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Premise:
This system is meant as a comprehensive guide to designing Treasures for the MET Changeling venue of the Camarilla, as a supplement to the current rules-set. The main goal of this document is to serve as a reasonable method for developing treasures of a balanced and reasonable power-level.  This is necessary to keep a good game-balance in the worldwide chronicle, where many different storytellers have very different views on "appropriate" power levels for the Treasure background.

Power levels are increased slightly from the tabletop source, partially due to the expanded Arts levels in MET Changeling, and partially to represent the importance and power of Treasures in the MET Changeling venue.  Level 3 treasures are assumed to be the most powerful type of treasure readily available to a Changeling (not requiring special approval).  Treasures of level 4 or 5 are assumed to be available only as a result of Regional or National plot, in keeping with their approval level, and are therefore more powerful.

The most important rule in this system is that the Chapter or the Domain Storyteller has the right to veto treasures that are abused, or that they feel are inappropriate for their game.  They may disallow the use of certain treasures or individual powers in their game ("Glamour is unpredictable; your treasure seems to be on the fritz"), or they may simply refuse to approve a player's treasure as written.  In either case, the ST is encouraged to work with the player to create a write-up for the treasure that is acceptable to all involved parties.

STs are encouraged to keep an eye out for any Treasure that seems unbalancing to game play, or that seem to be written solely to help a character "min-max" their character sheet (i.e. the most gain for the least cost).  Treasures, as with all Backgrounds, are meant to add flavor and depth to the Story and Role-Play, not mechanics and statistics to "Roll-play".

Basic Info on Treasures:
Treasures are items that have been infused with Glamourous powers, either through particularly memorable acts, powerful dreams, or unusual magics. Unlike the Chimera Background, all Treasures exist in the “real world” in some form or fashion, and their basic abilities and appearance are very often the same in both mortal and chimerical realms.  Any item can be a treasure; however, "classical" items (swords, armor, flags) are more common than "modern" items (guns, cars, phones), although the latter are not to be considered as being overly rare.

Most treasures come into being "accidentally", shaped by the dreams and emotions that they are exposed to, and eventually manifesting glamourous powers related to their environment and use.  A dedicated woodsman’s axe may become a great tool for chopping wood, but if it was used to save the lives of his family from a pack of attacking wolves, it may instead become a great weapon for defense.  It is difficult, but not impossible, to deliberately make a treasure, usually requiring a deep understanding of the ways of glamour (Gremayre, related Lores) and a great deal of work to arrange the correct circumstances.  Most treasures are individual items, but many treasures fall into similar descriptions (flaming weapons, splendid armor, crystal balls, etc).

Treasures are created in a manner somewhat similar to the Chimerical Companion Creation System, but with a simpler scale.  A treasure receives a certain number of Creation Points (CP), determined by the level of the treasure background (2 per level).  These Creation Points can be spent on powers that the treasure possesses, or on Bonus Points (below).  There are five different Power levels, to correspond to the five levels of the Treasure Background available to Player-Characters.  Cosmetic Powers (1 Power Free per level of Treasure), Minor Powers (1 CP each), Medium Powers (2 CP each), Major Powers (4 CP each), and Master Powers (6 CP each).

Each Treasure may have up to 2 "Tempers".  Tempers are drawbacks that function similar to Flaws, generating points for use elsewhere.  They generate CP, which can either be used to purchase new powers (as above), or to function as "Bonus Points" (BP).  Powers, Tempers, and the uses of Bonus Points are explained below.

Treasure Creation Table:
(Numbers listed below indicate the maximum of each power type allowed)
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(#) Two Master-level powers can only be obtained for a Level Five Treasure if that Treasure has no other non-cosmetic-powers.

Cost of Powers:

Additional Cosmetic:
1/2 CP

Minor Powers: 
1 CP

Medium Powers: 
2 CP

Major Powers:  
4 CP

Master Powers: 
6 CP

Power Levels and Examples:

Some *important* notes about Powers:

*
All approval levels apply to powers that emulate Arts/Gifts/Disciplines that normally require Approval to obtain.

*
Only one power per Treasure may add extra traits to a character's challenges.  No stacking or combining powers may be used to make overly-powerful treasures in this way.  A treasure may never have more than one "bonus trait power", regardless of its level.  Added traits are useful only for trait comparisons and attempts to overbid; the added traits may not be bid for challenges or expended for powers.

