
• Symbols and
Numerics •
* (asterisk) character, aggravated damage

indicator, 32
• (dots, 1–5) points

attribute scores, 101
character attribute strength, 20
character skill levels, 20
defined, 282
Merit associations, 169
merit point values, 23
skills scores, 114

/ (slash) character, bashing damage
indicator, 32

10-again rule
defined, 281
dice pools, 57

10-sided dice, gameplay requirement, 8

• A •
academics, mental skill, 115–116
Acolytes, 285
action building, storytelling element, 225
actions

defined, 281
Storytelling System rules, 27

actual entity, Invictus guideline, 201
addiction, Mental Flaw, 253
advantages

Blood Potency purchasing, 153–154
character assessments, 23
character determinations, 94–95
Defense trait, 154–155
defined, 281
derangement conditions, 162–164

Health trait, 155
Humanity trait, 156–159
Initiative trait, 155–156
Size trait, 159
Speed trait, 159–160
vices, 165–166
virtues, 165–166
Willpower trait, 160–161

aftermath phase, storytelling element, 226
age, character background 

development, 96
agents/pawns, vampiric foes, 268
agents/servants, defeating/destroying 

a vampire, 260
aggravated damage

asterisk (*) character, 32
defined, 281
final death, 39
fire/sunlight, 34–35
supernatural attacks, 32

Allies
Social Merit ability, 173
Social Merit point values, 23

aloofness, Social Flaw, 255
Amaranth Tradition, rules of the Blood, 187
amnesia, Mental Flaw, 253
ancient, 286
Ancilla, 285
anger frenzies, triggering, 36
animal ken, social skill, 129
animal training, rolls/traits, 40
Animalism

discipline type, 21
Gangrel clan discipline, 57
types/point levels, 136–138
Ventrue clan discipline, 80

animals, antagonists, 229–233
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antagonists. See also foes
animals, 229–233
combatants, 238–247
non-combatants, 234–238

Appearance trait
Daeva clan, 49
Gangrel clan, 56
Mekhet clan, 64
Nosferatu clan, 70–71
Ventrue clan, 78

appliances, haven pros/cons, 264
armed close combat, rolls/traits, 40
armor, damage ratings, 31
Aspect of the Predator, protean discipline,

149–150
asterisk (*) character, aggravated damage

indicator, 32
athletics, physical skill, 122
attacks

combat rules, 28
damage types, 32

attics, haven pros/cons, 265
attributes

capability degrees, 101
Daeva clan, 50
defined, 281
dot (•) scores, 101
favored, 21
Gangrel clan, 57
Mekhet clan, 65
mental category, 89, 101, 103–105
Nosferatu clan, 72
physical augmentation methods, 34
physical category, 89, 101, 105–108
selecting/prioritizing, 20, 88–89, 92
social category, 89, 101, 108–111
Ventrue clan, 80

Aura Perception, auspex discipline,
139–140

Auspex
discipline type, 21
Mekhet clan discipline, 65
point levels, 138–140

automobile trunks, haven pros/cons, 264
Awe, majesty discipline, 143–144

• B •
backgrounds

character development questions, 
96–99

character identity/description, 19–20
Daeva clan, 49
Mekhet clan, 65
Nosferatu clan, 71
Ventrue clan, 79

barbarism, storytelling theme, 12
Barfly

point values, 23
Social Merit ability, 173

Barrens, 286
bashing damage

blunt/stunning attacks, 32
defined, 282
slash (/) character, 32

bats, animal antagonist, 238–239
Beast within

defined, 286
frenzy attacks, 36
humanity loss, 37–38
Predator’s Taint, 36–37

behavior bind, Social Flaw, 256
Belial’s Brood

covenant characteristics, 209
defined, 286

Belial’s Brood fanatic, combatant
antagonist, 239–240

black marketing, rolls/traits, 43
blood (Vitae)

advantage determinations, 94
Blood Potency effects, 154
character development, 22
health trait replenishment, 33–34
tasting another Kindred’s, 193

blood addicts, vampiric foes, 268
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blood feeding, vampire myth versus 
fact, 13

blood hunt
defined, 286
ordering, 188

blood of beasts, magic spell, 272
Blood Potency

character calculations, 23
character development, 93
Predator’s Trait, 36–37
purchasing, 153–154

blood scourge, magic spell, 272
blood seeps slowly, magic spell, 271
Blood to Blood, influences, 192–194
blunt stunning attacks, bashing 

damage, 32
bomb shelters, haven pros/cons, 266
bow combat, rolls/traits, 42
Brawl trait, Brawling Dodge prerequisite,

169–170
Brawling Dodge

Physical Merit ability, 169–170
point values, 23

brawling, physical skill, 123
breath holding, rolls/traits, 41
bypass security system, rolls/traits, 40

