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 Part 1: Who I used to be 
 The first step is to create your character as they were when they were mortal.  
 An example character will demonstrate each step.  Step 1: Concept 
 Who were you? What did you do? Who are your family? How long have you lived in Los 
Angeles? What qualifications did you earn at school? Most characters will have been alive longer than 
they’ve been a vampire (or ghoul) – do you still have contact with people you knew when you were alive? 
Do they know what you are now? Are you still using your real name? 
 Mike Simpson has lived in Los Angeles all his life. He lived the first part of his life in Torrance, an 
upper-middle class suburb. He has one younger sister. He graduated from high school and went to 
college for a couple of years before deciding he’d rather hang out at the beach and surf. He’s still coming 
to grips with what he has become, and although he hasn’t contacted his family since being embraced, he 
has checked on them periodically to see what they’re up to. He still has a valid driver’s license and social 
security card and hasn’t developed any other alter egos. Step 2: Attributes 
 In the Requiem you have 9 attributes. They are arranged in three groups of three; there are Mental, 
Physical, and Social attributes, and in each category there is a “power” attribute, a “finesse” attribute, and 
a “resistance” attribute. They look like this: 

 Mental Physical Social 
Power Intelligence Strength Presence 
Finesse Wits Dexterity Manipulation 

Resistance Resolve Stamina Composure 
 Your attributes have a rating from 1-5. You start with one point in every attribute. You must then 
rank your attribute categories; Mental Physical and Social. You have 5 points to distribute in your 
primary category, 4 points in a secondary category, and 3 points in the tertiary. Buying the fifth point in 
an attribute costs 2 points. Human average is 2 in all abilities. For more details on what each attribute is 
used for, see the Attributes section on page 10. 
 Mike isn’t the brightest candle in the bush, so his player decides that Mental attributes get tertiary 
consideration. He is quite popular and has good people skills, but he is also quite physically gifted. In the 
end, his player decides to go for Social as primary and Physical as secondary, but with an eye to 
increasing his Physical attributes if possible later on.  
 Mike’s player puts three points into Presence, and one point each into Manipulation and 
Composure. Mike gets two points in Dexterity and one point each in Strength and Stamina. Lastly he puts 
two points into Wits and one into Resolve. His attributes end up looking like this: 
 Mental: Intelligence 1, Wits 3, Resolve 2 
 Physical: Strength 2, Dexterity 3, Stamina 2 
 Social: Presence 4, Manipulation 2, Composure 2 Step 3: Skills 
 Skills are also divided into Mental, Physical and Social. There are eight skills in each category. 
Similar to the way you ranked your attributes, you have three sets of points to distribute to the categories, 
this time 11, 7 and 4.  
The skills are: 

Mental Physical Social 
Academics Athletics Animal Ken 
Computer Brawl Empathy 
Crafts* Drive Expression 

Investigation Firearms Intimidation 
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Medicine Larceny Persuasion 
Occult Stealth Socialise 
Politics Survival Streetwise 
Science Weaponry Subterfuge 

(for more details on each skill, see Skills on page 12). 
*Crafts works differently to the other skills. See its entry on page 12 for details. 

 
 There is no need to have your primary set of attributes match your primary set of skills. It’s 
entirely possible that your character has focussed on spending time gathering skills in order to offset a 
lack of natural talent. 
 Mike’s player chooses Physical skills as primary, Social skills secondary, and Mental skills 
tertiary. He spends his skill points like this: 
 Physical: Athletics 3, Brawl 2, Drive 1, Larceny 2, Survival 2, Weaponry 1 
 Social: Expression 2, Persuasion 1, Socialise 2, Streetwise 2 
 Mental: Academics 1, Computer 1, Investigation 2 Step 4: Choose skill specialties 
 Choose up to three specialties for skills you have at least one rank in. A specialty can be any area 
which applies to the skill in question. When using that skill in the area where the specialty applies, your 
skill counts as if you have one more rank. You may have more than one specialty in any given skill. 
 Mike has Surfing as a specialty in Athletics, Bar Hopping as a specialty for Socialise, and 
Rumours as a specialty for Streetwise. These are marked as Athletics (Surfing), Socialise (Bar Hopping) 
and Streetwise (Rumours), respectively. For more details on possible skill specialties, see the listings for 
each skill. Step 5: Select Merits 
 You have seven points to buy Merits. Most merits have a fixed cost, but some (for example 
Allies) can cost anywhere from one to five, with more points equalling a more powerful version of that 
merit. The available merits and their costs are summarised on the following table: 

Mental Merits Physical Merits 
Name Cost Name Cost 
Common Sense 1 Ambidextrous 4 
Danger Sense 2 Brawling Dodge 1 
Eidetic Memory 2 Direction Sense 1 
Encyclopaedic Knowledge 4 Disarm 2 
Holistic Awareness 3 Fast Reflexes 1 or 2 
Language 1 Fighting Finesse 2 
Meditative Mind 1 Fighting Style: Boxing 1 to 5 
Unseen Sense* 3 Fighting Style: Kung Fu 1 to 5 

Social Merits Fighting Style: Two Weapons 1 to 4 
Allies 1 to 5 Fleet of Foot 1 to 3 
Barfly  1 Giant 4 
Contacts 1 to 5 Gunslinger 3 
Fame 1 to 3 Iron Stamina 1 to 3 
Inspiring 4 Iron Stomach* 2 
Mentor 1 to 5 Natural Immunity* 1 
Resources 1 to 5 Quick Draw 1 
Retainer 1 to 5 Quick Healer* 4 
Status* Special Strong Back 1 
Striking Looks 2 or 4 Strong Lungs* 3 
  Stunt Driver 3 
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  Toxin Resistance* 2 
  Weaponry Dodge 1 

*These Merits work slightly differently (or not at all) after your embrace. 
The differences are detailed in the Merits section on page 18 

 After looking through the listings of merits Mike’s player selects Barfly (one point), Striking Looks 
(the two point version), Language (Spanish, 1 point), Brawling Dodge (1 point), and Fast Reflexes (the 
two point version). Part 2: What I am now 
(Special note: if you intend to play a ghoul instead of a vampire contact the Storyteller and he will go 
through that process with you. Warning:  Ghouls are much less powerful than Vampires, and have very 
little advantages to counteract their weaknesses.) Step 6: The Embrace 
 At some point in the last fifty years, you met a vampire, and that vampire decided for some reason 
that you deserved to be like them – either as reward or punishment. Why? You can’t be Embraced by 
accident - what did they see in you? Similar to step 1 “Concept”, this is your vampiric heritage. What was 
your initial reaction to being Embraced? Do you still feel that way? Did you understand what was 
happening to you? What is your relationship with your Sire?  
 Mike was embraced only 10 years ago by a Daeva who was impressed at the way Mike carried 
himself. He is being educated in the Requiem by his sire as someone who will hopefully move up in the 
social circles of the city and eventually claim quite a bit of influence. Mike and his sire are on very good 
terms and often go on hunts together. It took a good six or seven years before Mike plucked up the 
courage to taste human blood, but once he’d had that first taste he was hooked, and now refuses to feed 
from anything else.  Step 7: Choose Clan 
 There are five clans in Vampire the Requiem. They can be summarised as follows: 
 

 Daeva (DAY-vuh): Sensual, manipulative. Known as Succubi. 

 Gangrel (GANG-grill): Primal, strong. Known as Savages. 

 Mekhet (MEK-it or Mik-ET): Introverted, knowledgeable. Known as Shadows. 

 Nosferatu (Nos-fur-AH-too): Reclusive, repulsive. Known as Haunts. 

 Ventrue (VEN-troo): Regal, commanding. Known as Lords. 
(Very small note: Please try and avoid drawing comparisons to other clans in other games that have never existed in this world….) 

 

 Each clan has its own peculiarities; however this game as a default assumes you don’t know much 
of anything about the clans you are not a part of. Unless you have points in “Clan Lore” (see step 10, 
below), the above pretty much is what you know.  
 
 Each clan grants you a bonus point in one of two Attributes. You may take the fifth point in an 
attribute using this bonus point. You may not take a sixth point in an attribute. The possible attributes are: 
 

Daeva: Dexterity or Manipulation 
Gangrel: Composure or Stamina 

Mekhet: Intelligence or Wits 
Nosferatu: Composure or Strength 



Page 7 

Ventrue: Presence or Resolve 
 Being a Daeva, Mike gets to add one point to either Dexterity or Manipulation. Given the role he 
is being trained for, he increases his Manipulation to 3. Step 8: Choose Disciplines 
 There are ten disciplines. They are: 

• Animalism – Control over the animal kingdom 
• Auspex – The ability to perceive that which is hidden to others 
• Celerity – Speed, baby! You are fast – really fast. 
• Dominate – Control over humans and other thinking creatures (including Vampires) 
• Majesty – The power to influence others using your charm and charisma 
• Nightmare – You are a creature of the night. You may even go “bump” occasionally. 
• Obfuscate – Hiding in plain sight; hiding who and what you are 
• Protean – The ability to change your form 
• Resilience – They don’t make them tougher than you. 
• Vigor – When you hit people, they stay hit 

(More details on disciplines can be found in the Disciplines section, p 25) 
 

Each clan has easy access to three disciplines, and exclusive access to one of those. The discipline 
listed in italics is unique to that clan. The “in-clan” disciplines for each clan are: 

 
Daeva: Celerity, Majesty, Vigor 

Gangrel: Animalism, Protean, Resilience 
Mekhet: Auspex, Celerity, Obfuscate 

Nosferatu: Nightmare, Obfuscate, Vigor 
Ventrue: Animalism, Dominate, Resilience 

 
You have three points to take in Disciplines. At least two of these points must be spent on in-clan 

disciplines. When spending your initial points you may not buy any unique discipline that does not 
belong to your clan.  

Mike starts off with two points in Majesty and one in Resilience. He is already developing into a 
social achiever, and he figures if he annoys anyone enough that they take a swing at him, his Resilience 
will come in handy. Step 9: Choose Covenant 
 Similar to clans, a covenant is a group of vampires. Unlike clans however, a vampire chooses his 
covenant. A covenant is a political organisation, where groups of like-minded vampires can combine their 
political and social savvy (and occasionally their muscle as well) in order to accomplish things that they 
could never hope to do individually. Each covenant has a particular philosophy on the vampiric condition 
and differing ways of accomplishing its goals. A very basic summary of the covenants follows: 
 The Carthian Movement: Vampires are meant to rule. The outdated modes of the Invictus and 
the Lancea Sanctum need to be replaced. Today’s modern world needs a modern way of governance, and 
the days of “the oldest rule” are long gone. 
 The Circle of the Crone: We worship the Crone, a combination of various 
quasi-Mother goddesses, or possibly one Goddess. We believe that the path to enlightenment lies within 
each vampire, and can be reached by a combination of meditation and rituals. Other covenants deride us 
as demon worshippers and baby killers – mostly because our rituals tend to involve blood sacrifice of 
some variety. Only we seem to realise that Blood is the key to Life, and all things can be accomplished 
through it. 
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 The Invictus: Power belongs in the hands of the powerful. Those with the experience and talent 

to handle the power they hold will naturally rise to a position in which they can exercise that power. Of 
course, when you are immortal you can hold that power for a very long time. Called an “old boys 
network” by other Kindred (especially Carthians), The Invictus is the de facto covenant in power in most 
places around the globe. 
 Lancea Sanctum: Vampirism is a curse from God. Our progenitor is Longinus, the centurion 

who thrust the spear through Christ’s body. He was cursed for his lack of faith, as we have been cursed. 
We are to roam the earth in eternity, performing God’s works, converting the faithless and culling those 
that will not see the Light. When all of the Damned become Sanctified, only then will we ascend to 
Heaven. 
 Ordo Dracul: Through rituals of self-perfection you can throw off the yoke of the 
Damned. We can become the ultimate predator, the calm stalker, with the Beast in check. The earth shall 
never know such tyranny as we will visit upon it when our metamorphosis is complete.  

