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These reference sheets are formatted for 8.5" x 
11" paper, though they should work with A5 size 
- there would just be a larger white border around 
the information. The intent of these charts is to 

be used with landscape-style Storyteller/GM 
screens with insert pockets, either homemade or 
one of the several brands available for purchase.  
The charts included can be tri-folded to display 
only the information you may desire (with the 
exception of Weapons & Armor, and you may 

wish to print two copies if you want the 
Traditions together. Though I guess you could 

always cross-fold). 



T
he First T

radition:
T

he M
asquerade

T
hou shalt not reveal thy true nature to those of 

the B
lood. D

oing so shall renounce thy claim
s of 

B
lood.T

he Second T
radition:

T
he D

om
ain

T
hy dom

ain is thy concern. A
ll others ow

e thee 
respect w

hile in it. N
one m

ay challenge thy w
ord 

in thy dom
ain.

T
he T

hird T
radition:

T
he P

rogeny

T
hou shalt sire another only w

ith the perm
ission

 
of thine elder. If thou createst another w

ithout 
thine elder’s leave, both thou and thy progeny 
shalt be slain.

H
ierarchy of Sins - H

um
anity

10
Selfish thoughts

9
M

inor selfish acts

8
Injury to another (accidental or 
otherw

ise

7
T

heft

6
A

ccidental violation (drinking a 
vessel dry out of starvation)

5
Intentional property dam

age

4
Im

passioned violation (m
anslaughter, 

killing a vessel in frenzy)

3
Planned violation (outright m

urder, 
savored exsanguination)

2
C

asual violation (thoughtless killing, 
feeding past satiation)

1
U

tter perversion or heinous acts

W
hen a character com

m
its an action below

 their 
H

um
anity rating, they m

ake a D
egeneration roll of 

C
onscience, difficulty 8. Failure m

eans the loss of 
a H

um
anity point, though the player m

ay opt to 
lose a rank in a V

irtue instead. A
 botch entails the 

loss of both a H
um

anity point and a point of 
C

onscience, w
hile also gaining a D

erangem
ent 

decided upon by the Storyteller (though it should 
be consistent w

ith the character and the situation 
that proceeded the loss). Players m

ay not roll m
ore 

dice for a V
irtue than they have in H

um
anity.

T
he Fourth T

radition:
T

he A
ccounting

T
hose thou create are thine ow

n childer. U
ntil 

thy progeny shall be released, thou shalt 
com

m
and them

 in all things. T
heir sins are thine 

to endure.T
he Fifth T

radition:
H

ospitality

H
onor one another’s dom

ain. W
hen thou 

com
est to a foreign city, thou shalt present 

thyself to the one w
ho ruleth there. W

ithout the 
w

ord of acceptance, thou art nothing.

T
he Sixth T

radition:
D

estruction

T
hou art forbidden to destroy another of thy 

kind. T
he right of destruction belongeth only to 

thine elder. O
nly the eldest am

ong thee shall call 
the blood hunt.



G
eneration

G
eneration

B
lood Pool

Per T
urn

T
hird

???
???

Fourth
50

10

Fifth
40

8

Sixth
30

6

Seventh
20

4

E
ighth

15
3

N
inth

14
2

Tenth
13

1

E
leventh

12
1

T
w

elfth
11

1

T
hirteenth

10
1

•
B

eginning w
ith 7th G

eneration, characters 
increase their m

axim
um

 trait ratings (A
ttributes, 

A
bilities, D

isciplines) by 1 for each step.
•

C
haracter of low

er G
eneration are im

m
une to 

the effects of D
om

inate.
•

P
resence: K

indred 3 or m
ore G

enerations low
er 

than the Presence user need only to spend a 
W

illpow
er point to ignore Presence for an entire 

night, and do not need to roll to do so. 
•

K
indred of equal or low

er G
eneration m

ay 
revert V

icissitude alterations at the sam
e cost as 

healing A
ggravated w

ounds. 

T
orpor

•
C

haracters w
ho fall to Torpor due to B

lood loss 
m

ay be revived by being fed B
lood.