*
Powers that add extra damage may only be bought (or “Stacked” on the Treasure) up to three times per Treasure.  Any “added damage” power always deals the same type as the basic damage dealt by the Treasure (A playing card would be bashing, a sword lethal, a flaming brand aggravated). 

*
An "Emulate any Basic/Intermediate/Advanced Art/Gift/Discipline" power may not be used to emulate an effect that is listed as a higher cost other type of treasure power.  For example, a Minor treasure power may not emulate the Basic Potence power, "Might", because the "continuous supernatural retest" effect is a Major treasure power.  Similarly, a Major treasure power may not emulate the Advanced Potence power, “Puissance”, because a “Win All Ties” power is listed as a Master treasure power.  Furthermore, any powers emulated come with the same costs and restrictions in power, paid for by the player.  Emulated arts may be cast with the caster’s realms.  The Scene or Time may be added at the standard cost of one Temporary Glamour each (if the character using the Treasure has those realms normally).

*
You cannot stack damaging treasures on top of one another.  As with any other weapon, you can only take the damaging effects of one treasure or weapon.  Gloves that have the power “does one level of damage” do not stack with your normal fist attacks to do two levels of damage, just like you can’t stack a knife with normal fist attacks to do two levels of damage.  Using such weapon combinations does only 1 level of damage.  Stop being cheesy.

COSMETIC - A Cosmetic power functions exactly like it sounds, cosmetically. No "effects", bonuses, or retests may be gained, but these powers function to enhance the story-aspect of the Treasure.  Cosmetic powers can translate to an unearthly appearance, a certain never-fading-scent, a strange preternatural "feel", an unexplainable shine, etc. Obtaining more Cosmetic powers than the free ones bestowed by the above chart are purchased at 1/2 CP each.

MINOR - A Minor power is primarily a "convenience" power, and will rarely be capable of grand story on its own.  This does not, however, mean these powers are useless.  A Minor Power may:

- Emulate (basic power) 1/1: Emulate a Basic Art/Gift/Discipline, once per Game Session, rated at One Bunk Trait (except where the Art/Gift/Discipline would create an effect covered by a higher level of Treasure Power).

- Limited Trait +1: Give a +1 Bonus for trait comparisons in Challenges with a Limited Purpose (+1 for challenges when parrying, or +1 for Intimidation challenges, for example).

- Remove Negative: Remove 1 Negative Trait from the treasure (such as removing a “short” trait from a knife, or a “Heavy” trait from a Reinforced Vest).

- Damage 1: Do one level of damage (only available for items that do not normally do any damage, such as a rubber ball, thrown card, or a small mammal, but not a dagger, axe, or broadsword).

- Armor 1: Provide one level or armor (only available for items that do not normally provide any armor, such as a T-shirt, ring, or really cool shades, but not “leather armor” or “ballistic vest”.)

- Minor Effect: Create a supernatural "effect" (a glowing rock, a jacket that never gets dirty, a salt shaker that can produce any common seasoning, etc).

MEDIUM - A Medium power is the most common power a Treasure should have, and all are "useful" to some degree.  Medium powers can provide benefits that aid a player in overcoming common obstacles, or can be advantageous in a fight.  A Medium Power may:

- Emulate (basic power) 3/1: Emulate any Basic Art/Gift/Discipline, Three per Game Session, rated at One Bunk Trait (except where the Art/Gift/Discipline would create an effect covered by a higher level of Treasure Power).

- Emulate (intermediate power) 1/1: Emulate any Intermediate Art/Gift/Discipline, once per Game Session, rated at One Bunk Trait (except where the Art/Gift/Discipline would create an effect covered by a higher level of Treasure Power).

- Retest 1: Bestow One Retest per Game Session (Boots that give a free "Dodge" Retest, for example). 

- Limited Trait +2: Give a +2 Bonus for trait comparisons Challenges with a Limited Purpose (a spear that gives +2 when being used against dragons, for example).

- (Physical/Social/Mental) Trait +1: Give a +1 Bonus to one Attribute Category for trait comparisons (A Crown that bestows an extra "Alluring" Social Traits that can never be lost, for example).

- Add Negative 1: Bestow one Negative Trait to a target/opponent for certain challenges (A mirror that gives a character the “Clumsy” Physical Negative Trait whenever the target character is facing the wielder of the mirror, for example).

- Aggravated: Do Aggravated damage.

- Damage 2: Do a second level of damage (only available for weapons that otherwise do one level of damage; i.e., “dagger” or “club”, but not “broadsword” or “greataxe”).
- Armor 2: Provide a second level of armor (only available for armor that otherwise provides one level of protection; i.e. “leather armor” or treasure armor with the minor armor power.)