 
Each covenant provides different bonuses depending on your level of Status (see Vampiric Merits) 

in that organisation. You can “belong” to an organisation without having any Status in it, but you will not 
get any benefits of that organisation. You may only have a Status rating in one organisation (each point is 
an official position which is stripped when you gain a position in another organisation). The benefits are 
as follows: 
 Carthian Movement: Reduced XP costs for Allies, Contacts, Haven and Herd merits. 
 Circle of the Crone: Members may learn the Crúac discipline (p 31). 
 The Invictus: Reduced XP cost for Herd, Mentor, Resources and Retainer. 
 Lancea Sanctum: Members may learn Theban Sorcery discipline (p 31). 
 Ordo Dracul: Members may learn the Coils of the Dragon discipline (p 32). 
 Mike’s sire belongs to the Carthian Movement, and gently pushes Mike to join them as well. 
Without putting too much thought into it, Mike decides that he’ll join the Carthians for now, but will keep 
an eye on the other covenants in case an opportunity arises that grabs his fancy.  Step 10: Vampiric Skills 
 There are three skills available only after your character has been embraced. They will have been 
taught to you by your sire. The skills are: 
  Kindred Lore – Knowledge of vampires in general and vampire society. 
  Clan Lore – Knowledge of the strengths and weaknesses of each clan 
  Covenant Lore – Knowledge of the beliefs and abilities of the covenants 
    
 All of these are Mental skills. You receive one point in Kindred Lore for free, and you have two 
more points to spend on any of these skills. 
 Mike’s sire, in priming him to rise through social circles, teaches him one point each in Kindred, 
Clan, and Covenant Lore.  Step 11: Vampiric Merits 
 There are three extra merits that only become available after your character is embraced. They are 
Haven, Herd, and Status, all of which are ranked from 1 to 5. Status is further divided into City Status, 
Clan Status and Covenant Status, each with a separate ranking. You have four points to spend – you can 
spend them either on these three merits, or on the merits in Step 5, above. The new merits are listed after 
the others on page 24. Remember that to qualify for the advantages of the covenants, you must have at 
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least Status level 1 in that covenant. City Status in particular requires Storyteller approval – see page 24 
for more details. 
 With permission from the Storyteller, Mike’s player spends 1 point on Clan Status, 1 point on City 
Status (for a service done “for the good of the city”), 1 point on Covenant Status (Carthian) and 1 point 
on Haven. Step 12: Spend starting Experience Points (XP) 
 You now have 20 xp to spend. It’s recommended (but not required) that most of these are spent on 
Vampiric merits or skills. The costs for various abilities are as follows: 

Trait XP Cost 
Attribute (e.g. Strength) New rating x 5 

Skill (e.g. Larceny) New rating x 3 
Skill Specialty (e.g. Pick Pockets) 3 XP 

Merit (e.g. Allies) New rating x 2* 
In-Clan Discipline New rating x 5 

Out of Clan Discipline New rating x 7 
Out of Clan Unique (e.g. Auspex if not Mekhet) New rating x 8 

Morality New rating x 3 and GM approval 
*When buying Fast Reflexes, which costs 1 or 2, it would cost you 2 or 4 XP, as you don’t have Fast 
Reflexes 1, then Fast Reflexes 2. When increasing Allies from 3 to 4, it will cost 8 XP. If you had no 

Allies merit at all and wanted to have level 2, it would cost 6 XP in total – 2 for level 1, and 4 for level 2, 
and so on. Some merits can not be purchased after character creation, but can be purchased with these XP. 
If you have Status 1 or higher in the Carthian Movement or the Invictus, you can buy the Merits listed in 

the covenant section for new rating x 1 points (i.e. half price). 
 Mike’s player spends the XP this way: 
  He increases his Empathy skill from 0 to 1: 3 XP 
  Empathy from 1 to 2: 6 XP 
  Vigor Discipline (in clan for Daeva) from 0 to 1: 5 XP 
  Allies (Media) (reduced for Carthian Status) from 0 to 1: 1XP 
  Allies (Media) (reduced for Carthian Status) from 1 to 2: 2 XP 
  Seduction specialty for Persuasion skill: 3 XP 
 Any XP left over will carry over to the start of the game. Step 13: Derived Attributes 
 Derived attributes are those that you don’t buy or select; they are calculated from other attributes. 
 Defence: Your defence is equal to the lower of your Dexterity or Wits attribute.  
 Size: If you were aged 17 or more at your Embrace, your size is 5. If you were 11-16, it is 4. If 
you were a child aged 10 or under it is 3. 
 Health: You have a number of Health points equal to your Stamina attribute plus your Size 
(immediately above), plus the number of ranks you have in the Resilience Discipline. 
 Initiative: Your Initiative is equal to your Dexterity plus Composure attributes 
 Speed: Your acting speed (your speed during combat) is equal to your Size. Your running speed 
is equal to your Size plus Strength plus Dexterity attributes. 
 Willpower: Your Willpower score is equal to your Resolve plus Composure attributes. See page 
32 for how Willpower is used. 
 Maximum Vitae: Your maximum Vitae is 10. 
 Blood Potency: Your Blood Potency is 1. 
 Virtue and Vice: Choose one Virtue and one Vice. These are your guiding motivators, and tend 
to dictate your actions to some degree or another. If you follow your Vice, and by doing so put yourself at 
some serious disadvantage (as determined by the Storyteller) you regain a point of spent Willpower. If 
you follow your Virtue the same way, you regain all spent Willpower points. 
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• The seven Virtues are: Charity, Faith, Fortitude, Hope, Justice, Prudence, and Temperance 
• The seven Vices are: Envy, Gluttony, Greed, Lust, Pride, Sloth, and Wrath 

 
The Virtues and Vices are detailed on page 33. 
Humanity: Your Humanity starts at 7 (see page 35 for what each rating of Humanity means). 

You may start with a higher or lower Humanity, but you will need to talk to the Storyteller first, with an 
explanation of why your Humanity is higher or lower, and what caused each individual gain or loss. 
Characters starting with Humanity lower than 7 may also start with a derangement (or two)! Low 
Humanity is not an excuse for anti-social behaviour! 

Running through the derived scores Mike has: 
 Defence 3 (both his Wits and his Dexterity are 3) 
 Size 5 
 Health 8 (Size 5 + Stamina 2 + Resilience 1) 
 Initiative 5 (Dexterity 3 + Composure 2) 
 Combat Speed 5 
 Running Speed 10 (Size 5 + Strength 2 + Dexterity 3) 
 Willpower 4 (Composure 2 + Resolve 2) 
Mike’s player chooses Hope as his Virtue and Pride as his Vice. He decides to leave Mike’s 

Humanity at the base value of 7, deciding that he’s not particularly virtuous or depraved. 
 
And he’s done! Mike’s completed character sheet is at the end of this guide. Attributes 

 Your character has nine attributes. They are divided into three categories – Mental, Physical and 
Social. Within those categories there are three types – Power, Finesse, and Resistance. The attributes can 
be represented on the following table: 

 Mental Physical Social 
Power Intelligence Strength Presence 
Finesse Wits Dexterity Manipulation 

Resistance Resolve Stamina Composure 
Each of those attributes are further explained below. For ease of reference, the attributes are abbreviated 
to three letters. Skills are always typed out in full. Intelligence (Int) 
 Intelligence is the power mental attribute. It represents your knowledge, “book learning”, and 
ability to think your way through a problem. People with high Intelligence tend to have high IQ’s. You 
make an Intelligence check when: 

• you are attempting to recall or memorise a piece of information (Int + Cmp) 
• you are conducting research (Int + Academics, or Int + Computers, or Int + Occult, etc) 
• you are attempting to appraise the value of something (Int + a relevant Craft) Wits (Wit) 

 Wits is the finesse mental attribute. It is used for spur of the moment thinking, “gut feelings”, 
common sense, or spotting things just seen out of the corner of your eye. People with high Wits tend to be 
very observant and “tuned in” to the world around them. You make a Wits check when: 

• you attempt to see or notice something (Wit + Cmp, usually made by the Storyteller) 
• you have to come up with a plan now before the angry Vampire breaks down the door 

(Wit + Survival, Wit + Cmp) 
• you attempt to figure out a puzzle or riddle (Wit + Int, Wit + Academics, Wit + Occult) 

The lower of your Wits and Dexterity determines your Defence. 
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Resolve (Res) 
 Resolve is the resistance mental attribute. It represents your mental toughness, your ability to see 
the job through to the end, and to ignore distractions. People with high Resolve tend to have steely glares 
and perserverance. You make a Resolve roll when: 

• you are attempting to resist persuasion, seduction or torture (Res + Wit, Res + Sta) 
• you might be distracted during another task (Res + Cmp, Res + Sta) 

Your Resolve is added to your Composure to get your Willpower score. Strength (Str) 
 Strength is the power physical attribute. It represents lifting capacity, damage potential, and 
muscle mass. People with high Strength tend to be muscle-bound, or simply large. You make a Strength 
check when: 

• you try to lift something heavy (Simple Str or Str + Sta) 
• you try to break down a barrier (Str + Sta, or Str + Weaponry) 
• you try to hit someone in hand-to-hand combat (Str + Weaponry, Str + Brawl) 

Your running speed is equal to your size plus your Strength plus your Dexterity Dexterity (Dex) 
 Dexterity is the finesse physical attribute. It represents hand-eye co-ordination, quickness, and 
agility. People with high Dexterity tend to be graceful, or have a delicate touch. You make a Dexterity 
check when: 

• you try to squeeze through a narrow gap (Dex + Athletics) 
• you try to repair something or perform first aid (Dex + Crafts or Dex + Medicine) 
• you try to hit something with a ranged attack (Dex + Firearms, Dex + Weaponry) 

Your running speed is equal to your size plus your Strength plus your Dexterity 
The lower of your Wits and Dexterity determines your Defence. 
Your initiative is the sum of your Dexterity and Composure. Stamina (Sta) 

 Stamina is the resistance physical attribute. It represents health, sturdiness, and resilience. People 
with high Stamina are resistant to disease and poison, don’t get sick, and can endure physical hardships 
with ease. You make a Stamina check when: 

• you attempt to resist poison or disease (Sta + Res) 
• you attempt an action that will take more than a momentary effort, such as climbing a rock 

face (Sta + Athletics) or holding a door closed against an assault (Str + Sta) 
Your Stamina, added to your size, determines how many health points you have. Presence (Pre) 

 Presence is the power social attribute. It represents pure social “wow” factor, be it from a 
commanding bearing, physical attractiveness, or personal magnetism. People with high Presence are 
noticed as soon as they enter a room, and missed as soon as they’re gone. You make a Presence check 
when: 

• you are attempting to make a dramatic entrance (Pre + Socialise) 
• you are attempting to get information out of someone via talking (Pre + Persuasion; doing 

so with threats of, or actual, violence would usually be Str + Persuasion) Manipulation (Man) 
 Manipulation is the finesse social attribute. It represents your charm, persuasiveness, and 
charisma. People with high Manipulation tend to get their own way without trying, or work behind the 
scenes to accomplish their plans. You make a Manipulation check when: 
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• you attempt to get someone to reveal something to you when you don’t want them to 
know you’re doing it (Man + Persuasion) – of course they may realise after they have 
revealed it! 