• C •
Call of the Wild, animalism discipline,

137–138
cannibalism

defeating/destroying a vampire, 262
vampiric foes, 269

carousing, rolls/traits, 40
Carthians

characteristics, 198
concepts, 197–198
covenant description, 21
Daeva clan covenant, 49
defined, 286
Gangrel clan covenant, 56
Mekhet clan covenant, 64
Nosferatu clan covenant, 70

objectives, 91
Ventrue clan covenant, 78

catching objects, rolls/traits, 40
cats, animal antagonist, 230–231
Celerity

Daeva clan, 50
discipline type, 21
Mekhet clan discipline, 65
point levels, 140–141

chance die, Storytelling System rules, 27
chance roll, 282
change is necessary, Carthian concept,

197–198
change must have a purpose, Ordo Dracul

tenet, 205
character ages, Storyteller guidelines, 219
character development, storytelling

element, 224–225
character flaws, Storyteller guidelines, 219
character history, Storyteller guidelines,

219
character names, Storyteller guidelines,

219
character sheet, gameplay requirement, 8
character traits, background 

development, 97
characters

advantage determinations, 23, 94–95
aggravated damage, 32
attribute selections, 20, 88–89, 92
background development, 96–99
bashing damage, 32
Blood Potency, 93
blood potency calculations, 23
clan Daeva, 47–54
clan Gangrel, 55–62
clan Mekhet, 63–68
clan Nosferatu, 69–75
clan selection guidelines, 91
combat engagement rules, 27–28
concept creation, 87–88
concept description, 19–20
covenant selections, 20–21, 91–92
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characters (continued)

creating from scratch, 19–22
damage avoidance techniques, 30–31
damage marking system, 32
discipline establishment, 93
embrace effects, 91
equipment lists, 24
final death, 39
frenzy attacks, 36
gameplay requirement, 8
group names, 24
healing techniques, 33, 34
humanity loss, 37–38
lethal damage, 32
merit selections, 93
refining, 95
skill selection/prioritizing, 20, 89–90
skill specialty selections, 20, 90–91
supernatural abilities, 20
torpor state, 34, 38
unaligned, 20
Ventrue clan, 77–83
Vitae (blood) level determination, 22
wound penalties, 33

Charity, Virtue trait, 23, 165
childe (CHILD), 286
childhood memory, character background

development, 96–97
chopping/hacking attacks,

defeating/destroying a vampire, 260
chosen of God, Lancea Sanctum belief, 203
Circle of the Clone

“bogeymen” of vampire society, 200
characteristics, 200–201
covenant description, 21
Daeva clan covenant, 49
Defined, 286
Gangrel clan covenant, 56
Mekhet clan covenant, 64
Nosferatu clan covenant, 70
objectives, 92
themes, 199
Ventrue clan covenant, 78

City of the Damned: New Orleans,
gamebook, 275

clans
belonging (embracing), 11
Daeva, 47–54
defined, 286
disciplines (powers), 11
favored attributes, 21
Gangrel, 55–62
Mekhet, 63–68
Nosferatu, 69–75
Priscus position, 190–191
selection guidelines, 91
supernatural abilities, 20
vampiric lineage, 184
Ventrue, 77–83
versus covenants, 12, 196

Claws of the Wild, protean discipline, 150
climax, storytelling element, 226
climbing, rolls/traits, 40
Cloak of Night, obfuscate discipline, 148–149
close combat

damage avoidance techniques, 30
defined, 282
rolls/traits, 40

club-goers, non-combatant antagonist, 234
coercion (resisting), rolls/traits, 42
Coils of the Dragon, 286
combat

avoiding damage techniques, 30–31
engagement rules, 27–28
weaponry damage ratings, 29

Command, dominate discipline, 141–142
commandments, storytelling do’s and

don’ts, 226–227
Common Sense

Mental Merit ability, 168
point values, 23

Composure
Gangrel clan, 21, 57
Initiative trait element, 155–156
Nosferatu clan, 21, 72
social attribute, 89, 101, 110–111
Willpower trait element, 160–161
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computer hacking, rolls/traits, 41
computers, mental skill, 116
concealment, ranged combat damage

avoidance techniques, 31
concepts

Carthians, 197–198
character description, 19–20
creating, 87–88
Daeva clan, 50
Gangrel clan, 57
Mekhet clan, 65
Nosferatu clan, 72
Ventrue clan, 80

conflict resolution, storytelling element,
222–224

Contacts
Social Merit ability, 174
point values, 23

contested actions
defined, 282
rolls/traits, 40–43
Storytelling System rules, 27

corruption, storytelling theme, 13
Coteries, gamebook, 276
coteries, social groups, 184, 286
covenants

allegiance toward, 195
Belial’s Brood, 209
Carthians, 197–198
character background development, 98
character selections, 20–21
Circle of the Crone, 199–201
Daeva clan, 49
defined, 286
fluid membership, 196
Gangrel clan, 56
Invictus, 201–203
Lancea Sanctum, 203–205
Mekhet clan, 64
Nosferatu clan, 70
Ordo Dracul, 205–207
political/religious associations, 195–196
rivalry within, 196

selection guidelines, 12, 91–92
social units, 184
unaligned (unbound) characters, 