- Armor 3: Provide a third level of armor (only available for armor that otherwise provides two levels of protection; i.e. “chainmail armor”, “ballistic vest” or treasure armor with the first medium armor power.)

- Medium Effect: Accomplish Supernatural effects that are very out of the ordinary (a small bag that can hold 1000 cubic feet of items, a wallet that produce up to $50 in bills that disappear after 1 hour, a crystal ball that glows when a certain character is in danger, etc).

MAJOR - Major Powers are very potent, and are usually the powerhouse of a Treasure's arsenal, able to overcome large obstacles or turn the tide of a battle to the wielder's advantage.  A Major power may:

- Emulate (basic power) 5/3: Emulate any Basic Art/Gift/Discipline, Five per Game Session, rated at Three Bunk Traits (except where the Art/Gift/Discipline would create an effect covered by a higher level of Treasure Power).

- Emulate (intermediate power) 3/1: Emulate any Intermediate Art/Gift/Discipline, Three per Game Session, rated at One Bunk Trait (except where the Art/Gift/Discipline would create an effect covered by a higher level of Treasure Power).

- Emulate (advanced power) 1/1: Emulate any Advanced Art/Gift/Discipline, once per Game Session, rated at One Bunk Trait (except where the Art/Gift/Discipline would create an effect covered by a higher level of Treasure Power).

- Extra Action: Provide an extra action in a round, Three times per Game Session.  These actions may be used in the same round, or used separately.
- Retest Unlimited: Bestow a continuous Retest of a particular type (Socks that bestows a free "supernatural" retest whenever the character is involved in a Challenge involving running, for example).

- Limited Trait +3: Give a +3 Bonus for trait comparisons Challenges with a Limited Purpose.

- (Physical/Social/Mental) Trait +2: Give a +2 Bonus for trait comparisons one Attribute Category (A Mace that has two additional "Brutal" traits associated with it above and beyond normal weapon bonuses, for example). 

- Add Negative 2: Bestow two Negative Traits to a target/opponent for certain challenges.

- Add Negative Area: Bestow one Negative Trait to all characters within a 5-foot radius of the Treasure’s wielder.

- Damage 3: Do a third level of damage (for weapons that do two levels of damage already, such as “broadswords” or treasures that have already purchased the “second level of damage” power).
- Damage 4: Provide a fourth level of armor (only available for armor that otherwise provides three levels of protection; i.e. “plate mail”, “reinforced vest” or treasure armor with the second medium armor power.)

- Major Effect: Accomplish major magical effects not covered by any specific Art or other power.  For example; a wand that steals the target's voice for a set duration, a cloak that protects the wearer from all non-supernatural forms of fire, a book that can contain the contents of any book in the Library of Congress, etc).  The creation of this power is to be worked on between the player and his/her CST/VST/ADST Changeling.

MASTER - Master Powers are associated with the stuff of legends - Caliburn, Excalibur, the Triumph Casque of Sorrows, etc.  Master-level powers are rare, and the player's Storyteller should carefully consider the magnitude of such a power before allowing it into play.  A Master Power may:

- Emulate (basic power) 5/5: Emulate any Basic Art/Gift/Discipline, Five per Game Session, rated at Five Bunk Traits (except where the Art/Gift/Discipline would create an effect covered by a higher level of Treasure Power).

- Emulate (intermediate power) 5/3: Emulate any Intermediate Art/Gift/Discipline, Five per Game Session, rated at Three Bunk Traits (except where the Art/Gift/Discipline would create an effect covered by a higher level of Treasure Power).

- Emulate (advanced power) 3/1: Emulate any Advanced Art/Gift/Discipline, Three per Game Session, rated at One Bunk Trait (except where the Art/Gift/Discipline would create an effect covered by a higher level of Treasure Power).

- Emulate (superior power) 1/1: Emulate any Superior (i.e. Elder-level) Art/Gift/Discipline, Once per Game Session, rated at One Bunk Trait (except where the Art/Gift/Discipline would create an effect covered by a higher level of Treasure Power).

- Win All Ties (Physical/Social/Mental): Bestow a "Win All Ties" power for a type of challenge (Physical, Mental, Social), that is always in effect while the Treasure is in use.   ALL Win All Ties powers require an activation cost of some sort (spend a Glamour, spend a Willpower, make a win-only test, take a level of damage, or the like).  Activated Win All Ties powers effect only challenges for one trait category, and cannot last longer than one scene (or hour, whichever is shorter).  Bonus effects may not remove or lessen these restrictions.