• you attempt to lie to someone (Man + Subterfuge) 
• you attempt to calm or otherwise change someone’s emotional state (Man + Empathy) Composure (Cmp) 

 Composure is the resistance social attribute. It represents your “cool” under stress, your poise, and 
the ability to project a calm image. People with high Composure may be described as inscrutable or 
unflappable, have a level head, or resist the urge to flee when presented with a blood sucking monster. 
You make a Composure check when: 

• you have to control the fight-or-flight reaction (Cmp + Res) 
• you are resisting a social pressure, for example a use of the persuasion skill (usually you 

don’t draw anything in this situation but your Cmp is subtracted from the opponent’s 
draw) 

Your Willpower is equal to your Resolve plus your Composure. 
Your initiative is the sum of your Dexterity and Composure. Skills 

 Like attributes, skills are divided into Mental, Physical, and Social categories. In most cases you 
may try any skill untrained, but there are times when not having the skill means you are unable to even 
attempt the task (for example, any kind of surgical procedure when you have no Medicine skill). If you do 
not have the relevant Physical or Social skill, you suffer a -1 modifier to your draw. If you do not have a 
relevant Mental skill, you suffer a -3. Each skill entry details what the skill typically covers, some 
example specialties for the skill, and a list of sample tasks. Mental Skills (-3 untrained) Academics 
 Academics is a very broad ability that encompasses knowledge in the Arts and Humanities. It may 
represent actual formal training in a University or similar, or it could be self-education.  
 Specialties: Art, English, Law, Religion 
 You make an Academics check when: 

• you try to remember a fact you learned (Int + Academics) 
• you are researching something (Int + Academics) Computer 

 The Computer skill is used whenever you are attempting any kind of complex task using 
computers. It is not necessary to make a Computer check when you are accessing your emails, but it is 
necessary if you are trying to hack into someone else’s email account. 
 Specialties: Hacking, Internet searching (Google-fu), Programming 
 You make a Computer check when: 

• you try to hack into a computer system (Int + Computer) 
• you try to write a computer program (Int + Computer) 
• you try to alter the programming of the attack robot before it kills your friend (Wits + 

Computer) Crafts 
 The Crafts skill covers a lot of topics and can be summarised as “knowing how to make things”. 
Having ranks in Crafts works slightly differently to most other skills – when you put points in the Crafts 
skill you must choose a specialty (for free). Your knowledge of Crafts extends only to the specialties you 
have and the areas they cover. Each specialty essentially counts as a separate skill.  
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 Specialties: Painting, Sculpture, Engineering, Motor vehicles, Sewing 
 You make a Crafts check when: 

• you try to create or maintain something related to your specialty (Int + Crafts or Dex + 
Crafts) 

• you try to recall information related to your specialty (Int + Crafts) Investigation 
 Investigation is the ability to find things, to make connections, and to solve the crime. It 
encompasses elements of forensic investigation, riddle and puzzle solving, and the ability to methodically 
break down elements of a mystery to arrive at a conclusion. Investigation is the skill you use when you 
are specifically looking for something – the ability to notice things is a combination of either Wit + Cmp 
or Wit + a relevant skill (say Wit + Academics to notice that a library is sorted by author – except for one 
book) 
 Specialties: Body Language, Crime Scenes, Cryptography, Riddles 
 You make an Investigation check when: 

• you examine a crime scene for clues (Wit + Investigation) 
• you try and solve a riddle or puzzle (Int + Investigation) Medicine 

 Medicine is the skill you use when trying to restore somebody’s health points. It usually only 
works on people with a pulse (that is, not Vampires). In fact, medicine is an excellent way to find out 
Vampires exist, assuming a Doctor gets his hands on one. 
 Specialties: Emergency (First Aid), Surgery, Pharmacy 
 You make a Medicine check when: 

• you try and heal someone’s wounds at the scene of the injury (usually Dex + Medicine) 
• you try and heal someone’s wounds at hospital (usually Int + Medicine) 
• you try and identify a particular drug, or drug interaction via a sample or its effects (Int + 

Medicine or Int + Science) Occult 
 The Occult skill covers knowledge of practices, legends, and lore of the supernatural. Some of it 
may be complete rubbish; some of it may save your life. This is knowledge in a much more general sense 
than the Vampire specific lores described below, and also includes things such as witchcraft, ghosts, 
werewolves and all sorts of other pagan legends and rituals that the Vampire lores do not address. 
 Specialties: Superstitions, Ghosts, Vampires, Magic 
 You make an Occult check when: 

• you try to remember the last known location of the Book of the Dead (Int + Occult) 
• you inscribe a Warding Circle vs. Werewolves (Dex + Occult) 
• you try to remember whether witches are allergic to hemlock or deadly nightshade (Int + 

Occult) 
(special note – of course, if your information is based solely on legends or word of mouth, 
even if you succeed at the check there’s a chance the information is bad or the circle does 
nothing…) Politics 

 The Politics skill covers a working knowledge of politicians and political systems. You know 
whose palm to grease, who is in office and how they got there, and possibly (at higher levels) how they 
really got there.  
 Specialties: A particular governmental body, Bribery, Scandals 
 You make a Politics check when: 

• you try to bribe someone (Man + Politics) 
• you try to remember who is in a particular position in government (Int + Politics) 
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• you attempt to dig up some dirt on a politician (Int + Politics or Man + Politics depending 
on how you do it) Science 

 Science is a broad knowledge category which includes all physical and natural sciences. Science 
and Crafts often go together – one for theoretical knowledge, the other for practical knowledge and skills.  
 Specialties: Biology, Chemistry, Metallurgy, Physics, Toxicology 
 You make a Science check when: 

• you try to create a formula for the universal solvent (Int + Science) 
• you analyse the dark red-brown substance found at the scene of the crime (Int + Science) Physical Skills (-1 Untrained) Athletics 

 Athletics is a broad skill which roughly speaking encompasses all whole-body physical activities 
conducted outside of combat. This includes rock climbing, most sports, surfing, and so on. 
 Specialties: Acrobatics, Long-Distance running, Swimming, Baseball 
 You make an Athletics check when: 

• you attempt to climb or jump over something (Str + Athletics) 
• you try to catch something thrown to you (Dex + Athletics) 
• you try and throw something at someone as an attack (Dex + Athletics) Brawl 

 The Brawl skill is used to hit people with your body. Usually this is restricted to fists, but elbow, 
knee, foot and head strikes all use Brawl.  
 Specialties: Boxing, Kung Fu, Judo 
 You make a Brawl check when: 

• you try and hit someone in combat (Str + Brawl) Drive 
 The Drive skill represents your character’s ability to operate a land vehicle under some form of 
stress, in a race, or while being chased. Most characters will know how to drive a car. You need either 
two points in Drive, or one point and an appropriate specialty, to drive other vehicles. 
 Specialties: Race cars, Motorcycles, Heavy Trucks, Pursuit, Evasion 
 You make a Drive check when: 

• you try and perform a manoeuvre while being chased (Dex + Drive) 
• you attempt to tail or evade someone while driving (Wits + Drive) Firearms 

 The firearms skill represents some form of training in gun combat or archery.  
 Specialties: Pistol, Rifle, Shotgun, Bow 
 You make a Firearms check when: 

• you try and shoot someone (Dex + Firearms) 
• you try and identify a gun by the sound or look (Int + Firearms) Larceny 

 The Larceny skill is used for all sorts of shady activity, from picking pockets, to picking locks, to 
bypassing security systems, to concealing small items on your person. 
 Specialties: Lockpicking, Security Systems, Safecracking 
 You make a Larceny check when: 

• you try to conceal a knife or pistol on your person (Dex + Larceny) 
• you try to crack a safe (Dex + Larceny or Wits + Larceny) 
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• you try to bypass a security system (Dex + Larceny) 
• you try to palm something while someone watches (Dex + Larceny, opposed by Wit + 

Cmp or Wit + Larceny) Stealth 
 The Stealth skill is used when you don’t want to be detected. It covers moving silently, hiding, 
and blending into crowds. Your successes on your Stealth check determine how many successes someone 
looking for you must get to find you. 
 Specialties: Camouflage, Moving in Woods, Crowds 
 You make a Stealth check when: 

• you try to hide in a forest (Dex + Stealth) 
• you attempt to blend into a crowd (Wit + Stealth) 
• you try and sneak up on – or away from – the bloodsucking horror in the next room (Dex 

+ Stealth) Survival 
 The Survival skill covers your experience or training in the wilds. You know what’s poisonous 
and what’s nutritious, where shelter can be found, how to make drinkable water, and so on. (Note that 
while Survival will let you find out where the deer is, you’re probably going to have to use Stealth to 
sneak up on it, and Weaponry or Firearms to kill it.) 
 Specialties: Foraging, Shelter, Mountains, Forests, Plains 
 You make a Survival check when: 

• you try and forage for food (Wit + Survival) 
• you try and figure out the best way out of the haunted forest (Wit + Survival) 
• you try and follow some tracks (Wit + Survival) 
• You try to identify the red berries (Int + Survival) Weaponry 

 In its simplest form, Weaponry is hitting someone else over the head with a stick. Sometimes the 
stick is pointed. If you aren’t using your body, and you’re in close combat, you are using Weaponry. 
(There are exceptions, but 99% of the time this is true) 
 Specialties: Knives, Swords, Chainsaws, Maces, Improvised Weapons 
 You make a Weaponry check when: 

• you try and hit someone with a pointed stick (Str + Weaponry) 
• you try and identify a weapon by the marks it leaves on the victim (Int + Weaponry. You 

could also use Int + Investigation for this example, but the answer would be in much more 
general terms. Using weaponry may reveal that it was a Claymore, while Investigation 
would simply reveal it was a sword of some kind) Social Skills (-1 Untrained) 

 A special note on social skills – these skills can be used on you by other PC’s. If you are subject to 
one of these skills and fail on the contested draw, you are expected to play along. Not everyone is able to 
construct the same compelling arguments that their character can – this is what social skills are for! 
Having said that, the acting/instigating player must make *some* attempt to convince you of their 
argument, rather than going up to you and starting a challenge immediately. Animal Ken 
 The Animal Ken skill covers your knowledge of the animal kingdom, including behaviour 
patterns, habitats, and training animals. 
 Specialties: A specific kind of animal, Training, Imminent Attack 
 You make an Animal Ken check when: 

• you train an animal (Cmp + Animal Ken) 
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• you try to determine what the mountain lion in front of you wants (Wit + Animal Ken) 
• you try to remember where the nearest Bald Eagle nest is likely to be (Int + Animal Ken) Empathy 

 The Empathy skill is your ability to read the emotions of others, either through body language and 
observation, or through some spiritual “aura reading” at a very basic level. It allows you to realise that 
what the person in front of you is saying isn’t something they believe in, or simply that something is “off” 
about the creature’s supposed hysteria. 
 Specialties: Emotion, Spotting Lies, Motives 
 You make an Empathy check when: 

• you wish to judge another’s emotional state. (Make a Wit + Empathy roll. If you get a 
success, you may ask the other player one of these questions: � What is your strongest emotion right now? � Was the last statement you made completely true?) Expression 

 Expression is the ability to inspire an emotion in others by way of verbal or written 
communication. It covers poetry, journalism, speech-making, acting and more. Which attribute goes with 
the Expression check often depends on the media you are using – Presence for forceful speeches, 
Manipulation for a “quiet word”, Dexterity for dancing, etc.  
 Specialties: Dance, Drama, Newspaper Articles, Musical Instrument, Speeches 
 You make an Expression check when: 

• you try to sway an audience to your point of view (Pre + Expression) 
• you compose a poem (Int + Expression, Pre + Expression when reciting it) 
• you try to incite an emotion (rage, calm, sadness) in an audience (Man + Expression) Intimidation 

 Intimidation is useful for getting information now. While Persuasion and Expression can be a 
much nicer way of obtaining information, when you’re pressed for time or you just don’t care, 
Intimidation will get the job done. 
 Specialties: Physical Threats, Torture, Veiled Threats 
 You use Intimidation when: 

• you interrogate someone (Wit + Intimidate opposed by Sta + Res of target) 
• you try and get someone to back down from a fight (Pre + Intimidate, or Str + Intimidate 

if you push them around) Persuasion 
 Where Expression changes – or implants – emotions, Persuasion changes opinions. It may involve 
logic, impassioned speeches, or simply fast talking. With Persuasion you are able to create a permanent 
change of opinion if you work at it long enough. 
 Specialties: Fast-Talking, Motivational Speeches, Sales Pitches, Seduction 
 You make a Persuasion check when: 

• negotiating a contract or cutting a deal (Pre + Persuasion, or Man + Persuasion) 
• making a speech in front of a crowd of people, to convince them that you’re not a blood 

sucking hell spawn (Pre + Persuasion) 
• you try to seduce someone (Pre + Persuasion opposed by Wit + Cmp) Socialise 