•
C

haracters w
ho fall to Torpor due to injury 

m
ust rest for an am

ount of tim
e indicated on 

the chart below
.

H
um

anity/P
ath

Length of Torpor

10
O

ne day

9
T

hree days

8
O

ne w
eek

7
T

w
o w

eeks

6
O

ne m
onth

5
O

ne year

4
O

ne decade

3
Five decades

2
O

ne century

1
Five centuries

0
M

illennium
+

•
A

fter this tim
e, the player m

ay spend a B
lood 

point and m
ake an A

w
akening roll (H

um
anity/

Path at difficulty 8).
•

C
haracters w

ith no B
lood in their pools spend 

H
ealth Levels instead.

•
C

haracters m
ay enter Torpor voluntarily. T

hose 
w

ho do m
ay rise after half the required tim

e, 
and do not expend any B

lood, but m
ust still 

m
ake an A

w
akening roll. 

D
iablerie

•
T

he diablerist m
ust drain all the B

lood her 
victim

 currently has in their pool.
•

A
fter the body has been drained of all B

lood, 
the diablerist m

akes an extended Strength roll, 
difficulty 9. E

ach success inflicts an unsoakable, 
A

ggravated H
ealth Level on her victim

. 
•

A
ll attacks m

ade against the diablerist are against 
a difficulty of 2 during the act.

•
W

hen all of her victim
’s H

ealth Levels have 
been erased, the victim

’s pow
er has been add to 

the diablerist’s ow
n, and the body begins to 

decay im
m

ediately. 
•

C
haracters on H

um
anity im

m
ediately lose a 

point from
 their rating. E

xtrem
ely vicious 

attacks m
ay require a C

onscious roll, difficulty 8, 
to not lose additional points.

•
A

fter a successful attem
pt, the diablerist rolls 

Self-C
ontrol/Instinct, difficulty [10 – H

um
anity 

or Path] to avoid losing control to the 
overw

helm
ing, orgasm

ic sensations. 
•

C
haracters low

er their G
eneration by one step.

•
Pow

erful, ancient victim
s m

ay low
er the 

diablerist’s G
eneration by m

ore than one.
•

C
haracters have thick black lines in their aura 

for a num
ber of years equal to the difference 

betw
een the victim

’s G
eneration and their 

original G
eneration.

•
For one m

onth per G
eneration rem

oved from
 

the victim
, the diablerist m

akes others strangely 
uncom

fortable. T
hey m

ay roll Perception at [12 
– their H

um
anity] to sense the diablerist is “not 

quite right.” 
•

V
ictim

s w
ith W

illpow
er 10 m

ay cause the 
diablerist to display m

annerism
s of the victim

.



H
unting

For every hour the character spends searching for 
prey, roll the appropriate A

ttribute + A
bility. A

 
single success indicates the character has found 
and subdued a victim

. Failure m
eans the hour is 

spent in vain, w
hile a botch should be used for 

storytelling purposes - perhaps the character 
inadvertently crossed into another K

indred’s 
D

om
ain, or accidentally kills the victim

. 

A
rea

D
ifficulty

Slum
 neighborhood/T

he R
ack

4

Low
er-incom

e/bohem
ian

5

D
ow

ntow
n business district

6

W
arehouse district

6

Suburb
7

H
eavily patrolled area

8

T
he Fam

e and D
om

ain (w
hile hunting in the 

characters D
om

ain) B
ackgrounds reduce 

difficulties of hunting rolls by one per dot (to a 
m

inim
um

 of 3), w
hile the H

erd B
ackground adds 

one die per dot in the B
ackground (so long as 

one’s herd could conceivably be in the area). 
H

ow
ever, Storytellers m

ay increase hunting 
difficulties for particularly inhum

an vam
pires 

(N
osferatu, som

e G
angrel, vam

pires w
ith 

H
um

anity ratings of 4 or below
, or w

ho are on 
Paths of E

nlightenm
ent), as such m

onsters find it 
difficult to blend in to crow

ds.