20, 208–209
Ventrue clan, 78
versus clans, 12, 196
VII, 209–210

cover, damage avoidance technique, 
30, 31

cowards, Mental Flaw, 253
crafts, mental skill, 116–117
create art, rolls/traits, 40
creation is power, Circle of the Crone

theme, 199
crime scene examination, rolls/traits, 41
crippled, Physical Flaw, 254
crosses, myth versus fact, 14
Cruac, 286
cultural events, socialization opportunity,

185
cutting a deal, rolls/traits, 40
cutting/gunshot attacks, lethal 

damage, 32

• D •
Daeva clan

appearance traits, 49
attributes, 50
character creation, 50
character traits, 47–48
concepts, 50
covenants, 49
defined, 286
dexterity/manipulation attributes, 21
disciplines, 50
favored attributes, 21
havens, 49
majesty discipline, 135–136
sample character, 50–53
supernatural abilities, 20
traits, 49–50
weaknesses, 50
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damage
attack types, 32
defined, 282
fire/sunlight, 34–35
marking system, 32
torpor state, 34, 38
types, 32
weapons charts, 29
wound penalties, 33

The Damned, 286
Danger Sense

Mental Merit ability, 168
point values, 23

Danse Macabre
defined, 286
vampire’s interaction, 183

daytime slumber, avoiding attack 
damage, 35

deafness, Physical Flaw, 255
deal cutting, rolls/traits, 40
death of virtue, World of Darkness

guidelines, 217
Defense trait

advantages, 23, 95, 154–155
close combat techniques, 30
defined, 282
rolls/traits, 41

deflection of wooden doom, magic spell,
273

deformity, Social Flaw, 256
degeneration

defined, 282
rolls/traits, 41

depression, derangement condition, 163
derangement

conditions, 162–164
defined, 282
Humanity trait loss, 157–158
Mental Flaw, 253

Dexterity trait
augmentation methods, 34
Daeva clan, 21, 50
Defense trait element, 154–155

Disarm prerequisite, 170–171
Fast Reflexes prerequisite, 171
Fighting Finesse prerequisite, 171
Gunslinger prerequisite, 172
Initiative trait element, 155–156
physical attribute, 89, 101, 106–107
Speed trait element, 159–160
Stunt Driver prerequisite, 172

diablerie, defeating/destroying a vampire,
262, 286

dice, 10-sided, 8, 282
dice pool

combat rules, 27–28
defined, 282
Storytelling System rules, 26–27
10-again rule, 57

dice rolling
activity types, 40–43
combat rules, 27–28
Storytelling System rules, 26–27

Direction Sense
Physical Merit ability, 170
point values, 23

dirt piles, haven pros/cons, 263–264
Disarm skill

Physical Merit ability, 170–171
point values, 23

disciplines (powers)
Animalism, 136–138
Auspex, 138–140
Auspex versus Obfuscate, 139
Celerity, 140–141
character development, 21, 93
clan specialties, 11, 135–136
Daeva clan, 50
defined, 287
Dominate, 141–143
Gangrel clan, 57
Majesty, 135–136, 143–145
mastering, 136
Mekhet clan, 65
myth versus fact, 13
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Nightmare, 145–147
Nosferatu clan, 72
Obfuscate, 147–149
Protean, 149–150
Resilience, 151
Ventrue clan, 80
Vigor, 151

disease (resisting), rolls/traits, 42
disgruntled employees,

defeating/destroying a vampire, 261
disguise, rolls/traits, 41
disposable income, Resources Merit,

175–176
Dodge trait, close combat avoidance

technique, 30, 41
dogs, animal antagonist, 231–232
domain, 287
Dominate discipline

types/point levels, 21, 141–143
Ventrue clan, 80

domitor, thralls, 193–194
dots (•) characters, 1 to 5

attribute scores, 101
character attribute strength, 20
character skill levels, 20
defined, 282
Merit associations, 169
merit point values, 23
skills scores, 114

Dragons, 287. See also Ordo Dracul
dramatic failure

defined, 283
Storytelling System rules, 27

Dread, nightmare discipline, 146
driving, physical skill, 123–124
Durability trait, 283
dwarfs, Physical Flaw, 254–255

• E •
Eidetic Memory

Mental Merit ability, 169
point values, 23

elder, 287
Elysium

defined, 287
Master of Elysium, 192
refuge opportunity, 184
socialization opportunity, 185

embarrassment, Social Flaw, 256
Embrace

character background development, 97
character effects, 91
defined, 287
entry into the World of Darkness, 182
new vampire creation, 11, 13

Empathy, social skill, 129–130
Encyclopedic Knowledge

Mental Merit ability, 169
point values, 23

enigma solving, rolls/traits, 42
enlightened mortals, vampiric foes, 269
Entrancement, majesty discipline, 