 The Socialise skill is what you use to get into all the hottest nightclubs, to know which fork to use 
at a formal dinner, and for making a good first impression on that hot, pale woman in the corner. 
 Specialties: Bar Hopping, Formal Events, State Dinners 
 You make a Socialise check when: 
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• you try to drink someone under the table, in order to get them to tell you something (Man 
+ Socialise opposed by their Cmp + Empathy) 

• you try and convince the bouncer that you are someone important (Man + Socialise, or Pre 
+ Socialise) Streetwise 

 The Streetwise skill represents your characters ability to move around in the lower strata of 
society. Where Socialise represents your ability to survive in civilised society, Streetwise is how well 
you’d survive if turfed out on to the street with no preparation.  
 Specialties: Black Markets, Gangs, Rumours 
 You make a Streetwise check when: 

• you try to find someone to sell you a gun (Wit + Streetwise) 
• you try to bribe the bouncer to let you into the club (Man + Streetwise) 
• you try to find out who has been distributing that new drug (Wit + Streetwise) Subterfuge 

 The Subterfuge skill is used for non-physical deception (for physical actions, see Larceny). 
Subterfuge can be summed up as “the art of deception”. 
 Specialties: Hiding Emotions, Lying, Spotting Lies, Disguise 
 You make a Subterfuge check when: 

• you try to disguise yourself (Wit + Subterfuge) 
• you try to lie to someone (Man + Subterfuge opposed by the opponents Wit + Subterfuge) 

(special note: this use of Subterfuge is mostly used against non-player characters or 
during downtime. When lying to another player feel free to simply not tell the truth. 
Letting them know you are lying and then playing a test defeats the purpose somewhat.) Vampiric Lore Skills (in the Mental category, -3 untrained) 

 The Vampiric Lore skills operate slightly differently than other skills. You can still make tests to 
see if you know or can remember a particular fact, but simply having points in these skills gives you a 
certain amount of knowledge. The first two levels of these skills are detailed here, and when your 
character achieves higher levels they will be made known to you. Kindred Lore 
 Kindred Lore represents how much you know about the condition of Vampirism. When making 
Kindred Lore checks, you may use either this skill or your Blood Potency, whichever is higher. 
 Level 1: You know that Sunlight burns you, and that you cannot stay awake during the day. You 
know that most forms of damage are significantly reduced, and how to heal Bashing and Lethal damage. 
You know how to feed without killing your prey. You know the names of the ten Disciplines, and what 
areas they tend to be related to.  
 Level 2: You know what the Vinculum is, and how to blood bind another Vampire or human. You 
know how to ghoul a human. You know fire is particularly bad for Vampires (although you may have 
figured that out already!). You know what Torpor is. You are familiar with the Basic (level 1 and 2) 
powers of the Disciplines. You know that close relatives (from grandsire to grandchilde) are easier to 
affect with your Disciplines. 
 
 You can also make a Kindred Lore check when: 

• You try to recognise an unfamiliar Vampire (Int + Kindred Lore) Clan Lore 
 Clan Lore is knowledge of the five clans.  
 Level 1: You know the names and stereotypes of the clans. You know which clan has access to 
which Disciplines.  
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 Level 2: You know each clan’s weakness. You know the vague history of each clan. Covenant Lore 
 Covenant lore encompasses knowledge of the philosophies, rituals, and powers of the five 
covenants. 
 Level 1: You know the names of the five covenants, and what their overall philosophies are. You 
know that Circle, Lancea Sanctum, and Ordo Dracul all practice some form of “magic”, although you 
don’t know what they are capable of. 
 Level 2: You know in more depth the philosophies of the covenants. You could recognise a Circle 
or Lancea Sanctum ritual as it is performed, and could possibly identify one after (with a Wits + 
Covenant Lore roll). You know who the most influential members of each covenant in the city are. Merits 
Merits are unlike skills in that you never have to buy ranks in them. They simply give you a special 
ability. Merits are divided into Mental, Physical and Social but this has no mechanical effect; it is simply 
a way of organising them. Mental Merits Common Sense (1 point) 
 Once per night, if you are about to do something foolish, a Storyteller may make a Wit + Cmp 
draw for you. If successful you realise your mistake (the Storyteller will point it out if you have no idea) 
and you will be able to retract the action and try something else. Alternatively, if this ability has not been 
used in the evening you may approach a Storyteller and ask them to make the same draw on your behalf 
to get a sudden flash of inspiration on a problem you are having. Danger Sense (2 points) 
 When drawing Wit + Cmp to avoid surprise, you get +2 to your draw.  Eidetic Memory (2 points) 
 You do not have to make a draw to remember anything, as long as you are not under stress at the 
time. During times of stress you get +2 on any appropriate draw (such as Int + Academics). Sometimes 
recalling facts takes some time, but you can remember almost everything you have ever read or seen. Encyclopaedic Knowledge (4 points) 
 You are a font of mostly-useless information, which occasionally turns out to be very useful 
indeed. Once per topic (Storyteller discretion) you may make an Int + Wit draw to remember something 
useful about the current situation (“An almond odour? Could be cyanide…”).  Holistic Awareness (3 points) 
 You are trained in whole-body healing. When treating a human patient, if you succeed on an Int + 
Medicine draw, you halve the healing time for their most serious wound. This merit has no effect on 
Vampires.  Language (1 point) 
 You may take this merit more than once. Each time you take it you learn another language (both 
spoken and written, unless you want to only speak or only read it for some reason). Meditative Mind (1 point) 
 When making a Meditation check (see Player Pack, page 6), you never suffer any penalties for 
environmental influences or wounds. 
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Unseen Sense (3 points) 
 Choose a type of supernatural creature (ghost, werewolf, vampire, etc). When a creature of that 
type is close, you know about it somehow – a slight headache, the hairs on your arms stand up, or so on. 
The range of this power fluctuates wildly, but it is very hard for a creature of the chosen type to sneak up 
on you. For some reason, if you are a Vampire, you cannot detect other Vampires using this Merit. Physical Merits 
 Some physical merits have prerequisites; you cannot select them unless you have all the listed 
attributes and/or abilities. If during play one of your attributes or abilities is lowered to below the 
requisite level, you may not use that merit until they are raised again. Ambidextrous (3 points) 
 When using your off hand either in or out of combat, you do not suffer the usual -2 penalty. Brawling Dodge (1 point) 
 Prerequisites: Strength 2 and Brawl 1 
 When you take the “Dodge” action (see Player Pack document), instead of doubling your Defence 
value you add your Brawl rating to your base Defence. You may move up to your Speed and still use 
Brawling Dodge. It applies to Brawl and Weaponry attacks, thrown attacks, and shooting attacks within 
close combat range. Direction Sense (1 point) 
 You can always retrace your steps, and you always know which way is North.  Disarm (2 points) 
 Prerequisites: Dexterity 3 and Weaponry 2 
 When using Weaponry to attack an opponent, if you achieve a number of successes equal to or 
greater than their Dexterity, instead of doing damage you may choose to disarm them. Their weapon 
lands a number of steps away equal to the successes on your draw, in a direction of your choosing. Fast Reflexes (1 or 2 points) 
 Prerequisite: Dexterity 3 
 You receive a permanent +1 or +2 (depending on the level taken) to your base Initiative. Fighting Finesse (2 points) 
 Prerequisites: Dexterity 3 and Weaponry 2 
 Choose a particular type of weapon (Katana, Rapier, Club). When using that type of weapon you 
substitute your Dexterity for your Strength when making Weaponry attacks. You may take this merit 
more than once; each time you must choose a different weapon. You may not take this merit for “natural” 
weapons such as claws, teeth, etc. Fighting Style: Boxing (1 to 5 points) 
 Prerequisites: Strength 3, Stamina 2 and Brawl 2 
 When using a Brawl attack, you add your levels in this merit to your Defence against incoming 
Brawl attacks. You may not use this Fighting Style with any form of weapon, including claws, teeth etc.  Fighting Style: Kung Fu (1 to 5 points) 
 Prerequisites: Strength 2, Dexterity 2, Stamina 2 and Brawl 2 
 When using a Brawl attack, you subtract your levels in this merit from your opponent’s Defence. 
This may not reduce their Defence below zero, but it does subtract any levels they have in the Boxing 
merit (see immediately above). You may not use this Fighting Style with any form of weapon, including 
claws, teeth, etc.  
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Fighting Style: Two Weapon Fighting (1 to 5 points) 
 Prerequisites: Dexterity 3 and Weaponry 3 
 You suffer a -2 penalty to attack when you are wielding two weapons – however this can be 
negated if you also have the Ambidextrous merit (see above). For each point in this merit you add one to 
your Defence against incoming Weaponry and thrown weapon attacks. You may not apply this merit to 
supernatural weapons such as claws and teeth. Fleet of Foot (1 to 3 points) 
 Prerequisite: Strength 2 
 Your running speed (not your acting speed) is increased by one step per point in this merit. Giant (4 points) 
 You are over seven feet tall and weigh at least 250 pounds. You are +1 size, and therefore +1 
Health. You may have trouble finding clothes that fit. Gunslinger (3 points) 
 Prerequisites: Dexterity 3 and Firearms 3, Firearm rated Damage 2 or less 
 When wielding two guns (of damage 2 or less), you make two draws when you attack. The second 
draw is at a -2 penalty unless you also have the Ambidexterity merit (see above). You may choose which 
of the two draws your attack is. Your Defence drops to 0 if you use this merit. If you are attacked before 
your initiative comes up, you may voluntarily drop your Defence to 0 in order to use this merit. If you do 
not, you may not use it this round. Iron Stamina (1 to 3 points) 
 Prerequisites: Stamina 3 or Resolve 3 
 For each point in Iron Stamina, you may ignore one point of fatigue or injury penalty. These can 
be separated to cover different sources of penalties; if you have Iron Stamina 2, and you have a one point 
fatigue penalty and a one point health penalty, you can ignore both. If you have ignored a fatigue penalty 
this way, when you rest you will rest for at least 12 hours or possibly longer, and you cannot be woken 
except by injury during that time. Iron Stomach (2 points) 
 Prerequisite: Stamina 2 
 You can eat pretty much anything (as long as it’s digestible) without getting ill. This merit is not 
particularly useful for Vampires, since they don’t eat. It also doesn’t make the “meal” any easier to eat – 
you just won’t get sick from eating it. Natural Immunity (1 point) 
 Prerequisite: Stamina 2 
 You get a +2 bonus on any Stamina draw made to resist infection, sickness, and disease. Again, 
this merit is not particularly useful for Vampires who don’t contract the vast majority of mundane 
diseases. For the few that do affect Vampires, you will get the +2 bonus. Quick Draw (1 point) 
 Prerequisite: Dexterity 3 
 When you gain this merit choose either Firearms or Melee weapons. You can draw and fire a gun, 
or draw and attack with a melee weapon, without penalty. You may take this merit twice; once each for 
each weapon type. If you have Ambidexterity, Gunslinger or Fighting Style: Two Weapon Fighting, and 
the appropriate Quick Draw merit you may combine them all to draw and attack with two guns (or melee 
weapons) in the same round. Quick Healer (4 points) 
 Prerequisite: Stamina 4 
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 Your healing times for each kind of damage (Bashing, Lethal, and Aggravated) are halved. This 
merit does not work for Vampires, who heal in a different way to mortals. Strong Back 
 Prerequisite: Strength 2 
 Your Strength attribute is considered one higher for actions involving lifting or carrying. Strong Lungs (3 points) 
 Prerequisite: Athletics 3 
 Your Stamina is considered to be 2 points higher for the purposes of holding your breath. This 
merit is not very useful for Vampires, who don’t breathe. Stunt Driver (3 points) 
 Prerequisite: Dexterity 3 
 You may drive a vehicle and perform another action at the same time.  Toxin Resistance (2 points) 
 Prerequisite: Stamina 3 
 You get +2 on Stamina draws to resist poisons, toxins, and drugs. This merit has its uses for 
Vampires, but generally speaking they are immune to these things anyway (like diseases though, there are 
exceptions). Weaponry Dodge (1 point) 
 Prerequisites: Strength 2, Weaponry 1 

