of Gypsy magic. 

At any time, a Dhartime may also spend two points of willpower to heal or fix one level of damage. This healing skill applies to both living creatures and machines, and reflects the Roma's heightened ability to manipulate physical patterns. It requires an entire turn.

Air

These are the Roma who most easily glide among the gaje. Such Roma move effortlessly through gaje cities, breezing in with nothing and coming out with more gaje loot then they can carry. Such Gypysies are often thieves, gamblers, and con-artists, replying on their wits and abilities to reap what others have sown. 

Air touched Gypsies, known as Jhanaki, may choose from one of the following blood affinities: Luck, or Truth of the Rom.

Jhanaki may choose to spend to points of willpower to nedgate any one success by an opponent, living or mechanical. This power reflects the Jhanaki's ability to escape even theworst scrapes intact.

Fire

These Roma are always gifted warriors. Throughout time those Roma marked by fire have fought to keep the ways of their people alive. 

Fire seared Roma, known as Kuyan, always receive the affinity known as the Dance of Knives.

At any time Kuyan may choose to spend two points of willpower to ignore two wound levels. Thus, the Kuyan who is wounded (-3) may choose to will his pain to lessen by spending two points of willpower so that he can function as if he was only hurt (-1). The Kuyan may even function when he would normally be incapacitated, though he will still die, and he can spend as much willpower as he desires. This effect lasts the duration of the scene. 

Water

These Roma are known for their mastery of both words and body. Performers by nature, the cleverest tale spinners and most graceful acrobats often are those claimed by this element. 

Water claimed Roma are known as Jastima. A Jastima may choose from the following affinities: Truth of the Rom, or Zapaderin.

Jastima may choose to spend two points of willpower in order to decrease the effective willpower of any gaje watching or listening to the Jastima by one. This decrease is a general, and applies to all the gaje's rolls. The  gaje's willpower is effected for one entire scene. 

Spriit

Such Gypsies are the rarest of the claimed. These Roma are known for their long memories, and the blood always seems to run strong among such folk. Blessed with at least a smallamount of magic, these Gypsyies have a remarkable understanding of human nature and the true consequences of peoples actions. Many of these Roma become the wise ones of their families, while others become matchmakers and historians, committing tremendous amounts of knowledge to memory.

Spirit kissed Roma are called Satarma. Satarma may choose their special affinity from any of the four types of Romani Magic.

Satarma may spend to points of willpower to temporarily increas their skill in any form of magic by one point. This increase last for one scene, it can even enable a Satarma to increas her ability above her blood purity level. Although this effect is not cumulative, a Satarma may use another two points of willpower to increas a second magical speciality (if she has one) during the same scene.

Blood Purity

All Gypsies start off with one point of Blood Purity. Additional points of Blood Purity can only be gained by spending freebie points. Blood Purity reflects the connection a Gypsy has  to the Blood of Daenna flowing through her veins. Although a full-blooded Gypsy is more likely to have a high Blood Purity score, it is entirely possible that even a Gypsy with only one parent of partial Gypsy lineage could have a high score. This is possible because such a marginal Gypsy might have a more intense connection to the magic in her Blood then a different full blooded Gypsy. However, it is rare for Gypsies of less then one quarter 'pure' blood (Descended from Daenna) to have  Blood Purity score higher then two. 

It is the blood that makes Gypsies Roma. Blood Purity is valued by all Gypsies; however its most important effect is in the magical abilities and Blood Affinities it gives to many of the Roma. 

Even Gypsies with no magical powers value Blood Purity highly, for their number of Blood Purity dice adds to all rolls when using any blood affinities. Their Blood Purity also grants the Roma group power. Gypsies are sometimes able to aid their fellows through the strength of their Blood. The more powerful an individual Roma's blood, the  more help she is in such workings. 

Blood Purity also limits the number of Blood Affinities a Gypsy can attain. A Gypsy may only have a number of Affinities equal to his Blood Purity score. If his Blood Purity increases over time as a result of honint his connection to his heritage, the Gypsy may then learn another Blood Affinity.

The only problem with having a high level of Blood Purity is that gaje feel uneasy around truly powerful Roma. The stronger the Bloo sings in the veins of a Roma, the stronger the gaje's aversion. Such an aversion manifests itself in a variiety of responces, ranging from avoidance and hesitancy in trusting a Gypsy, to outright hatred and even murder. The reaction depends on both the circumstances and the individuals involved. 

*You qualify as a true member of the Roma… Barely. Your first social roll involving a particular gaje is made at a +1 diff.  You can have one Blood Affinity.

**You probably have at least one full Blooded Romani grandparent, and you are aware of the power that flows in your veins. You can have two Blood Affinities

***The Blood flows strongly in your veins. Your first social interaction involving gaje are made at a +2 diff. The difficulty of all Romani social rolls are reduced by 1. You can have three Blood Affinites.

****You can feel the Blood sing in your veins, and you have learned how to channel its poer with great facility. You can have four Blood Affinities.