144–145
Envy, Vice trait, 23, 166
equipment, 283
exceptional success, 283
experience points

award reasons, 249–250
defined, 283
spending costs, 250–251
tracking, 251

explosives, rolls/traits, 41
expression, social skill, 130–131
extended action

defined, 283
rolls/traits, 40–43
Storytelling System rules, 27

Eye of the Beast, nightmare discipline, 147

• F •
failure, 283
Faith, Virtue trait, 23, 165
Fame

Social Merit ability, 174–175
point values, 23
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Fast Reflexes trait
Fresh Start prerequisite, 171
Physical Merit ability, 23, 171

fast-talk, rolls/traits, 41
fatigue, rolls/traits, 41
favored attributes, clan selections, 21, 92
fear frenzies, triggering, 36
fear/violence, World of Darkness

guidelines, 217
feeding grounds, character background

development, 98
feeding the crone, magic spell, 273
Feral Whispers, animalism discipline,

136–137
Fighting Finesse

Physical Merit ability, 171
point values, 23

Final Death, 287
fire

damage points, 34–35
defeating/destroying a vampire, 261–262

Firearms trait
Gunslinger prerequisite, 172
physical skill, 124–125

First Estate, 287
fixation, derangement condition, 163
Flaws

mental, 253–254
physical, 254–255
selection guidelines, 252–253
social, 255–256

Fleet of Foot
Physical Merit ability, 171
point values, 23

foes. See also antagonists
agents/pawns, 268
blood addict, 268
cannibals, 269
enlightened mortals, 269
jealous rivals, 268
mobs, 267
sibling rivals, 267
undead lawgivers, 269

werewolves, 270
wizards, 269–270

foot chase, rolls/traits, 41
foraging for sustenance, rolls/traits, 41
Forgetful Mind

dominate discipline, 143
Mental Flaw, 253

Fortitude, Virtue trait, 23, 165
frenzy attacks, trigger mechanisms, 

36–37, 287
Fresh Start

Physical Merit ability, 171
point values, 23

fundamentalist fanatics, Ordo Dracul,
205–206

• G •
game books, 275–278
gangbanger, combatant antagonist,

241–242
Gangrel clan

appearance traits, 56
attributes, 57
backgrounds, 57
character creation, 57
character traits, 55–56
composure/stamina attributes, 21
concepts, 57
covenants, 56
defined, 287
disciplines, 57
favored attributes, 21
havens, 57
sample character, 58–61
supernatural abilities, 20
weaknesses, 57

garlic, myth versus fact, 14
ghouls

creating, 194
defined, 287
non-combatant antagonist, 234–235
vampiric foes, 268
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Ghouls gamebook, 276
Giant

Physical Merit ability, 172
point values, 23

glossary, 281–290
Gluttony, Vice trait, 23, 166
grapple, rolls/traits, 41
Greed, Vice trait, 23, 166
gun combat, rolls/traits, 42
gunshot/cutting attacks, lethal damage, 32
Gunslinger

Physical Merit ability, 172
point values, 23

• H •
hacking/chopping attacks

defeating/destroying a vampire, 260
rolls/traits, 41

hard of hearing (deaf), Physical Flaw, 255
Harpy

defined, 287
positional rank, 191

Haunts. See Nosferatu clan
Haven of Soil, protean discipline, 150
havens

appliances, 264
attics, 265
automobile trunks, 264
bomb shelters, 266
character background development, 98
Daeva clan, 49
defeating/destroying a vampire, 259
defined, 287
dirt piles, 263–264
Gangrel clan, 57
Mekhet clan, 64
Nosferatu clan, 71
penthouse suites, 265
point values, 23
public transit systems, 264–265
root cellars, 265
sewers, 264
shelter areas, 184–185

Vampire-Specific Merit ability, 177–178
Ventrue clan, 78–79
watery grave, 263

Health trait
additional damage, 33
advantages, 155
character advantage assessment, 23
damage marking system, 32
defined, 283
depleted, 33
final death, 39
healing techniques, 33, 34
rolls/traits, 41
torpor state, 34, 38
vitae (blood) intake, 33–34
wound penalties, 33

Heightened Senses, auspex discipline,
138–139

Herald
defined, 287
positional rank, 189–190

Herds
defined, 287
point values, 23
Vampire-Specific Merit ability, 178

hidden secret, Social Flaw, 256
holding breath, rolls/traits, 41
Holistic Awareness

Mental Merit ability, 169
point values, 23

holy symbols, myth versus fact, 14
homeless guy, non-combatant antagonist,

236
Hope, Virtue trait, 23, 165
horses, animal antagonist, 232–233
Hound, positional rank, 192, 287
Humanity trait

advantages, 23, 94, 156–159
base value, 156
defined, 283
degeneration rolls, 156–158
loss scenarios, 37–38
Storyteller awards, 159
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hunger frenzies, triggering, 36
hydra’s vitae, magic spell, 272