When you take the “Dodge” action (see Player Pack document) and are wielding a melee weapon, 
instead of doubling your Defence value you add your Weaponry rating to your base Defence. You may 
move up to your Speed and still use Brawling Dodge. It applies to Brawl and Weaponry attacks, thrown 
attacks, and shooting attacks within close combat range. You may not use Weaponry Dodge and Fighting 
Style: Two Weapon Fighting in the same round. Social Merits Allies (1 to 5 points) 
 The Allies merit represents an organisation or group of people who are willing to help you in 
some way. When you take this merit select a group, such as “police”, “city hall”, “media”, or “dock 
workers”. During downtime, you may request that a group of allies performs some task for you. The 
number of points spent on this merit determines how influential/competent the people you know within 
the group are. This merit does not (necessarily) reflect your employees or servants; you must ask your 
allies to perform tasks for you; occasionally they may be unable (not enough influence) or unwilling (it 
would cost them their job if discovered) to perform the task asked of them. You may “hand off” some 
downtime actions to your Allies if they could conceivably do the action for you. Occasionally, your Allies 
may request favours of you as well. Allies can be discovered by other characters and disposed of (or 
recruited) – if this happens and you lose access to them, you recover an amount of XP equal to half that 
invested in this merit. You may take this merit more than once; each time it represents influence with a 
different group. Barfly (1 point) 
 There isn’t a club or bar on the planet that you can’t get into. You know whose palm to grease, 
and which of your several winning smiles to use. Usually this ability will extend to yourself and at most 
one other person. Contacts (1 to 5 points) 
 Where Allies are used to perform tasks for you, Contacts provide information. Each point of the 
Contacts merit represents an area in which you have a web of informants (or simply one very well placed 
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one), such as “big business”, “computer hackers”, “newspapermen”. Requesting information from one of 
these sources requires a downtime action. You may spend more than one downtime action to access more 
than one of your sources, but each area may only be used once per downtime. You may “hand off” some 
downtime actions to your Contacts (typically research assignments) if they could conceivably do the 
action for you. Contacts can be discovered by other characters and disposed of (or recruited) – if this 
happens and you lose access to them, you recover an amount of XP equal to half that invested in this 
merit. Fame (1 to 5 points) 
 You are well-known in public – perhaps you are or were a member of a famous rock band, or 
were involved in politics, or used to be a movie star. You get a +1 per point bonus to Socialise and 
sometimes Persuasion draws where your Fame would be an advantage. You may also be recognised at 
random on the street; observers get a +1 per point bonus on a Wit + Cmp draw to recognise you. Inspiring (4 points) 
 Prerequisite: Presence 4 
 Once per night, you may make a rousing speech which inspires others. If you speak for a full 
minute, and keep their attention, make a Pre + Persuasion draw. If successful, all listeners (not including 
you) regain one Willpower point. Mentor (1 to 5 points) 
 A Mentor is someone who at one point has taken you under their care and trained or advised you. 
They often intercede on your behalf, but as a result you may owe them a favour or two. The number of 
points spent on this merit determines how useful, or how accomplished, your Mentor is. Generally 
speaking they don’t perform downtime actions on your behalf, but will be looking out for you and will 
undertake independent actions to aid your character. You may ask your Mentor to perform a specific task 
for you, and they will likely comply, but they will almost certainly ask for a favour in return. Mentors can 
be discovered by other characters and disposed of – if this happens and you lose access to them, you 
recover an amount of XP equal to half that invested in this merit. Resources (1 to 5 points) 
 Resources is a measure of your disposable income – all characters are assumed to have enough to 
get along with (housing, food – not quite so necessary for vampires, transportation). Each point of 
Resources increases your disposable income according to the following table: 

Resources Disposable 
Income 

Assets 

1 $500/month $1,000 
2 $1,000/month $5,000 
3 $2,000/month $10,000 
4 $10,000/month $500,000 
5 $50,000/month $5,000,000 Retainer (1 to 5 points) 

 A Retainer is an individual who you are able to give commands to in some way. Perhaps they are 
an old family servant, a hired bodyguard, or someone you are blackmailing into working for you. In any 
case, they perform services for you when you tell them to. When you take this merit, submit to the 
Storyteller an idea of what sort of services the Retainer is able to perform, and the Storyteller will make 
up a character sheet for that retainer. In general, the number of points spent on this merit is the maximum 
value of any of the Retainers attributes or skills. You may “hand off” some downtime actions to your 
Retainer if they could conceivably do the action for you. Retainers can be discovered by other characters 
and disposed of (or, in extreme cases, recruited) – if this happens and you lose access to them, you 
recover an amount of XP equal to half that invested in this merit. 
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Status (1 to 5 points) 
 This version of Status represents influence in the mortal world; for Clan, City, and Covenant 
Status see the “Vampiric Merits” section, p24. When you select this Status, choose an organisation from 
the list below in which you have a certain amount of power. Most organisations have a prerequisite or 
two, usually a skill you must have at a certain level before you can gain Status within that group. You 
may perform actions in that organisation within the legal boundaries of your authority with no risk 
whatsoever. For example having Status (Police) 1 would allow you to interview suspects, review case 
files and access the Police computer network. Status (Police) 4 might allow you into the evidence locker, 
or allow you to assign yourself to case you otherwise wouldn’t be involved with. It also allows you to 
“issue orders” (or its equivalent in non-hierarchical organisations) to those with lower Status than 
yourself. These orders may not be followed particularly quickly or reliably, depending on your 
management style. The available organisations (and their prerequisites) are: 

• Academic: This usually means you are a professor or (at the least) lecturer at a University 
or Research Institute. Prerequisite: Academics 2, with a specialty in whatever field you 
hold Status. 

• City Hall: This is more than simple “civil servant” – Status (City Hall) 1 means you are in 
charge of a small department, Status 3 may be a city councillor or even mayor of a small 
town. Prerequisite: Politics 1. 

• Clerical: You are an ordained minister (or its appropriate position) in a formal religion. 
Status (Catholic Church) 5, for example, would be a Cardinal or Archbishop. 
Prerequisite: Academics 1, with a specialty in Religion. 

• Corporate Executive: You are middle management (or at higher levels, upper 
management), and have access to company cars, credit cards, computer systems, and so 
on. Prerequisites: None 

• Criminal: You are a member of an organised crime syndicate, whether it’s the Mafia, the 
Yakuza, or the Crips. At higher levels, you may well be wanted by the Police or FBI. You 
have access to cheap muscle, illegal contraband, and can launder money. Prerequisites: 
Streetwise 2, plus one of Brawl 2, Weaponry 2, or Firearms 1. 

• Diplomat: You are a registered diplomat. If you are outside of your native country on 
official business, you benefit from diplomatic immunity. Of course, if you get caught 
doing something illegal you will be shipped home and stripped of your diplomatic status.  

• Licensed Professional: This covers things such as Private Investigators, Lawyers, Building 
Contractors, and anything that requires a licence to operate. Prerequisites: Varies. 
Academics 1 with Law specialty for PI, Academics 3 with Law specialty for Lawyer, etc. 

• Medical: You are a doctor, nurse, paramedic or other medical professional. You have 
access to medical records and can write prescriptions for drugs. You can also gain access 
to crime scenes where there is a victim or body. Prerequisites: Medicine 2 

• Occult: You are a ranking member of an organised Occult society, such as the Illuminati 
or the Priory of Sion. You may have access to cult libraries, other experts in the field, and 
of course hordes of slavering followers. Prerequisites: Occult 2 or Persuasion 3 

• Police: You are a police officer. You have access to police records, suspects, holding cells, 
evidence lockers, and so on. At higher levels you are able to start investigations, co-
ordinate with federal authorities, and call in SWAT teams. Prerequisites: Drive 1 and 
Firearms 1 

• Union/Rotary: You are a member of a voluntary organisation such as a Union or Rotary 
Club. You have access to the knowledge of other members, who may also be able to 
perform tasks on your behalf. At higher levels you can contact other unions or clubs and 
enlist their help. Prerequisites: None 
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Striking Looks (2 or 4 points) 
 You are gorgeous. You get +1 or +2 (depending on the level of the merit) on all Presence or 
Manipulation draws where you are using your looks to influence someone else. They must be attracted to 
your gender. However, onlookers get the same bonus to remember or recognise you if they witness you 
committing a crime. 
 Vampiric Merits Haven (1 to 5 points) 
 The Haven merit represents the safety of the place where you sleep during the day. In game terms, 
characters who wish to break in to, or even locate, your Haven suffer a penalty on their draws equal to the 
number of points you have in this merit. High levels of the Haven merit will require downtime actions 
(which can be performed by Allies or Retainers) to maintain. Herd (1 to 5 points) 
 The Herd merit represents a group of people that you can feed off with little to no difficulty. They 
may be members of a blood cult you run, or a particularly bloody sex group, or simply a small group of 
people scattered throughout the city that allow you to feed off them. Each point in Herd gives you +1 to 
your nightly feeding draw (see Player Pack for details of feeding). City Status (1 to 5 points) 
 City Status corresponds to your ranking within the city as a whole. Only the Prince has City Status 
5, and the other ranks correspond to status as follows: 
 Status 1: Hound, or “esteemed member of the city” 
 Status 2: Sheriff, or “invaluable servant of the city” 
 Status 3: Harpy, Seneschal, Master of Elysium 
 Status 4: Regent, Primogen, Herald 
 Status 5: Prince 
 If you have a title, you may add your City status to any draw where you are acting in an official 
capacity (yes this means the Sheriff gets +2 on draws made to arrest you, including combat). If you have 
no official title, you may add your City status to any draw where you are acting “for the good of the city” 
(subject to Storyteller approval). Any character may ignore the City status of anyone challenging them, 
thus removing the bonus to their draw, but doing so will undoubtedly have consequences of its own. 
There is no way to offset this lapse in etiquette. You do not usually buy points in City status – it is 
awarded to you. If you wish to buy City status at the beginning of the game, ask a Storyteller, with a 
reason why it was awarded to you. Clan Status (1 to 5 points) 
 Clan status represents how important you are to your clan. The Prisci of each clan in the city has 
Clan Status 5; other ranks are handed out differently depending on the clan in question. You add your 
clan status to any draw made against another member of your clan, when you are making a request or 
giving them orders of some kind. Clan status can be ignored, but there are usually consequences – 
sometimes fairly severe ones – for doing so. You cannot usually buy points in clan status – it is awarded 
to you. If you wish to buy clan status at the beginning of the game, ask a Storyteller, with a reason why it 
was awarded to you. Covenant Status (1 to 5 points) 
 Covenant status is a formal recognition of your rank in your covenant. Although there are 5 
different “Covenant Status” merits – one for each covenant – you may only have points in one covenant 
at a time. Each point of status in the covenant bestows a formal rank in the covenant in question. The first 
two ranks, as well as rank zero (that is, a Vampire who considers themselves a member, but without any 
formalised Status) for each covenant are listed in the table below: 
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Rank Carthians Circle Invictus Lancea Sanctum Ordo Dracul 
0 Employee Babe Kindred of Quality Abecedarian Slave 
1 Manager Infant Lord/Lady Anointed Supplicant 
2 Board Member Son/Daughter Baron/Baroness Priest Scribe 