- Limited Trait +4: Give a +4 Bonus for trait comparisons Challenges with a Limited Purpose.

- (Physical/Social/Mental) Trait +3: Give a +3 Bonus for trait comparisons one Attribute Category.

- Damage 4: Do a fourth level of damage (for weapons that already do three levels of damage, through purchasing the “third level of damage power”).
- Armor 5: Provide a fifth level of armor (only available for armor that otherwise provides four levels of protection; i.e. treasure armor with the major armor power.)

- Master Effect: Accomplish a major supernatural effect, or Legendary feat...players selecting this option for a Master-level power are giving their ARST Changeling the ability to make the Treasure tie into Regional and (with ANST consultation) National plotlines, making the Treasure a central fixture of an entire city, etc. The creation of this power and its usage is to be worked on between the player and his/her DST/ARST Changeling.

Tempers:

Treasures may have up to two Tempers, or drawbacks.  Total bonus points from Tempers may not exceed 2 CP.  Most Tempers are associated with an individual power, but sometimes can be all-encompassing.  Any Temper not listed below, or that generates more than 2 CP, requires High Approval. Standard Tempers include:

- Spend (Physical/Social/Mental) 1 or 2: Spend Extra Traits to accomplish a power (Physical, Social, Mental) - 1/2 CP per 1 spent (Limit 1 CP).  Example - A Mace that can deal extra damage by becoming electrified could require the character to spend 2 Physical Traits to make this effect happen.

- Spend (Glamor/Willpower) 1 or 2: Spend Extra Glamour/Willpower to accomplish a power - 1 CP per 1 Spent (Limit 2 CP).  Example - A Crystal Ball that requires an expenditure of Glamour in order to emulate the Soothsay: Tattletale Art. 

 - Extra Test (Win/Static/Contested): Make an Additional Test - 1 CP for a "Win or Tie a Simple Test", 2 CP for a Static or a Contested Challenge.  Example - A sword that deals one extra level of damage after the character wins or ties a simple test, following a successful "first hit".

- Extra Negative 1 or 2: (Extra) Negative Traits - 1/2 CP per 1 Negative (Limit 1 CP).  Example, a Shield that emulates the Fortitude: Personal Armor Discipline, but has the additional negative traits of "Heavy" and "Clumsy" above and beyond any normal negatives.

- Take (Lethal/Aggravated) 1 or 2: User takes damage from use - 1/2 CP per Level of Lethal Damage (Limit 1 CP), 1 CP per Level of Aggravated Damage (Limit 2 CP). Example, a glove that allows a "Lay on Hands" power that drains the wearer of life in order to have a healing effect.

- (Damage/Armor) –1 or –2: Less “effective” armor or weapon – 1 point per level of damage/protection removed (Limit 2 CP).  Only available for weapons or armor, this temper means that it does less damage normally, or protects from less damage.  Example: a pacifist knight’s symbolic weapon may be a broadsword that does one or less damage on a successful hit but that has powers related to radiating peacefulness or the like.  A masochistic knight’s plate mail armor may likewise provide less protection, but help in other ways.

- Minor Evil Intelligence: A Malevolent Intelligence inherent to the Treasure on a limited scale (all details to be controlled by the player's CST/VST/ADST Changeling) – 1 CP.

- Major Evil Intelligence: A Malevolent Intelligence inherent to the Treasure on a large scale (all details to be controlled by the player's DST/ARST Changeling) - 2 CP.

- Minor Curse: A Minor Curse or Limitation upon the owner of the Treasure (example: wielder breaks out in itchy hives whenever he uses the treasure, a sword whose powers can only be used to affect Unseelie, or an item only usable at night) - 1 CP (controlled by the player's CST/VST/ADST Changeling).

- Major Curse: A Major Curse or Limitation upon the owner of the Treasure (example: the wearer goes blind for an hour after using the treasure, or a hammer that can only be used against fox-type Pooka) - 2 CP (controlled by the player's DST/ARST Changeling).

 - Limited Effect: An Effect limited to "Chimerical Only" (no "Autumn World" or "Wyrd" effects of treasure's power) - 1 CP.