• I •
immortality, myth versus fact, 13
Incubi. See Daeva clan
inferiority complex, derangement

condition, 163
initiative modifier, advantage

determinations, 95
Initiative roster, 283–284
Initiative trait

advantages, 23, 155–156
defined, 283
rolls, 41

inspiration, social merit point values, 23
Inspiring, Social Merit ability, 175
instant action

defined, 284
rolls/traits, 40–43
Storytelling System rules, 27

Intelligence
Mekhet clan, 21, 65
mental attribute, 89, 101, 103

interrogation, rolls/traits, 41
Intimidation, social skill, 131
Investigation, mental skill, 117–118
Invictus

characteristics, 202–205
covenant description, 21
Daeva clan covenant, 49
defined, 287
Gangrel clan covenant, 56
guidelines, 201
Mekhet clan covenant, 64
Nosferatu clan covenant, 70
objectives, 92
teachings of Longinus, 203–204
Ventrue clan covenant, 78

The Invictus, gamebook, 276–277
Iron Stamina

Physical Merit ability, 172
point values, 23

irrationality, derangement condition, 163
isolation, World of Darkness, 181–182, 217

• J •
jealous rivals, vampiric foes, 268
jumping, rolls/traits, 41
Justice, Virtue trait, 23, 165

• K •
Kindred. See also vampires

defined, 288
vampiric origins, 11

Kindred blood, Blood to Blood reaction,
193

Kindred society presentation, character
background development, 97–98

kine, 288
Kiss, 288

• L •
lameness, Physical Flaw, 255
Lancea Sanctum

covenant description, 21
Daeva clan covenant, 49
defined, 288
Gangrel clan covenant, 56
Mekhet clan covenant, 64
Nosferatu clan covenant, 70
objectives, 92
Ventrue clan covenant, 78

Lancea Sanctum, gamebook, 277
Language

Mental Merit ability, 169
point values, 23

Larceny, physical skill, 126
lethal damage

cutting/gunshot attacks, 32
defined, 284
x character, 32

liar’s plague, magic spell, 272
lifting/moving objects, rolls/traits, 41
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lockpicking, rolls/traits, 41
Longinus, Lancea Sanctum covenant

beliefs, 203–204
Lords. See Ventrue clan
Lupine, 288
Lust, Vice trait, 23, 166

• M •
madness, World of Darkness guidelines, 217
Mage: The Awakening, 8
magic spells. See spells
Majesty

Daeva clan, 50, 135–136
discipline type, 21
point levels, 135–136, 143–145

malediction of despair, magic spell, 272
the Man, 288
Manipulation

Daeva clan, 21, 50
social attribute, 89, 101, 109–110

Mask of Tranquility, Obfuscate discipline,
148

masquerade edict, suppression 
methods, 36

Masquerade Tradition, rules of the Blood,
187, 288

Master of Elysium, positional rank, 192, 288
Medicine, mental skill, 119
medieval imagery, storytelling theme, 13
meditation, rolls/traits, 42
Mekhet clan

appearance, 64
attributes, 65
background, 65
character creation, 65
character traits, 63
concepts, 65
covenants, 64
defined, 288
disciplines, 65
favored attributes, 21
fire/sunlight damage point penalty, 35
havens, 64
intelligence/wits attributes, 21

sample character, 65–68
supernatural abilities, 20
weaknesses, 65

memorizing/remembering, rolls/traits, 42
Mental Merits

attribute category, 89, 101, 103–105
point values, 23
skill category, 89, 115–122

mental disorders, humanity loss, 37–38
Mental Flaws, types, 253
Mentor

Social Merit ability, 175
point values, 23

Merits
blood potency calculations, 23
defined, 284
dots (•) point associations, 169
mental abilities, 167–169
physical abilities, 169–173
purchasing Blood Potency, 153–154
selection guidelines, 93
social abilities, 173–177
vampire-specific abilities, 177–178

Mesmerize, dominate discipline, 142
mirrors, myth versus fact, 14
misfortune, derangement condition, 164
mobs

defeating/destroying a vampire, 261
vampiric foes, 267

modifiers
defined, 284
Storytelling System rules, 26

monster hunter, combatant antagonist,
242–243

Monstrous Countenance, nightmare
discipline, 146

morality, storytelling theme, 12
mortal emotions, myth versus fact, 14
mortal hunters, vampiric foes, 269
mortal life connections, character

background development, 98
mortals are power, Invictus guideline, 201
mortals, dealing with, 38
motivations, character background

development, 98–99
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moving/lifting objects, rolls/traits, 41
must be respected, Invictus guideline, 201
mute, Physical Flaw, 255