You may add your covenant status when making requests or giving orders to other covenant members, as 
long as those requests involve the covenant somehow. You must have Covenant Status 1 in order to claim 
the benefits of each covenant (see page 7) Disciplines 
 The ability to move faster than any human alive. To crush a mortal’s will with a look. To 
transform into a wolf or bat. These are the province of Disciplines, the mystical powers enabled by Blood 
(also called Vitae) that all Vampires possess to one degree or another. There are 10 Disciplines in total, 
and each clan has easy access to three of those disciplines. There are also three Disciplines that do not 
belong to a clan, but to a covenant – Crúac for the Circle of the Crone, Theban Sorcery for the Lancea 
Sanctum and The Coils of the Dragon for the Ordo Dracul. The first two powers of each Discipline are 
detailed here – equivalent to two levels in the Kindred Lore skill. If you only have Kindred Lore 1, you 
may read the heading for each Discipline, but please refrain from reading the entries for the powers 
themselves! Animalism 
 In-Clan for: Gangrel, Ventrue 
 Animalism is influence over, and control of, the animal kingdom. Animals instinctively shy away 
from most Vampires, but any Vampire with any points in Animalism quite often finds that animals will 
follow them around. Most Animalism powers require eye contact (see Dominate, p26), but in most cases 
this is assumed and no test is required.   Level 1: Feral Whispers 
 Test Pool: Man + Animal Ken + Animalism 
 Requires Line of Sight and Eye Contact; Instant Action 
 You establish an empathic link with an animal that you can see, and that can see you. For as long 
as you concentrate on this power and continue talking, you may have a conversation with it. Be aware 
that most animals are unable to count, or differentiate between any two human sized characters. The 
animal will sit quietly while you are conversing with it. Level 2: Obedience 
 Test Pool: Pre + Animal Ken + Animalism - Target Animal’s Cmp 
 Requires Line of Sight and Eye Contact; Instant Action 
 You may instruct an animal to obey a command you issue it, and it will carry out the command to 
the best of its ability. The compulsion lasts until the command is completed, or the next dawn, whichever 
comes first. You may hand off a downtime action to an animal if it would be capable of performing it, in 
which case you are assumed to renew the command each night. Auspex 
 Unique to Mekhet 
 Auspex is the Discipline of perception; users of Auspex are simply able to perceive and 
understand things others cannot even detect. Occasionally users of Auspex receive flashes of prophecy or 
premonitions; these occur randomly and are usually quite vague. Auspex can also be used to detect the 
use of the Obfuscate discipline (page 29). See a Storyteller for details. Level 1: Heightened Senses 
 No Draw; Instant Action 
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 Choose either a particular sense, or all five senses. It is (or they are) sharpened to a razor’s edge, 
and you can pick out details no mortal could perceive. However, your senses can also be overwhelmed; if 
you have heightened hearing and a gunshot goes off, you stand a good chance of being temporarily 
deafened. Note that there is no cost associated with this power, but it is an instant action; therefore it 
essentially requires an action to activate each turn, preventing you from performing any other actions 
other than moving your acting speed. Level 2: Aura Perception 
 Test Pool: Int + Empathy + Auspex - Target's Cmp 

Costs 1 Blood; Requires Line of Sight; Instant Action (but see text) 
Aura Perception extends your vision partially into the spiritual plane; you perceive other being’s 

auras as a swirling mix of colours. You can perceive one colour per success achieved on the draw. Your 
first result (i.e. the first success) always indicates the foremost emotion in the target’s aura. After that you 
can ask if a specific colour (or specific emotion) is present in the aura. You can also use one success (not 
the first) to ask if the last statement made by the subject was the complete truth. Draw Int + Empathy + 
Auspex vs. the targets Cmp + Blood Potency. If you get more successes, the target must tell you if the last 
statement they made was completely true. You may only use Aura Perception once per scene (or hour) on 
any one target. While using the power is an Instant action, you must spend a number of turns equal to the 
number of successes you gained interpreting the colours seen; during this time you may do no more than 
move your acting speed each turn while staring intently at the subject. Different creature’s auras display 
differently: a normal person’s aura is bright and colourful, those of Vampires are faded and ‘washed out’, 
a ghost’s aura is filled with scintillating colours, and so on. It is possible to deduce what kind of creature 
you are viewing with a successful Wit + Occult draw.  Celerity 
 In-Clan for: Daeva, Mekhet 
 Superhuman speed is the hallmark of Celerity.  
 All levels of Celerity function the same way: 
 No Test 
 Costs 1 Blood; Reflexive Action; Lasts one turn 

• All incoming attacks suffer a penalty equal to the points of Celerity (this includes 
Firearms attacks, against which you normally get no Defence) 

• Your initiative increases by your points of Celerity 
• Your acting speed increases by your points of Celerity 
• Your running speed increases. Add your points of Celerity to your running speed, and then 

double that value.   Dominate 
 Unique to Ventrue 
 Dominate is the ability to control the mind of other intelligent beings: humans, other vampires, 
werewolves, and so on. The form of the being does not matter; a werewolf in wolf form is subject to 
Dominate, and is not affected by Animalism. Most uses of Dominate require eye contact; if the target is 
aware of the power, they may simply close their eyes to negate the power. However, walking around with 
closed eyes is hardly practical for long periods of time, and only instantaneous eye contact is required. If 
there is some question as to whether eye contact was made or not, each character should draw Initiative. 
The character with the higher initiative “wins”, i.e. eye contact is made, or the defender closes their eyes. Level 1: Command 
 Test Pool: Int + Intimidate + Dominate vs. Res + Blood Potency 
 Requires Eye Contact; Instant Action (Resistance is reflexive); Duration Instant or 1 turn 
per success (see text) 
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 You make eye contact with your target and issue it a one-word command such as Sleep, Freeze, 
Jump, Stop, Cough and so on. If the target is able to follow that command without placing themselves in 
danger then they do so immediately. (For this reason this power is usually not very helpful in combat – a 
command of “sleep” or even “stop” when other people are attacking the target will be ignored.) You may 
embed the Command in a sentence in order to give the Command context, but you must stress the 
Command and make eye contact when you give it. Those familiar with this power (Kindred Lore 2 or 
higher) will recognise it for what it is, but others may not. If the Command is one which has a duration 
(such as “Sleep” but not “Cough”) then the target will obey the command for a number of turns equal to 
the successes on the activation draw. Also note that targets that do not normally perform the stated 
Command (humans don't fly) will not do so if Commanded to. Level 2: Mesmerise 
 Test Pool: Int + Expression + Dominate vs. Res + Blood Potency 
 Requires Eye Contact; Instant Action (Resistance is reflexive); Duration up to one month 
(see text) 
 You and the target must be free of distractions (especially not in combat!) for this power to work. 
You make eye contact with the target and issue them a task to complete. The command so given may also 
include a single trigger condition. Examples include “go and sit on that couch”, “when I click my fingers, 
you will dance a jig”, “go to 84 Albany Street and shoot the man in the red shirt working behind the 
desk”. There is no practical limit to the complexity of the command(s) issued, but there are a number of 
situations under which they will not be carried out. The target must understand the commands issued. 
They will not carry out commands which are obviously suicidal (“Kill yourself”, “go to the police station 
and kill all the cops”), but they will carry out instructions which will not necessarily lead to their 
destruction (such as the Albany Street example above). They will not carry out obviously futile or 
impossible actions (“Count every car in this city”), nor will broad commands take hold (“Obey everything 
I say”). The instruction must be a single, achievable (in the mind of the target) task which can be 
completed within one month. If a target discovers during the performance of the task that it does put him 
in danger, he may attempt a Resolve draw (+ Blood Potency) to escape the Mesmerism. The Resolve 
draw needs a number of successes equal to the number achieved on the activation draw. If this draw does 
not get the required number of successes, the target will continue the task. The duration of this power is 
one month, or until the task is completed, whichever comes first. Particularly complex commands 
“Follow this man, take notes on his activities and who he talks to, and report back to me on the 5th of next 
month” may take more than one turn to implant, however the target is captivated by your gaze while the 
command is being issued. Majesty 
 Unique to Daeva 
 Majesty is the discipline of emotion control. Majesty has a few advantages over Dominate; it 
doesn’t require eye contact (although the targets must be able to see the acting Vampire) and it can affect 
whole crowds at once. The downside is that Majesty does not command the targets; it merely changes 
their emotions to those more preferable to the user of the power. With careful use of Majesty a Vampire 
can persuade nearly anyone to do their wishes; however it can equally backfire if it is not used carefully, 
creating dissension, confusion, and resentment in the subjects.  Level 1: Awe 
 Test Pool: Pre + Expression + Majesty 
 Instant Action; Duration one night 
 When you activate this power announce “Awe!” and count the number of people who can see you. 
Your draw is penalised by the number of people affected, as detailed below: 

No Of 
Targets 

Penalty 

1 0 
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2-5 -1 
6-10 -2 
11-50 -3 
50+ -4 

 If you fail to get any successes you may not use this power for one hour. If not, the number of 
successes you get is the bonus to any social skill roll (not discipline use) against those targets for the 
remainder of the night. You must attempt to Awe everyone who can see you, you cannot pick out a target 
from the audience. Once Awe has been successfully used on a target, they become immune to further uses 
of the power by you for the rest of the evening (you cannot activate it again in hopes of getting more 
successes).  Level 2: Revelation 
 Test Pool: Man + Persuasion + Majesty vs. Cmp + Blood Potency 

Costs 1 Blood; Instant Action (Resistance is reflexive); Duration instant (see text) 
You must be in conversation with your target for this power to be effective. If you gain more 

successes on your activation draw than the target’s resistance draw, they begin confessing their secrets to 
you, one per success you achieve. You have no control over which secrets they confess to, but generally 
they will begin with those related to the conversation they are currently having. After the first secret, the 
target may spend 1 Willpower and attempt a Composure (+ Blood Potency) draw to stop confessing (the 
Willpower does not add +3 to this draw). You may only use this power once per hour (successful or not) 
per target.  Nightmare 
 Unique to Nosferatu 
 A Vampire with Nightmare powers is literally a terror to behold. Their countenance becomes that 
of a true monster and they are able to inspire feelings of dread in even the most hardened individual.  Level 1: Monstrous Countenance 
 Test Pool: Pre + Intimidation + Nightmare vs. Cmp + Blood Potency. The Nosferatu clan flaw 
does not apply to this draw. 
 Instant Action (Resistance is reflexive); Duration equal to successes achieved.  
 You bare your fangs and show your true nature to your target. If you achieve more successes on 
the contested draw, they can perform no actions except to flee from your presence at their Running Speed 
for a number of turns equal to the number of successes you get. They will also stay away from you (if 
possible) for the next hour. 
 Note: A certain amount of roleplaying is expected with regard to this power; the user must hiss, 
growl or otherwise present a monstrous image; if successful the target is expected to cower, run, and 
perhaps scream as they flee in terror. Level 2: Dread 
 Test Pool: Man + Empathy + Nightmare vs. each target's Cmp + Blood Potency. The Nosferatu 
clan flaw does not apply to this draw. 
 Costs 1 Blood; Requires Line of Sight; Instant Action (Resistance is reflexive); Duration see 
text 
 Draw once for the user of this power, and compare to each sentient being within three steps per 
current Willpower point of the user (e.g. if the user has Willpower 4, the power extends to 12 steps 
around the user in all directions). If the user achieves more successes than the target, then the target 
suffers -2 on all draws and may not spend Willpower to boost draws as they feel a sense of rising, 
unnameable terror. This power lasts as long as the activating Vampire concentrates on the power, or for 
one hour, whichever is shorter. Concentration is broken if the acting Vampire attacks, takes a Dodge 
action, or activates any other power. Any creature entering the area are affected as if Dread were activated 
immediately, achieving the same number of successes as the original draw. Multiple uses of Dread do not 
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stack; either you are affected or you aren’t (however multiple users will of course require multiple 
resistance draws). Dread affects all creatures within the area; it is not possible to select certain creatures 
to affect or to not affect. Obfuscate 
 In-Clan for:  Mekhet, Nosferatu 
 Obfuscate is the supernatural power of hiding or misdirection. From fading from view completely, 
to palming an object so it can’t be found even if you are frisked, Obfuscate is useful if you have 
something to hide. It should be noted that Obfuscate does not actually make anything disappear; instead it 
works on the consciousness of the observer; their mind simply refuses to accept that the object or person 
in question is there. Animals are not so easily fooled; they rely on more than sight to detect the world 
around them, and quite often can pierce the shroud of Obfuscate when others cannot. Similarly, users of 
the Auspex discipline (see page 25) can use that power to attempt to see through the deception (see the 
Storyteller for details). Level 1: Touch of Shadow 
 Test Pool: Wit + Larceny + Obfuscate 
 Instant Action; Lasts one hour 
 Touch of Shadow conceals an item from observation. While people may not actively perceive the 
object, they will move around it if it is left unattended. The item can be found, but the searcher must 
know exactly what they are looking for; “a book” is not specific enough, but “the first printing of the 
Origin of the Species that was on display here” certainly is. The searcher then must of course search in 
the correct place, and make a Wit + Cmp draw, needing more successes than achieved on the Touch of 
Shadow draw. Auspex can also be used to detect the object (see Storyteller for details). The draw for 
Touch of Shadow is modified based on the size of the object, as follows: 

Size Modifier 
Palm sized +2 
Wallet sized +1 
Chequebook 
sized 

0 

Pistol sized -1 
Toolbox sized -2 
Arm-sized -3 
Negative 
Space* 

-3 

Person sized -4 
Car sized -5 

*A negative space is a hole; Obfuscating an archway or open window. If there is a door or similar object 
then it must be Obfuscated rather than the hole it leaves. 

