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Dementation/Dominate - Not Just for Bleeding





There are very few combat cards for these two Disciplines which brings the total of "combat-based Disciplines" for the Malkavians up to a grand total of zero.  Combat cards for Dementation include: Coma, Deny, and Personal Scourge.  Combat Cards for Dominate include: Absorb the Mind and Thoughts Betrayed.





Coma - one of the few effective combat cards available to Dementation Malks; send an opposing vampire to Torpor.  As is common, it gets beaten out by Strike: Combat Ends and Immortal Grapple, plus it costs 3 blood, so you probably won't be doing it very often.





Deny - Like Swallowed by the Night, but it gives a Press at basic and +1 Stealth at superior, instead of the other way around.  I would think most Malkavian players would rather have the Stealth and Maneuver from Swallowed by the Night, though.





Personal Scourge - this isn't played because it does a whopping 1 damage (not preventable by Equipment and Fortitude) and its effects to negate damage from weapons is currently cornercase, at best.  And it's still not useable during an Immortal Grapple.  The superior version does the same thing, but gives a press to end combat.





Absorb the mind - [dom] Strike: Dodge.  Yet another Dodge available to Malkavians.  Even though all it requires is basic dominate and has no restrictions, I still don't see it played much, probably due to its inability to be played during an Immortal Grapple and it's pointlessness against Combat Ends.





Thoughts Betrayed - The basic version of this is terrible (1 additional point of damage during normal strike resolution).  So terrible, in fact, that opponents assume it is unpreventable damage, or that it hits them every round of combat.  It wouldn't be so bad if it didn't cost 2 blood.  The superior version at least has it's uses: "[DOM] Opposing minion cannot play any strike cards for the duration of this combat."  Completely stops Strike: Combat Ends but does nothing against Torn Sign Post + Blur (or strikes that come from cards in play, e.g. an Ivory Bow).  The only reason to play this instead of Immortal Grapple is that you remain unrestricted on what combat you play.





-----------------


Featured Deck





Deck: "Look Out!  Here Comes Roxanne!  Slam!  Smash!  Arghhhh!"


Date Created: July 4th, 2003


Created By: Timmy Merrill


Description: Auspex/Dominate/Fortitude/Potence Rush Combat.





[Crypt: 12 vampires]


1. Roxanne - Rectrix of the 13th floor [pot] [AUS] [DOM] [FOR] [OBF]


2. Roxanne - Rectrix of the 13th floor [pot] [AUS] [DOM] [FOR] [OBF]


3. Roxanne - Rectrix of the 13th floor [pot] [AUS] [DOM] [FOR] [OBF]


4. Roxanne - Rectrix of the 13th floor [pot] [AUS] [DOM] [FOR] [OBF]


5. Aleph [dom] [AUS]


6. Aleph [dom] [AUS]


7. Zoë [cel] [obf] [AUS]


8. Dorian Strack [cel] [AUS]


9. Isabel de Leon [AUS]


10. Brazil [aus]


11. Brazil [aus]


12. Dieter Kleist [aus]





[Library: 90]





[Masters: 15]


The Barrens


Dreams of the Sphinx


Fragment of the Book of Nod


Haven Uncovered x2


Information Highway x2


Minion Tap x4


Potence x4





[Actions: 12]


Bum's Rush x4


Nose of the Hound x6


Pulse of the Canaille x2





[Reactions: 8]


Telepathic Counter x8





[Action Modifiers: 5]


Freak Drive x5





[Combat 50]


Thoughts Betrayed x8


Thrown Gate x8


Indomitability x12


Unflinching Persistance x8


Taste of Vitae x6


Well-aimed Car x8





How to Play This Deck:


Bring out Roxanne.  Look at your opponents.  How do they respond?


Common reactions: "Another Malk bleed deck", "Who's Roxanne", or "What the *#@$?"





Minion Tap Roxanne to recoupe some pool (leave no less than 2 on her).  Minion Tap her again if she regains blood from combat using a Taste of Vitae.





Never announce a block against a "Sneak & Bleed" deck; use Telepathic Counter to reduce the bleed amount.  This stagnates the deck when they're left with only stealth cards and no bleed modifiers.  Be patient, you'll have time to make an example of them soon enough.





Once you get a Pulse of Canaille on Roxanne, you can attack a minion or bleed at +2 (or both, with Freak Drive).





Enter combat with your Predator if they persist in causing you Pool loss (especially through Political Actions).  Remember you can Freak Drive and attack again with a different Action (don't forget Roxanne's special ability).





In combat:


Play Thoughts Betrayed to hamper your opponent's defenses (Aura Reading is there to help cycle cards).  Now the opposing minion will likely only be able to use a Hand Strike (or a strike from a card in play).  On the first round, use a Thrown Gate and Maneuver to Long Range and do 1R damage.  This will keep you away from those hand striking decks (Potence, Celerity, Protean, etc).  Use Unflinching Persistance for additional Maneuvers, only if you have no damage prevention or to make sure you get away from someone who has just played a Torn Sign Post.  Do your 1R damage (or hand strike) and make people wonder why you went to all the trouble of playing a Thoughts Betrayed just to do 1 damage.  Press with Indomitability.  On the second round of combat Maneuver to Long Range with an Unflinching Persistance - at this point they'll probably expect another Thrown Gate, or, at worst, a Thrown Sewer Lid.  Now, hit them with a Well-Aimed Car (don't forget to yuck it up).  Use a Taste of Vitae, if you have one.  Don't bother Pressing, even if they're not in Torpor, you've got your point across.  If you have made it this far, you don't need to ever get a Victory Point, hitting someone with Well-aimed Car is worth far more than winning a game.  Congratulations.
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Real Life Vampire
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(email your funny stories to: Timmy@e-garfield.com)
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Until then, send any comments, questions, articles, salacious offerings, humerous anecdotes, deck ideas, Gangrel jokes, and peanut butter sandwhiches to:


Timmy@e-garfield.com





-t!MmY, the mad !nker





This newsletter was written by a ficticious person in a ficticious plane of existence.  Any resemblences to any real persons or planes of existences is coincidential and utterly mpossible.  This newsletter may be archived, transmitted, stored, eaten, or copied in any way you wish as long as it is kept in its entirety.