Bonus Effects:

Bonus Effects may be bought with unspent CP, or from CP provided by Tempers.  Bonus Effects may be used in the following fashion at the cost of 1 CP per:

- Bonus Retest: Increase the number of Retests per Session for a Retest Power (1, 2, 3, 4, 5, Unlimited)

- Bonus Trait: Increase the amount of "Bonus to Challenges for a limited purpose" by one (*One such increase per Treasure Only*)

- Bonus Use: Increase the number of times per Session an emulated Art/Gift/Discipline may be used (1, 2, 3, 4, 5, Unlimited).

- Bonus Bunk: Increase the Bunk Level of an emulated Art/Gift/Discipline (1, 2, 3, 4, 5)

- Bonus Intelligence: Increase the intelligence of a Treasure slightly beyond that of its type (ST Controlled)

Examples:
Players should work with their ST to develop a treasure, and their powers should be well-written and easily understood, so as to avoid confusion with narrators or other storytellers.

Recommended Treasure Template:

Treasure Name (X point treasure, X x 2 creation points)

Brief description of item.  Picture optional.  This includes purely “Cosmetic” powers.

(Combat information, if relevant.)

Bonus traits

negative traits

concealability 

damage

(“base weapon” and unusual rules, if any)
(Powers of the treasure, listed from Minor to Master, followed by tempers or bonus effects)

Power Name (power cost): “Descriptive Name”: Description of power.
Power Name+ Temper (power cost, temper points): “Descriptive Name”: Description of power and temper.

Power Name+ Bonus Effect (power cost, bonus cost): “Descriptive Name”: Description of power and bonus effect.
Temper (Temper points): “Descriptive Name”: Description of temper.
Gauntlets – (1 point treasure, 2 creation points)

Vicious gloves sporting an array of jagged edges and blades.  Favored by Redcaps, these large gloves have seen violent use for ages.

+2 traits each

No negative trait ("clumsy" removed by power)

Jacket Concealability

1 Lethal Damage

(combat stats as a normal pair of knives, except using “brawl” instead of “melee”; brawlx4 or ambidexterity can provide "two weapon bonus", bringing total bonus traits to +3)

Limited Trait +1 (1 point): "Scary":  Puts the person wearing them up one Trait on all Intimidation Challenges.

Remove Negative (1 point): "Fits Like a Glove":  Gauntlets do not have a negative trait.

Luckstone – (2 point treasure, 4 creation points)
The quintessential “lucky stone”, this smooth pebble is unremarkable to those without Kenning, but highly prized by anyone who could use a bit of luck.  When providing a little boost of luck, it briefly feels warm to the touch.

Pocket concealability

Emulate Fair is Foul 3/1 + Bonus Bunk 2 (2 point power, 2 bonus points): “I Need a Little Luck”: Three times per session, the bearer of the lucky stone can take an action to call upon a bit of luck, and receive +3 traits in their next challenge.

Flametoungue, the Cliché Flaming Sword – (3 point treasure, 6 creation points)
It’s a flaming longsword, just like in that fantasy book!  You know, the one with the heroic young fighter and the big-breasted love interest?  Everyone seems to remember this sword, even if they can’t quite place where they’ve heard about it.
+3 traits

-Heavy

No concealability (unless you want to get burnt)

3 Aggravated Damage (raised from 2 lethal by powers)

(combat stats as “broadsword”; when not activated, treat as a normal longsword for damage and concealability)

Spend Glamour 1 (1 temper point): “By the power of…”: Flametongue is treated as normal sword and has no treasure powers until the bearer raises it to the sky and spends a Glamour to engulf it in flames.  It’s also encouraged to say something like “Shazam!” or “Power up!”

Aggravated (2 points): “Burning”: Flametongue is wreathed in fire, and does aggravated damage, except to creatures with protection against supernatural fire.

Damage 3 (4 points):  “Severe Burns”: It’s sick, but Flametongue does an extra level of damage beyond that normally done by a broadsword.  Protection against supernatural fire can protect against this extra damage.

Minor Effect (1 point): “Torchlight”: When activated, Flametongue provides light as effectively as a large torch.  Great for dungeon crawling.

Final Touches:

Treasures are all unique in their own way, and are often an expression of how the player wants his or her character to be viewed, treated, or respected.  The above guidelines exist for the purpose of providing a set procedure to Treasure Creation, so that one person's Level Three Treasure doesn't do more than someone else's Level Five Treasure that they spent months working on in the Approvals Database. 

Treasures "found" or "created" in-game should have a very fulfilling story attached to them, and Storytellers are encouraged to require Epic Quests in order for characters to obtain Treasures after character creation.

~MB & FZ~
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