 There are rumours that even larger objects can be Obfuscated, up to and including whole 
buildings. If such things are possible – and the duration could somehow be extended to make it actually 
useful on such a scale – then such knowledge has been lost.  Level 2: Mask of Tranquility 
 Test Pool: None 
 Instant action to turn “on” or “off” 
 When Mask of Tranquility is active, you are able to hide your inner Beast from other Vampires. In 
game terms this means you do not trigger the Predator’s Taint (see Player Pack document, p 5) in other 
Vampires, and if your aura is observed via Aura Perception (page 26) it does not appear pale and washed 
out as it normally would. Other Vampires still trigger the Predator’s Taint in you, however. (In game 
terms, Vampires with Mask of Tranquility have “0” listed as their Blood Potency on their name card) 
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Protean 
 Unique to Gangrel 
 At its heart, Protean is the discipline of shape changing. Powers rumoured to belong to this 
discipline include the ability to change into a wolf or bat, the ability to grow claws or fangs, and even the 
ability to transform into a swarm of rats. The lesser powers of Protean are not quite as grand; but are 
useful in their own way. Level 1: Aspect of the Predator 
 Test Pool: None 
 Always on; Instant action to turn off; remains off for one hour, then reactivates 
automatically 
 Vampires with this power have an animal ferocity to them. When Predator’s Taint triggers (see 
Player Pack document, p 5), if the Vampire with Aspect of the Predator has a lower blood potency, treat it 
as equal for the purposes of that check. If the Vampire has a higher blood potency, this power has no 
effect.  (In game terms, Vampires with Aspect of the Predator have “?” listed as their blood potency on 
their name card. The Vampire with this power will react appropriately depending on the relationship 
between their actual blood potency and the blood potency of those they are interacting with). Level 2: Haven of Soil 
 Test Pool: None 
 Costs 1 Blood; Instant Action; Duration 1 day (but see text) 
 This power allows the Vampire to literally meld with the earth, transforming their bodies into soil 
as they sink down into the dirt. When this power is first acquired, only natural earth or soil can be melded 
into. For every 3 XP spent, the Vampire can add one of these substances to those they can meld with: 
Wood, Water, Natural Stone, Processed Stone. The last category includes such things as concrete or 
asphalt. While this power is active the vampire can not be “dug up” – they are actually part of the earth. 
In fact, they are so much a part of the earth that any attempt to find them suffers a -3 penalty. This power 
is usually used to sleep during the day; if the Vampire wishes to rise earlier (in the case that they are 
being pursued, for instance) they may spend 1 Willpower point and make a Humanity draw after a 
specified period (e.g. “I want to emerge 2 hours from now”). With a success they are able to reform their 
body, otherwise they are interred until the next sundown.  Resilience 
 In-Clan for: Gangrel, Ventrue 
 Resilience is the discipline of physical toughness. All levels of Resilience function the same way. 
 Test Pool: None 
 Each level of Resilience gives your character one extra Health level. When activated it also 
provides other benefits: 
 Costs 1 Blood; Reflexive action; lasts one hour 
 If you are activating Resilience in response to an attack, you must do it when the attack is 
announced; you can’t wait to see if the attack is successful (or how successful) first. When activated each 
level of Resilience gives your character: 

• A Stamina increases of 1 (this does not further increase your Health; that is included in the 
permanent Health bonus) 

• The ability to reduce one point of Aggravated damage to Lethal damage. This ability must 
be used when the damage is inflicted. 

Example: Mike (our example character) has Resilience 1. This means he has one additional 
Health level. When he takes an action to activate his Resilience, his Stamina increases by one, and 
sometime in the next hour he may downgrade one point of aggravated damage to lethal when he is 
damaged. If he picks up another level in Resilience, he may downgrade 2 points at once, or 1 
point on two separate occasions within the hour. 
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Resilience may be “reactivated” by spending another blood. The Stamina increase does not trigger 
again (it remains at its higher level), but the duration begins afresh. The ability to downgrade 
damage refreshes to its full value. Any unused points are lost. Vigor 

 In-Clan for:  Daeva, Nosferatu 
 Vigor is the Discipline of Strength. Rumours of Vampires able to lift cars are due to Kindred with 
this power. All levels of Vigor function the same way. 
 Test Pool: None 
 Costs 1 Blood; Instant action; Lasts one hour 
 When Vigor is activated your Strength increases by one per level. This affects: 

• Your running speed 
• Skills based on Strength (typically Athletics, Brawl, Weaponry, and sometimes 

Intimidation, Crafts, and Streetwise) 
• Your damage cap (depending on other factors; see “Inflicting Damage”, p7 in the Player 

Pack document) Crúac  
 (Note: You must have either Covenant Status (Circle) 1 or Covenant Lore 2 to know any of 
this information. If you do not, please do not read this section) 
 Crúac is the sorcery practised by members of the Circle of the Crone. It always involves blood 
sacrifice of some kind – sometimes by the practitioner, sometimes by anyone who happens to be in the 
right place at the wrong time. However, the blood paid must be Vitae; the peculiar substance that ebbs 
and flows in a Vampire’s veins. Mortal blood does not suffice.  
 Each level of Crúac does not in and of itself do anything. It simply allows you to learn rituals up 
to the level of Crúac that you have. For example, if you have Crúac 2, it allows you to learn as many level 
1 or 2 Crúac rituals as you pay the experience for. Each time you learn a level of Crúac you may learn one 
ritual of your choice of the new level at no cost. For a list of available Crúac rituals, see the Storyteller. 
 Crúac is not dancing naked around a bonfire chanting rituals. It is a much more primal, visceral 
Discipline which in no small part defines who you are, and at least partly determines your moral code. 
Your maximum Humanity is equal to 10 minus your level in Crúac. 
 Activation Draw: Typically Man + Occult + Crúac  
 Always costs at least 1 Blood; Extended action (successes equal to level of ritual required) Theban Sorcery 
 (Note: You must have either Covenant Status (Lancea Sanctum) 1 or Covenant Lore 2 to 
know any of this information. If you do not, please do not read this section) 
 Theban Sorcery is practised by the Sanctified – the members of the Lancea Sanctum. It has a 
decidedly Judeo-Christian religious theme; powers rumoured to belong to this type of sorcery include 
raining blood, plagues of locusts, and other “judgements of God”. There is a definite righteousness theme 
that goes with most Theban rituals. Theban rituals always require an expenditure of a Willpower point to 
perform; since you can only spend one Willpower per turn that means on at least the first draw you may 
not spend Willpower to gain +3 to the draw (see Spending Willpower on page 32). They also require an 
offering of some kind, which varies from ritual to ritual. When the ritual begins the offering is consumed 
leaving only ash or dust behind. 
 Each level of Theban Sorcery does not in and of itself do anything. It simply allows you to learn 
rituals up to the level of Theban Sorcery that you have. For example, if you have Theban Sorcery 2, it 
allows you to learn as many level 1 or 2 Theban Sorcery rituals as you pay the experience for. Each time 
you learn a level of Theban Sorcery you may learn one ritual of your choice of the new level at no cost. 
For a list of available Theban Sorcery rituals, see the Storyteller. 
 Activation Draw: Typically Int + Academics + Theban Sorcery  



Page 32 

 Always costs 1 Willpower and an offering of some kind; Extended action (successes equal to 
level of ritual required) Coils of the Dragon 
 (Note: You must have either Covenant Status (Ordo Dracul) 1 or Covenant Lore 2 to know 
any of this information. If you do not, please do not read this section) 
 The teachings of the Ordo Dracul revolve around the evolution of the Vampiric species. They 
believe that it is possible with meditation and training to overcome the drawbacks of the Vampiric 
condition. The Discipline known as the Coils of the Dragon is in actuality three separate Disciplines. 
Each consists of only three levels. They are detailed below. There is no draw associated with these 
powers; once you master a given level, it is always considered active.  Coil of Blood 
 Tier 1: Blood Seeps Slowly: Instead of spending a blood each night upon waking, the Vampire 
spends one blood which then lasts a number of nights equal to their Resolve. (This power affects how 
much blood you start each night with – see the Storyteller for details) 
 Tier 2: Blood of Beasts: The Vampire can sustain themselves on animal and human blood, 
regardless of their blood potency. 
 Tier 3: Perspicacious Blood: For every two blood points drained from a human, the Vampire 
receives three Vitae. They also gain two Vitae for every point drained from another Vampire (beware the 
Vinculum)! Coil of Banes 
 Tier 1: Conquer the Red Fear: You gain +2 on tests to resist frenzy triggered by fire or sunlight. 
 Tier 2: Surmounting the Daysleep: You may spend a Willpower point at dawn to stay active 
during the day (this does not let you walk around in the Sunlight!). During the day, your maximum pool 
for any draw you need to make is limited by your Humanity. When the sun sets, you lose one Vitae as 
normal when you would wake.  
 Tier 3: Sun’s Forgotten Kiss: While the Sun is rising or setting (i.e. partly obscured by the 
horizon) you suffer only bashing damage. When the Sun is fully in the sky you suffer aggravated damage 
as usual. Coil of the Beast 
 Tier 1: Chastise the Beast: You may spend a Willpower point to automatically resist any kind of 
frenzy. You may choose to spend this point after making the Res + Cmp draw. 
 Tier 2: Lure the Beast: You may “ride the wave” (see Players Pack document – “Frenzy”, p8) 
without spending a Willpower point, and you only require three successes, not five. 
 Tier 3: Exhaust the Beast: You spend an hour in voluntary frenzy. At the end of that period you 
do not frenzy during the course of the night, no matter the cause, unless you wish to. This time must be at 
least partially spent in-game (i.e. you must start the game later than the other characters, or spend time out 
of circulation while roleplaying your frenzy). Willpower 
 Willpower is a derived attribute which is equal to your character’s Resolve plus Composure added 
together. If an effect increases or decreased either attribute, your Willpower changes accordingly. There 
aren’t any abilities that directly increase or decrease Willpower, and you can’t buy Willpower with XP 
(you must increase one of your Resolve or Composure).  
 Willpower represents your character’s self-confidence, emotional resilience, and ability to stick to 
and succeed at a task. It differs from Resolve primarily in that Willpower is used for short-term boosts, 
while Resolve is used for long-term tasks.  
 There are two measures used for Willpower. The first is your Willpower dots which is the sum of 
your Resolve and Composure, as noted above. The other is your Willpower points. When your Willpower 
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is at its fullest potential, your points and dots are equal. When you spend Willpower (see below), you 
always spend Willpower points, unless the ability or power in question specifically says to spend a 
Willpower dot. Spending a dot is a permanent modifier to your Willpower score, and a reason must be 
entered on your character sheet for why your Willpower is no longer equal to your Resolve plus 
Composure. Similarly, when an ability allows you to recover Willpower, you always recover Willpower 
points – the only way to recover a Willpower dot is to spend XP to increase your Resolve or Composure.  Spending Willpower 

You can spend a Willpower point as a reflexive action to: 
• Add +3 to any draw. There are some situations where you may not use Willpower this 

way; the two most common are on any offensive draw during combat, or in a draw 
designed to incapacitate your opponent (you are assumed to be giving your all already), 
and on humanity draws made to avoid degeneration (see Humanity, p 35). You may use 
this ability defensively in combat however. 