*****You are as in tune with the harmonies of the Blood as Daenna herself. All initial social interactions involving gaje are made at +3 diff, and furture rolls are made at +1 diff. All social interactions with Romani receive a -2 to difficulty level (Min 3). You can have up to five Blood Affinities. 

Blood Affinities.

The Affinites below can only be used by the Roma, as they require the special magic that flows within Gypsy Blood. So although a gaje may learn the moves of a dance or the words of a song, he will not be able to produce the effect that a Gypsy can. Despite this, the Roma do not consider such powers to be true magic, thinking of them as simply gifts of their Blood. When using these special talents, a Gypsy rolls Blood Purity + (Talent Rating) to determine success. During character creation Gypsies receive 3 points to spend on Blood Affinities. 

Dance of Knives

You have mastered the ancient Romani art of fighting from the soul. As you move your body to the rhythm of your Blood, your knives become an exstension of your body, and thuse of your Blood. Hen performing the Dance, you move at speeds far beyond your normal capabilities, and your body and knives combine in a lethal hirlwind of motion.

This skill combines the beauty of dance with the violence of combat. Gypsies with this ability use the power of their Blood to fall into a trancelike state, in which they become exstremely efficent fighting machines. The dancer may either use her knives and feet in hand to hand combat or she may hurl her knives at a more distant oppionent. The character's rating in this skill equals the number of attacks possible in a turn, so a character with a rating of three could attack up to three times in one turn. This also means that a character with only one dot in the Dance of Knives attacks normally. The first dot merely represents the initial learning of the movements. True mastery comes at higher levels. 

Due to the tremendous difficulty of the Dance of Knives, the characters rating in this skill may never exceed her Blood Purity.

Instinct

You always seem to know when to look over your shoulder and when not to take that shortcut through the dark ally. When you get a bad feeling about someone, it really means something, and you sometimes notice things that don't seem important at the time, but end up being critical. 

This talent is a mild form of "sixth sense". Characters with this Affinity add their Instinct rating toi any torlls regarding the characters personal safety. The storyteller may even wish to roll the characters Instinct dice in situations where a strong danger exsists but the character has no normal way to detect this. In such cases Instinct + Perception should be rolled (Diff 8). If the roll is successful, the character should get a bad feeling about the situation. This would range from a feelling "funny" about a person who means to bilk the character out of her money to not wanting to start a car wired to explode.

If a roll is botched, the storyteller should give the character some misleading information. (botches work much better when the storyteller makes the Instinct roll). For example, if the character is deciding which alley to run down to aviod the pack of angery thugs she just swindled, the character ould get a bad feeling about the alley that leads to a clean getaay. WHOOPS!

This Affinity only works in regard to the character herself and is not added to rolls where the charcter is not in any personal danger.

*Novice: You generally have an umbrella with you when it rains.

** Practiced: You never get cold-cocked in a fight.

***Competent: Good private eye material.

**** Expert: You never answer the phone hen a creditor calls.

****Master: Jungle predators could learn from you.

Luck

Ever since you were small you've been able to get out of even the roughest scrapes. It seems like whenever you really need it, the dice roll in your favor, the man looks the other way, or she believes your excuse about that flat tire.

This talent enables the charctr to add an extra dice or two to a dice pool when she decdes things look really bad. However, each Luck die can only be used once per story. So, if the character as three points of Luck she might sue one point (die0 early on to win at gambling, but then she only has to Luck dice to use when she's condronted by three angery bouncers at the club. 

*Novice: You find pennies on the sidewalks.

**Practiced: You can always fine a parking spot.

***Competent: You would have been kicked off the Titanic before it set sail.

****Expert: You've been throw out of a lot of casinos.

*****Master: Compared to you, James Bond is one unlucky guy.

Magic

There are four different types of magical skills paculiar to the Roma. Each one of these is a unique skill, although some poerful mages have more then one gift at their disposal. No Gypsy can acquire any magical skill at a rating greater then that of her Blood Purity score. 

Evil Eye: This ability allos the Gypsy to place or remove curses upon victims of her choosing.

The Sight: Gypsies with the Sight can gain insights into both the recent past and possiblities of the future.

Mediumship: The ability to contact the spirit world.

Draba: The ability to create magical devices such as charms, potions, and amulets.

Truth of the Rom

You are an exstreemly sincere person. You always tell the truth no matter who you are talking to - even when you speak to the gaje. You seem to be able to convince even yourself of th ereal truth of any situation, regardless of those seeming "facts" others speak of. 

This ability enables a Roma to lie truthfully. In other words, the character is such a good liar that he even believes himself (while telling the "Truth"). This is not to say that the character doesn’t realize what actually happened, but just that he pushes the information so far back in his mind that, when necessary, even he doesn’t remember it. This enables the character to beat any sort of lie detector, empathy talent,or shrewd cop.Whneever the character attempts to lie, each point of his talent subtracts one success from the target's Perception roll. So if the character has two points of Truth of the Rom, someone using a lie detection device ould need at least three successes to detect any deception at all. 