• N •
narcissism, derangement condition,

163–164
neonate, 288
nightlife, socialization opportunity, 185
Nightmare

discipline type, 21
Nosferatu clan, 72
point levels, 145–147

no more good guys, World of Darkness
guidelines, 217

non-combatants, antagonists, 234–238
Nosferatu clan

appearance traits, 70–71
attributes, 72
background, 71
character creation, 71
character traits, 69–70
composure/strength attributes, 21
concepts, 72
covenants, 70
defined, 288
disciplines, 72
favored attributes, 21
havens, 71
sample character, 72–75
supernatural abilities, 20
weaknesses, 72

nothing is permanent, Ordo Dracul tenet,
205

notoriety, Social Flaw, 256

• O •
Obedience, animalism discipline, 137
Obfuscate

discipline type, 21
Mekhet clan discipline, 65

Nosferatu clan discipline, 72
point levels, 147–149

object catching, rolls/traits, 40
occult, mental skill, 199–120
one armed, Physical Flaw, 255
oratory, rolls/traits, 42
Ordo Dracul

characteristics, 206–207
covenant description, 21
Daeva clan covenant, 49
defined, 288
Gangrel clan covenant, 56
Mekhet clan covenant, 64
Nosferatu clan covenant, 70
objectives, 92
tenets, 205–206
Ventrue clan covenant, 78
Vlad Tepes, 206

Ordo Dracul, gamebook, 277
outlaws, blood hunts, 188

• P •
painting a picture, Storyteller guidelines,

219
parties, socialization opportunity, 185
pawns/agents, vampiric foes, 268
penthouse suites, haven pros/cons, 265
perception, rolls/traits, 42
personality traits, Storyteller guidelines,

219
Persuasion, social skill, 132
phobias, derangement condition, 164
photographic imagery, myth versus 

fact, 14
Physical Flaws, types, 254–255
Physical merit

attribute category, 89, 101, 105–108
augmentation methods, 34
point values, 23
skill category, 89, 122–128

plots, storytelling element, 221–222
poacher, 288
point, 284
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poison (resisting), rolls/traits, 42
police officer, combatant antagonist,

243–245
politics, mental skill, 120–121
power corrupts, Unaligned point of

agreement, 208
power to the people, Carthian concept,

197–198
powers (disciplines)

Animalism, 136–138
Auspex, 138–140
Auspex versus Obfuscate, 139
Celerity, 140–141
character development, 21, 93
clan specialties, 11, 135–136
Daeva clan, 50
Dominate, 141–143
Gangrel clan, 57
Majesty, 135–136, 143–145
mastering, 136
Mekhet clan, 65
myth versus fact, 13
Nightmare, 145–147
Nosferatu clan, 72
Obfuscate, 147–149
Protean, 149–150
Resilience, 151
Ventrue clan, 80
Vigor, 151

Predator’s Taint
Blood to Blood reaction, 193
frenzy attack trigger, 36–37

Presence
social attribute, 89, 101, 108–109
Ventrue clan, 21, 80

Pride, Vice trait, 23, 166
primary plots, storytelling element,

221–222
Primogen, positional rank, 190, 288
Prince

advisors, 189–192
alternative names, 189

blood hunts, 188
defined, 288
positional rank, 188–189

Priscus, clan head, 190–191, 288
Progeny Tradition, rules of the Blood, 187
prone position, avoiding ranged combat

damage technique, 30
Protean

discipline type, 21
Gangrel clan, 57
point levels, 149–150

Prudence, Virtue trait, 23, 166
public transit systems, haven pros/cons,

264–265

• Q •
questions, character background

development, 96–99

• R •
racist opinion, Social Flaw, 256
Rack, 289
ranged combat

avoiding damage, 30, 31
defined, 284
rolls/traits, 42

ranged weapons, avoiding combat damage
techniques, 31

ravens, animal antagonist, 233
reflexive actions

defined, 284
Storytelling System rules, 27

regnant
defined, 289
thralls, 193–194

religious ceremony, socialization
opportunity, 185

religious guides, Lancea Sanctum
covenant, 203

remembering/memorizing, rolls/traits, 42
repair item, rolls/traits, 42
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Requiem
defined, 289
unlife musical reference, 182

Resilience
discipline type, 21
Gangrel clan, 57
point levels, 151
Ventrue clan, 80

Resistance, 284
Resolve trait

Iron Stamina prerequisite, 172
mental attribute, 89, 101, 104–105
Ventrue clan, 21, 80
Willpower trait element, 160–161

resources
fictional works, 15
game books, 275–278
movies, 16
musical styles, 16–17

Resources ability
disposable income, 175–176
Social Merit ability, 175–176
point values, 23

Retainer
Social Merit ability, 176
point values, 23

Revelation, majesty discipline, 144
revenant, 289
rigor mortis, magic spell, 271
rogue ghoul, combatant antagonist, 

245–246
role recognition, character guidelines, 218
roleplaying, imaginative activity, 7
root cellars, haven pros/cons, 265
rules, Storytelling System, 26–27
running water, myth versus fact, 14