• Add +2 to one of your Resistance Attributes (Resolve, Composure, Stamina) in a draw 
where you don’t have a test pool, for example in an Aura Perception draw, which is Int + 
Empathy + Auspex – Cmp. You must be aware of the draw to spend a Willpower this 
way. 

• Add +2 to your Defence for an attack against you. You must be aware of the attack.  
In all of the above cases you must spend the Willpower point before any relevant draw is made.  
Sometimes a power or ability will require you to spend a Willpower point as part of its initiation – 

this does count as your Willpower expenditure for the turn, and does not add +3 to the draw. Regaining Willpower 
 Willpower is regained slowly – there are three main ways it is accomplished. 

1. You automatically regain one Willpower point each downtime period 
2. If you act in a way consistent with your Vice (see p 34), and such actions result in 

inconvenience for you, you regain one Willpower point.  If you act in a way consistent with 
your Virtue (see p 33), and such actions result in inconvenience for you, you regain all your 
Willpower points.  

3. If you accomplish a personal goal (as agreed to by the Storyteller) you regain one or more 
Willpower points 

Certain abilities may also allow to you to recover Willpower points, most notably the “Inspiring” 
Merit (p 22). Virtues and Vices 
 Every character has exactly one Virtue and one Vice – driving emotions that in no small part make 
them who they are. A Virtue is one of (perhaps the only one of) the last shreds of humanity that a 
Vampire can cling to; by following their Virtue a character can hope to bring a beacon of light into the 
otherwise dull and grey world that is the World of Darkness. On the other hand, a character that lets their 
Vice lead them quickly becomes a monster, generally only interested in themselves. The Virtues and 
Vices are listed below: Virtues 
 When you follow your virtue, and doing so costs your character in some meaningful way, you 
immediately recover all spent Willpower points. If you think an action you take qualifies you for this 
reward, consult the Storyteller. Charity 
 Also known as: Compassion, Mercy 
 Charity is the virtue of giving. The Charitable character gives of themselves; whether it is money, 
time, blood, or possessions. You would gain your Willpower points back if your Charity meant giving up 
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something you wanted – for example, giving the guy on the street corner with the wife in labour your car, 
or going back into the creature’s lair, even though you were captured and tortured by it the last time you 
went in… Faith 
 Also known as: Belief, Conviction, Humility, Trust 
 Faith is the virtue of belief without proof. Those with Faith believe that there is a higher order, an 
unseen hand, or simply a reason for everything. They may not believe in God per se but they do believe 
that “everything happens for a reason”. You would gain your Willpower back if you try to help the ghost 
out of its misery, rather than simply destroying it, or if you put yourself in a precarious position because 
you believe God told you to. Fortitude 
 Also known as: Courage, Integrity, Mettle 
 Fortitude is the virtue of carrying on in the face of mortal danger, overwhelming odds, or 
insurmountable obstacles. You regain Willpower points when you face the creature in combat even 
though running is an option, or you follow through on a promise even if it results in harm coming to you 
or your possessions. Hope 
 Also known as: Optimism, Dreaming 
 Hope is the virtue of knowing that it will all work out in the end, that every cloud has a silver 
lining, and that good exists in every individual. You regain Willpower points when you refuse to let 
others give in to despair, or go out of your way to show someone else the positive side of a seemingly 
negative situation. Justice 
 Also known as: Righteousness, Fairness 
 Justice is the virtue of believing that no wrong should go unpunished. You regain Willpower 
points when you go out of your way to correct a slight, even though by doing so you may put yourself in 
danger, or if the transgression is not related to you. You may take the law into your own hands, and damn 
the consequences.  Prudence 
 Also known as: Patience, Vigilance 
 Prudence is the virtue of careful planning and wisdom over rash actions and thoughtless 
behaviour. You regain Willpower points when you stop to make sure the plan is perfect, or if you go back 
to get your teammates even though the creature may be getting away. Temperance 
 Also known as: Moderation, Frugality, Chastity 
 Temperance is the virtue of moderation in all things. Those with Temperance as a virtue do not do 
anything to excess, and believe that everything is about balance. You regain Willpower points when you 
turn down an opportunity because it would be “too much” – you win the lottery but give away most of 
your winnings, or refusing to give in to the gorgeous blonde in the corner because you have more 
important things to do. Vices 
 When you follow your vice, and doing so costs your character in some meaningful way, you 
immediately recover one spent Willpower point. If you think an action you take qualifies you for this 
reward, consult the Storyteller. Envy 
 Also known as: Jealousy, Covetousness 
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 Envy is the vice of wanting what someone else has. The thing you envy does not have to be a 
physical thing; you may just as easily covet someone’s confidence or smile as their house or car. You 
regain a Willpower point if you take steps to either take what someone else has for purely personal gain, 
or to strip someone else of the thing they possess so that neither of you have it.  Gluttony 
 Also known as: Overconsumption 
 Gluttony is the vice of excessive consumption. A glutton is one who simply can’t stop when 
they’ve had enough. The obvious example is an overeater, but someone who is always doing “just one 
more job” could easily qualify as well. You regain a Willpower point if you overindulge in some way that 
disadvantages you; you drink until you pass out, you spend time getting to Level 75 when your friends 
needed you to drive out and get them, and so on. Greed 
 Also known as: Avarice, Materialism 
 Where Gluttony is all about consumption, Greed is all about collection. You want it all and it 
doesn’t matter how many people get hurt for you to get it. You regain a willpower point when you go to 
extreme, possibly dangerous lengths to accumulate material possessions.  Lust 
 Also known as: Impetuousness, Lasciviousness 
 Lust is the vice of getting what you want – now. Mostly (but erroneously) applied to sexual 
encounters, you can easily lust for just about anything. While Greed is about collecting things, Lust is 
more about the chase of obtaining them. Lustful individuals tend to act without planning, grabbing 
whatever takes their fancy without thought of consequences, and regain a Willpower point when their 
actions place them in some trouble. Pride 
 Also known as: Arrogance, Vanity 
 Pride is the Vice of self-confidence and self-belief gone wrong. The prideful believe they are 
always the best person for the job, or that someone else is always to blame. You gain a Willpower point 
back if your prideful actions result in you volunteering to be the first one down the tunnel because you’re 
the best for the job, or landing a superior in trouble to cover up for your mistake. Sloth 
 Also known as: Laziness, Apathy, Cowardice 
 Sloth is the vice of leaving things for other people to do. If it can be done by someone else, let 
someone else do it. You regain a Willpower point whenever your inaction leads to personal difficulty, or 
if your task is completed despite it. (If your task is completed as a result of you asking someone else to do 
it, that doesn’t count!) Wrath 
 Also known as: Anger, Sadism, Hot-Headedness 
 Wrath is the vice of over-reaction. Most people think this relates to physical violence – and often 
it does – but that is hardly the only application of a wrathful character. If someone outbids you in an 
auction, and you set out to ruin them financially (Wrath can be long as well as short-term), that would be 
an example of Wrath. You gain a Willpower point if by indulging in your Wrath you put yourself in some 
unnecessary danger, or stand to lose something important to you. Simply starting a fight is not enough to 
gain a Willpower point; it must have been a situation that could have been resolved peacefully if it were 
not for the Wrathful character’s actions.  Humanity 
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 Humanity (Morality, if you are a human or ghoul) is a measure of your compassion for other 
sentient beings. It is measured on a scale from 1 to 10. The average human being – and all starting 
characters – have a Humanity of 7. One of the trials of being a Vampire is the constant struggle between 
the Beast, which serves only to feed and survive, and any remaining Humanity, which is concerned with 
the wider community. 
 Your Humanity is not fixed; it changes depending on the actions you perform. As you perform 
more inhumane acts, your Humanity drops. It is a lot easier to lose Humanity than gain it; you must buy 
Humanity back with XP and you must get Storyteller approval to do so. Each level of Humanity has a 
“sin threshold” – the lower the Humanity, the more heinous the sin. If you commit a sin of severity equal 
to or lower than your current threshold, you must make a test to see if your Humanity is permanently 
affected as a result. For example, the sin threshold for Humanity 7 (the starting value) is Petty Theft. If 
your character has a current humanity rating of 7 or less, and commits a petty theft or worse, they must 
test to see if their humanity is affected. They are capable of injuring (not killing) others – which is the sin 
threshold for Humanity level 8 – without testing. The table for sin thresholds follows. 

Humanity Sin Threshold  Number 
of Draws 

10 Selfish Thoughts 5 
9 Minor Selfish Act 5 
8 Injury to Another 4 
7 Petty Theft 4 
6 Grand Theft 3 
5 Intentional Mass Property Damage 3 
4 Impassioned Crime 3 
3 Planned Crime 2 
2 Casual/Callous Crime 2 
1 Heinous Act 2 

When you commit a sin which could affect your Humanity (as defined above) you must make a number 
of special draws. The number of draws you make are determined by the sin you committed on the table 
above, not your current Humanity. These draws do not follow the standard “test pool + card draw” total, 
but instead simply succeed on an 8, 9, or 10. If you get no successes on these draws then your Humanity 
drops by one point and you must test to see if you acquire a derangement (see below). If you achieve one 
or more successes, your Humanity remains at its current level. Derangements 
 When your Humanity drops (and in certain other situations, as determined by a Storyteller – 
although such situations are rare and always extremely traumatic), you must make a “Derangement 
draw”. This does function in the normal way, with your current (possibly just-reduced) Humanity as the 
test pool. If the draw fails (that is, your Humanity + card draw totals 9 or less), then you acquire a 
derangement appropriate to the trigger. Derangements often come in a mild and a severe form; unless the 
circumstances are truly exceptional, the mild form is always acquired first. A partial list of derangements 
follows. For more details see the Storyteller; generally speaking to know what any particular derangement 
does requires you to either have it (not recommended) or to have points in the Science skill, with a 
Psychology specialty. 

Mild Severe 
Depression Melancholia 
Phobia Hysteria 
Narcissism Megalomania 
Fixation Disorder Obsessive Compulsive Disorder 
Suspicion Paranoia 
Inferiority Complex Anxiety 
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Vocalisation Schizophrenia* 
Irrationality Multiple Personality Disorder* 
Avoidance Fugue* 
*These disorders are truly life-altering. Only the most 

extreme experiences can bring them on.  
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Player Survey 
What kind of game do you want? This is your chance to tailor the game to your preferred style of play. 
Where possible we’ll structure your game your way, so that you get the experience that you want. 
Indicate on the scales below what you’d prefer during the game, with a higher ranking indicating more of 
that element: 
 Combat 
0 .................... 1.....................2 .....................3 .................... 4.....................5 .................... 6..................... 7 
 Action/Adventure 
0 .................... 1.....................2 .....................3 .................... 4.....................5 .................... 6..................... 7 
 Mystery/Problem Solving 
0 .................... 1.....................2 .....................3 .................... 4.....................5 .................... 6..................... 7 
 Social Interaction/Political Intrigue 
0 .................... 1.....................2 .....................3 .................... 4.....................5 .................... 6..................... 7 
 Personal Subplots 
0 .................... 1.....................2 .....................3 .................... 4.....................5 .................... 6..................... 7 
 Involvement of Other Player Characters 
0 .................... 1.....................2 .....................3 .................... 4.....................5 .................... 6..................... 7 
 Involvement of Non-Player Characters 
0 .................... 1.....................2 .....................3 .................... 4.....................5 .................... 6..................... 7 
 Involvement of Supernatural Creatures that aren’t Vampires 
0 .................... 1.....................2 .....................3 .................... 4.....................5 .................... 6..................... 7 
  


