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This chapter contains some suggested default rules to 
use in Storyteller games which have two or more types of 
supernatural creatures. You should keep in mind that 
these are general rules. The details of any  particular 
Discipline, Gift, Sphere or Arcanos should override any 
statement made below. Feel free to use your best judgment 
in such matters; in dl cases the Storyteller is the final 
arbitratorandma~makethefinsldecision. Usediscretion, 
and let the story be our guide. 'c 

When one character uses a power against another, 
and the issue of whether the character is powerful enough 
to pull it off comes up, use &is scale: compare a vampire's i 

Discipline rating, a Garou's Rank, a mage's Sphere rating, 
a wraith's Arcanos rating, or a changeling's Art rating. 
The supernatural with the highest score wins. In the case 
of ties, make a resisted roll. You should only use these 
charts when you and your players reach an impasse as to 
how two powers coincide. If you can reach an agreement, 
then common sense should prevail over these tables. 

Note: The scores compared are the being's own 
ability, not necessarily the level or rating of the power 
used. In &et words, a vampire with Dominate 4 will use 
the level one Dominate ability Command the Wearied 
Mind more effectively than a vampire with Dominate 1. 
Elements like duration, damage and range do not change, 
but the effect's potency over other supematurals does. 
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