• S •
sales clerks, non-combatant antagonist,

236–237
salons, socialization opportunity, 185
Sanctified, 289
Savages. See clan Gangrel

scenes
defined, 284
Storytelling System rules, 27

Science, mental skill, 121–122
secondary plots, storytelling element,

221–222
secrets, Social Flaw, 256
secular mystics, Ordo Dracul, 205–206
security guards, non-combatant

antagonist, 237–238
seduction, rolls/traits, 42
Seneschal, positional rank, 189, 289
servants/agents, defeating/destroying a

vampire, 260
Seven, 289
sewers, haven pros/cons, 264
sexist opinion, Social Flaw, 256
sexual activity, myth versus fact, 14
shadowing stealthily, rolls/traits, 42
Shadows. See Mekhet clan
shapechangers. See werewolves
Sheriff, positional rank, 191–192, 289
sibling rivals, vampiric foes, 267
sight reduction, Physical Flaw, 255
sins

humanity loss scenarios, 37–38
Humanity trait degeneration, 156–158

sire
character background development, 97
defined, 289

Size trait
advantages, 159
base value, 159
character advantage assessment, 23
Health trait element, 155
rolls, 42

skill specialties
acquiring, 114
character assignments, 20
selection guidelines, 90–91

Skill trait, 285
skills

dot (•) scores, 114
equipment importance, 114
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mental category, 89, 115–122
physical category, 89, 122–128
selection guidelines, 20, 89–90
social category, 89, 128–134
specialty acquisition, 114
task application, 115
untrained skill use, 115, 128

slash (/) character, bashing damage
indicator, 32

sleight of hand, rolls/traits, 42
Sloth, Vice trait, 23, 166
Social Flaws, types, 255–256
Social merits

attribute category, 89, 101, 108–111
point values, 23
skill category, 89, 128–134

socialization
association methods, 184, 185
cultural events, 185
Elysium, 185
nightlife, 185
parties, 185
religious ceremony, 185
salons, 185
social skill, 132–133

souls, myth versus fact, 14
Specialty, 285
speech impediment, Social Flaw, 256
Speed trait

advantages, 23, 95, 159–160
base values, 159–160
rolls/traits, 43

spells
blood of beasts, 272
blood scourge, 272
blood seeps slowly, 271
deflection of wooden doom, 273
feeding the crone, 273
hydra’s vitae, 272
liar’s plague, 272
malediction of despair, 272
rigor mortis, 271
stigmata, 273

Spirit’s Touch, auspex discipline, 140
stake (wooden)

damage infliction, 39
defeating/destroying a vampire, 260
myth versus fact, 14

Stamina trait
augmentation methods, 34
Gangrel clan, 21, 57
Health trait element, 155
Iron Stamina prerequisite, 172
physical attribute, 89, 101, 107–108

Status
point values, 23
Social Merit ability, 176–177

Stealth
physical skill, 126–127
rolls/traits, 42

stigmata, magic spell, 273
Storytellers

character guidelines, 218–219
combat description, 27–28
defined, 285
exaggerating the negative, 216–217
flushing out characters, 214–215
gameplay challenge description, 25–26
gameplay director, 9
Humanity trait awards, 159
regaining Willpower points, 161
setting guidelines, 215–218
stage setting responsibility, 213–214
Vice/Virtue point awards, 165
Wits + Composure rolls, 168
World of Darkness guidelines, 217

storytelling
action building, 225
aftermath phase, 226
character development, 224–225
climax, 226
commandments, 226–227
conflict resolution, 222–224
core themes, 12–13
interactive form of entertainment, 7–8
no winner or loser, 9
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storytelling (continued)

plot types, 221–222
roleplaying, 7

Storytelling System, gameplay rules, 26–27
streetwise, social skill, 133–134
Strength trait

augmentation methods, 34
Brawling Dodge prerequisite, 169–170
Fleet of Foot prerequisite, 171
Nosferatu clan, 21, 72
physical attribute, 89, 101, 105–106
Speed trait element, 159–160
Strong Back prerequisite, 172
Weaponry Dodge prerequisite, 173

Striking Looks
point values, 23
Social Merit ability, 177

Strong Back
Physical Merit ability, 172
point values, 23

students, non-combatant antagonist, 238
stunning/blunt attacks, bashing damage, 32
Stunt Driver