Feeding

If the character catches prey, but currently has 
few

er blood points in her body than [7 m
inus Self-

C
ontrol or Instinct], the character is considered to 

be hungry and a frenzy check is necessary —
 Self-

C
ontrol to see if the character frenzies, or Instinct 

to see if the character can control her frenzy w
hile 

feeding. If the player fails this roll, the character 
continues to gorge on the vessel until she is 
com

pletely sated (at full blood pool), the victim
 

dies from
 blood loss, or she som

ehow
 m

anages to 
regain control of herself. 

V
essel

B
lood Pool

V
am

pire
10+

W
erebeast

20

H
um

an
10

C
hild

5

C
ow

5

D
og

2

C
at

1

Plasm
a B

ag
1

B
ird

½

B
at/R

at
¼

C
haracters m

ay drain up to 3 B
lood Points per 

turn from
 a victim

, though taking m
ore than 20%

 
(2 B

lood Points for a healthy hum
an) can have 

adverse side-effects. D
rinking all of a victim

’s 
blood w

ill kill them
. 

B
lood

•
Players m

ay spend a point of B
lood to heal one

B
ashing or Lethal H

ealth Level.
•

H
ealing A

ggravated requires 5 B
lood Points after

a full day of rest. M
ultiple levels of A

ggravated
m

ay be healed by spending another 5 B
lood

Points and a W
illpow

er point for each level
beyond the first.

•
Spending B

lood to heal w
hile occupied by

another task requires a successful Stam
ina +

Survival roll, difficulty 8. T
his is a sim

ple “yes/
no” check, w

here a single success is all that is
required for the character to heal. Failure m

eans
the loss of the expended B

lood, w
hile a botch

m
eans the character also loses an additional

B
lood Point and H

ealth Level (pg. 258).
•

Players m
ay spend a B

lood Point to increase one
of their characters Physical A

ttributes by 1 dot
for a scene. T

his m
ay be done m

ultiple tim
es, to

the characters Trait M
axim

um
 + 1.

•
C

haracters m
ay go above this lim

it, to a
m

axim
um

 rating of 10, but each dot over only
lasts for 3 turns after the K

indred has stopped
spending B

lood.
•

K
indred m

ay “gift” a point of B
lood to a m

ortal
or anim

al, creating a ghoul.
•

A
ny creature ingesting a point of B

lood from
 a

vam
pire is placed on the first step of the B

lood
B

ond. T
his includes a characters initial E

m
brace

(pg. 286).
•

V
am

pires on the Path of H
um

anity m
ay spend

[8 – H
um

anity] B
lood Points to m

im
ic signs of

life for a scene (breathing, body tem
perature,

etc.). T
his is im

itation only - the character is still
one of the undead.



Aura Chart - Sim
ple

Condition
Color

A
fraid

O
range

A
ggressive

Purple

A
ngry

Red

Bitter
Brow

n

Calm
Light Blue

Com
passionate

Pink

Conservative
Lavender

D
epressed

G
rey

D
esirous or Lustful

D
eep Red

D
istrustful

Light G
reen

Envious
D

ark G
reen

Excited
V

iolet

G
enerous

Rose

H
appy

V
erm

illion

H
ateful

Black

Idealistic
Yellow

Innocent
W

hite

Lovestruck
Blue

O
bsessed

G
reen

Sad
Silver

Spiritual
G

old

Suspicious
D

ark Blue

Aura Chart - Advanced

C
ondition

C
olor

A
nxious

Scram
bled static or w

hite 
noise

C
onfused

M
ottled shifting colors

D
iablerist

B
lack veins

D
aydream

ing
Sharp flickering colors

Frenzied
R

apid rippling colors

Psychotic
H

ypnotic sw
irling colors

V
am

pire
Pale colors

G
houl

Pale blotches

M
agic U

se
M

yriad sparkles

W
erebeast

B
right vibrant colors

G
host

W
eak interm

ittent colors

Faerie
R

ainbow
 highlights

Storytellers are encouraged to m
ake the roll for 

the character (Perception + E
m

pathy, difficulty 8) 
and narrate the results, one per success (color, 
intensity, overlap, etc.). 
C

haracters m
ay “scan” large groups, seeking a 

particular color aura. In this case, the num
ber of 

successes determ
ines how

 fast the character 
receives the inform

ation, and how
 large the crow

d. 
Players m

ay roll Perception + A
w

areness to see 
things hidden from

 norm
al sight. T

he difficulty is 
[7 – the difference in O

bfuscate/C
hem

istry dots]. 