*Novice: Can manage simple yes/no situations.

**Practiced: Can call in sick with conviction.

***Competent: Can get through an LAPD interrogation.

****Expert: Able to pass a lie detector test with flying colors.

*****Master: Even Mom believes the dog ate your homework.

Zapaderin

You have learned the rythmic motions, intricate patterns and fluid gestures of the mesmerizing dance known as Zapaderin. When you perform this dance, allthose not of the Blood soon come under the spell of your grace, the trance of the rhythm.This mesmerizing dance requires constant practice and discipline, which you have in full measure. 

A character with this skill is able to cause anyone not of Romani Blood to become mesmerized. Unlike hypnotism, this skill does not require a willing raget. However, watchers are not completely powerless. If a character can perform this dance for at least 10 minutes she can cause anyone watching to fall into a state in which they become far more compliant and agreeable to suggestions. The effective willpower of those watching the dance falls by one for every success the character rolls on an Appearance + Zapaderin roll (Diff 6). This effect lasts for as long as the character dances. 

*Novice: Can perform the dance with out any blatant errors.

**Practiced: People love to watch you move.

***Competent: You make bellydancers jealous.

****Expert: When you dance all eyes are on you.

*****Master: Salome, eat your heart out!

Magic Among the Rom

While many Gypsies are not gifted with the Sight or other esoteric abilities, magic is an acknowledged part of any Gypsy's life. It has long been known that many Gypsies possess the ability to catch glimpses of both the past and future, orto give an anemy bad luck with merely a glance. Son Gypsies can speak with the dead while others can cast spells. Certain clans maintain their own, specialized abilities, while others have rejected (or have lost) potential possessed by most of their race. 

Of course this does not mean that your average Joe who stops by his local fortune-tellig shop to speak to his dear-departed aunt, or ducks into Madame Eva's tent at the Gypsy carnival to have his palm read, is going to be the beneficiary of true Gypsy magic. Even if his chosen Gypsy consultant has a real gift, she may not strain herself by using it to aid a mere gaje. Of course she might, but don’t hold your breat waiting. 

Young Gypsies usually discover their talents early in life. Just as they notice developing physical and mental talents, the child's parents will inevitably be watching for any signs of potential magical talent in their youngster. The Phuri Dae go so far to elaborately test each child, and have evolved a number of games that aim to bring latent talent to the surface. No matter how or when talent is discovered, a child so gifted will normally be taught to use that talentfor the benefit of herself, her family and all Romani.

Magic specific to the Roma can be grouped into four distinct abilities or talents. While some Gypsies possess more then one of these abilities, the majority of talented Gypsies possess (or at least focuse upon) only one particular talent. 

Some Gypsies also have other psychic abilities such as telekinesis (the ability to move objects through thought alone) or the ability to travel astrally. Although these are true talents and those Gypsies who possess them are encouraged to develop their psychic abilitites, these abilites are not spacific to the Gypsies and are not granted by the Blood. Since these abilities are not granted by the Blood they cannot be "boosted" by a gathering of Gypsies. 

Group Power - Blood Foci

Gyspies are able to temporarily increase the capabilities of any Blood Affinity in one of their members. In order to do so, the Gypsies msut each in turn, shed their own Blood into some object the targeted Roma will carry while she uses her now-supplemented Affinity. Whoever is the focus of the Blodd oath msut be the last Gyspy to add her Blood to the object.m Such objexts are typically knives, needles, or other piercing instruments; but Blood swearings have also been done on objects ranging from the Gypsy's torn T-shirt to a computer mouse. 

In game terms, each participating Roma must spend one point of willpower as he adds at least a few drops of his on Blood in order to jion the Blood swearing. Once all participating Roma nave added their Blood (and willpower) to the object, the Gypsy using the combined power must add his own Blood and Willpower to the Focus. The Blood Focus adds to the power of any Blood Affinity, whether it is Zapaderin or the Evil Eye. 

In practice, the Blood Focus will aid the Gypsy with any one Blood Affinity for the duration of a scene. The amount of aid the Focus provides depends on the combined number of Blood Purity dots the participating Gypsies (including the Gypsy using the Focus) possess. For every three Blood Purity points possessed by the participating Gypsies, the Gypsy using the Focus gains an automatic success for that scene. The Gypsy with the Focus may use these automatic successes every time she uses the chosen  Blood Affinity for the duration of the scene. She can choose how many of the automatic successes she will use on any given test; hoever, just as when using willpower, she must declare the number of successes used before she rolls.

1-3 Blood Purity Points


Automatic Successes

4-6 1

7-9 2

10-12 3

13-15 4

13-16 5

If enough Blood Purity points have been directed into the Fucus, the augmented power of the Affinity can be truly awsome. However, such Foci must be used before the Blood of the Focus dries. In typical conditions this means the Gypsy must begin using her specified Blood Affinity within 15 minutes of the creation of the Focus.