Physical Merit ability, 172
point values, 23

subplots, storytelling element, 221–222
subterfuge, social skill, 134
subways, haven pros/cons, 264–265
success, 285
Succubi. See Daeva clan
sunlight

damage points, 34–35
defeating/destroying a vampire, 262
myth versus fact, 14

supernatural
abilities, clans, 20
attacks, aggravated damage, 32
powers, myth versus fact, 13

support layers/institutions,
defeating/destroying a vampire,
260–261

surprise, rolls/traits, 43
survival, physical skill, 127
suspicion, derangement condition, 164

sustenance foraging, rolls/traits, 41
SWAT officer, combatant antagonist,

246–247

• T •
teachings of Longinus, Lancea Sanctum

beliefs, 203–204
Temperance, Virtue trait, 23, 166
10-again rule

defined, 281
dice pools, 57

10-sided dice, gameplay requirement, 8
Theban Sorcery, 289
themes

barbarism, 12
Circle of the Crone, 199
corruption, 13
medieval imagery, 13
morality, 12

thralls
defined, 289
non-combatant antagonist, 234–235
Vinculum reaction, 193–194

throwing, rolls/traits, 43
thrown weapons, rolls/traits, 42
torpor, comma-like state, 34, 38, 289
Touch of Shadow, obfuscate discipline, 148
Traditions

blood hunts, 188
Blood to Blood influences, 192–194
defined, 289
ghouls, 194
Harpy, 191
Herald, 189–190
Hound, 192
Master of Elysium, 192
Primogen, 190
Prince, 188–189
Priscus, 190–191
rules of the Blood, 187–188
Seneschal, 189
Sheriff, 191–192
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thralls, 193–194
undead lawgivers, 269
Whip, 191

traits
Defense, 154–155
Health, 155
Humanity, 156–159
Initiative, 155–156
Size, 159
Speed, 159–160
Willpower, 160–161

tribulation brings enlightenment, Circle of
the Crone theme, 199

troupes, player groups, 10, 285
turns

defined, 285
Storytelling System rules, 27

• U •
Unaligned characters

characteristics, 208–209
covenants, 20
Daeva clan, 49
Gangrel clan, 56
Mekhet clan, 64
Nosferatu clan, 70
points of agreement, 208
Ventrue clan, 78

unarmed close combat, rolls/traits, 40
unbound, 289
undead lawgivers, vampiric foes, 269

• V •
Vampire

core themes, 12–13
gameplay requirements, 8
make believe versus reality, 10
Storytelling System, 26–27

Vampire: The Requiem
gamebook, 278
gameplay requirement, 8

vampires
covenant selection, 12
cultural notions, 10
defeating, 259–262
embracing into the clan, 11
myth versus facts, 13–14
origins of, 11
troupes, 10

vampire-specific merits, point values, 23
vassals, vampiric foes, 268
vehicle control, rolls/traits, 43
Ventrue clan

appearance traits, 78
attributes, 80
background, 79
character creation, 79–80
character traits, 77–78
concepts, 80
covenants, 78
defined, 289
disciplines, 80
favored attributes, 21
havens, 78–79
presence/resolve attributes, 21
sample character, 80–83
supernatural abilities, 20
weaknesses, 80

vessel, 289
vices, advantage determinations, 23, 94–95,

165–166
Vigor

Daeva clan, 50
discipline type, 21
Nosferatu clan, 72
point levels, 151

VII, covenant characteristics, 209–210
VII, gamebook, 275–276
Vinculum

defined, 290
thralls, 193–194

violence/fear, World of Darkness
guidelines, 217
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virtues, advantage determinations, 23,
94–95, 165–166

Vitae (blood)
advantage determinations, 94
Blood Potency effects, 154
character development, 22
defined, 290
health trait replenishment, 33–34
tasting another Kindred’s, 193

Vlad Tepes, Ordo Dracul founder, 206
vocalization, derangement condition, 164
voice recorders, myth versus fact, 14

• W •
water, haven pros/cons, 263
weaknesses, Storyteller guidelines, 219
Weaponry Dodge

Physical Merit ability, 173
point values, 23

Weaponry trait
Disarm prerequisite, 170–171
Fighting Finesse prerequisite, 171
physical skill, 127–128
Weaponry Dodge prerequisite, 173

weapons
avoiding damage techniques, 30, 31
damage ratings, 29
ranged combat, 42

Werewolf: The Forsaken, 8
werewolves, vampiric foes, 270
Whip, clan position, 191, 290
Willpower trait

advantages, 23, 94, 160–161
masquerade suppression, 36
point spending, 160–161
regaining points, 161
rolls, 43

witch-hunter, 290
Wits

Defense trait element, 154–155
Mekhet clan, 21, 65
mental attribute, 89, 101, 103–104

wizards, vampiric foes, 269–270
wooden stake

damage infliction, 39
defeating/destroying a vampire, 260
myth versus fact, 14

World of Darkness
city ties, 183–185
clans, 184
coteries, 184
covenants, 184
Danse Macabre, 183
Elysium, 184
Embrace, 182
havens, 184–185
isolation, 181–182
Requiem, 182
socialization methods, 184
Storyteller guidelines, 217

World of Darkness: Chicago, gamebook,
277–278

The World of Darkness Rulebook
gamebook, 278
gameplay requirement, 8

wound
defined, 285
penalties, marking system, 33

Wrath, Vice trait, 23, 166

• X •
X character, lethal damage indicator, 32
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