W
illpow

er

•
Players m

ust declare they are expending 
W

illpow
er before a roll is m

ade.
•

Players m
ay only spend one W

illpow
er point per 

turn - not per action (eg. a player m
aking 

M
ultiple A

ctions cannot spend a W
illow

er point 
for success on each action). 

•
Players m

ay spend a W
illpow

er point for an 
autom

atic success on a roll.
•

Players m
ay spend a W

illpow
er point to ignore 

D
ice Pool penalties from

 injury for a turn. 
•

Players m
ay spend a W

illpow
er point to ignore 

D
erangem

ents for a scene. 
•

Storytellers m
ay declare that a W

illpow
er point 

m
ay not be spent in certain cases.

•
W

illpow
er m

ay never be spent on D
egeneration 

rolls (pg. 310).
•

Players regain W
illpow

er by perform
ing actions 

in line w
ith their N

ature (1-3 points).
•

Players refill their entire W
illpow

er pool at the 
end of a story (not session, or chapter). 

•
[O

ptional] Players m
ay recover a single point of 

W
illpow

er w
hen they rise each night.

•
[O

ptional] Players m
ay earn a point of 

W
illpow

er for fulfilling an outstanding 
objective, or taking an extraordinary risk.

•
Tem

porary W
illpow

er (the boxes) can never 
exceed Perm

anent W
illpow

er (the dots).
•

Players m
ay spend a point of W

illpow
er, or roll 

W
illpow

er against a difficulty of 6, to abort to a 
defensive action during com

bat (pg. 274).
•

Players m
ay roll W

illpow
er against a difficulty of 

9 to advance their Strength rating by 1 per 
success on the Feats of Strength chart (pg. 260).



Frenzy - Self-Control

T
hose w

ith the Instincts V
irtue alw

ays frenzy (pg. 
315). W

hile in frenzy, ignore all dice pool 
penalties from

 injury. A
ll difficulties to m

ental 
control are increased by 2, and all difficulties to 
resist m

ental control are decreased by 2. Im
m

une 
to the detrim

ental effects of R
ötschreck. 5 

successes in an extended roll are necessary to 
overcom

e the frenzy. E
ach success rolled allow

s 
resist for 1 turn. Failure launches the character 
into a frenzy, w

hile a botch m
ay gain the character 

a derangem
ent. Frenzy is unique to each character, 

but the follow
ing lists som

e com
m

on causes:

P
rovocation

D
ifficulty

Sm
ell of blood w

hen hungry
3

Sight of blood w
hen hungry

4

B
eing harassed

4

Life-threatening situation
4

M
alicious taunts

4

Physical provocation
6

Taste of blood w
hen hungry

6

Loved one in danger
7

O
utright public hum

iliation
8

Frenzy lasts for a scene or until knocked 
unconscious. Players m

ay spend a point of 
W

illpow
er to direct their actions for a turn. A

 
player m

ay not roll m
ore dice for Self-C

ontrol than 
they have points in B

lood Pool or H
um

anity.

R
ötschreck

 - Courage

C
haracters succum

bing to the R
ed Fear try to flee 

the source in the m
ost expedient w

ay possible. 5 
successes in an extended roll are needed to 
subsum

e the fear. E
ach success allow

s the 
character to try and flee, w

hile failure m
eans the 

character flees m
adly, attacking anything in their 

w
ay. A

 botch indicates that the character frenzies, 
m

indlessly attacking the source of their fear. Yes, 
this m

ight end up w
ith som

e characters trying to 
attack the sun. Such is un-life. In such cases, the 
Storyteller m

ay deem
 that characters curling up in 

the fetal position and aw
aiting Final D

eath is the 
best course of action.

P
rovocation

D
ifficulty

Sight of a torch
5

B
onfire

6

O
bscured sunlight

7

B
eing burned

7

D
irect sunlight

8

Trapped in a burning building
9

R
ötschreck 

lasts 
until 

knocked 
unconscious 

or 
characters get aw

ay from
 the source of their fear. 

Players m
ay spend a point of W

illpow
er to direct 

their actions for a turn. A
 player m

ay not roll m
ore 

dice 
for 

a 
V

irtue 
than 

they 
have 

points 
in 

H
um

anity.

H
ealth Level

D
ice Pool 

Penalty
M

ovem
ent Penalty

B
ruised

0
O

nly bruised a bit.

H
urt

-1
Superficially hurt.

Injured
-1

M
inor dam

age (1/2 
running speed).

W
ounded

-2
Significant dam

age, 
m

ay not run.

M
auled

-2
B

adly injured (3 
yards/turn).

C
rippled

-5
C

atastrophically 
injured, m

ay only 
craw

l (1 yard/turn).

Incapacitated
-

Incapable of 
m

ovem
ent, likely 

unconscious. M
ay 

only spend blood.

Torpor
-

V
am

pire com
a, m

ay 
not even spend 
blood 

Final D
eath†

-
T

he character dies 
again, forever.

D
ice Pool Penalties affect only character actions - 

not reflexive rolls like soak, W
illpow

er, V
irtues, 

etc. A
 W

illpow
er point m

ay be spent to ignore 
D

ice Pool Penalties for a single turn.
†K

indred only m
eet Final D

eath if they receive 
aggravated dam

age after falling to Incapacitated - 
regardless of the dam

age type that put them
 there. 

B
eheading also counts for m

ost vam
pires.



T
ype

Exam
ple

D
am

age
R

ange
R

ate
C

apacity
C

onceal

R
evolver, light

SW
 B

odyguard (.38 Special)
4

12
3

6
Pocket

R
evolver, heavy

R
uger R

edhaw
k (.44 M

agnum
)

6
35

2
6

Jacket

P
istol, light

H
K

 U
SP (9m

m
)

4
20

4
15+1

Pocket

P
istol, heavy

Springfield X
D

M
 (.45 A

C
P)

5
25

3
13+1

Jacket

R
ifle

B
eretta T

ikka T
3 (30.06)

8
200

1
3+1

N
one

Subm
achine G

un, sm
all*

G
lock 18 (9m

m
)

4
20

3
17+1

Jacket

Subm
achine G

un, large*
H

K
 M

P5 (9m
m

)
4

50
3

30+1
Trenchcoat

A
utom

atic R
ifle*

FN
 SC

A
R

 (5.56m
m

)
7

150
3

30+1
N

one

Shotgun
R

em
ington 870 (12-G

uage)
8

20
1

5+1
Trenchcoat

Shotgun, Sem
i-auto

B
enelli M

4 Super 90 (12-G
uage)

8
20

3
6+1

Trenchcoat

C
rossbow

**
5

20
1

1
Trenchcoat

*Indicates the w
eapon is capable of three round bursts (A

ccuracy +2, D
ifficulty +1), spray, and

autom
atic fire (A

ccuracy +10, D
ifficulty +2, spray divides successes am

ong targets).
**T

he crossbow
 requires three turns to reload. W

hen aim
ed at the heart (D

ifficulty 9) and
scoring 3 or m

ore dam
aging successes, it m

ay stake a vam
pire.

W
eapon

D
am

age
C

onceal

Sap†
Strength +1

Pocket

C
lub†

Strength +2
Trenchcoat

K
nife

Strength +1
Jacket

Sw
ord

Strength +2
Trenchcoat

A
xe

Strength +3
N

one

Stake††
Strength +1

Jacket

†D
enotes a blunt object. B

lunt objects inflict bashing dam
age 

unless targeted at the head. If so, they then inflict lethal 
dam

age.
††To successfully stake a vam

pire, the attacker m
ust target the 

heart (D
ifficulty 9) and score at least 3 dam

aging successes.

T
ype

R
ating

Penalty

R
einforced clothing

1
0

A
rm

or T-shirt
2

-1

K
evlar vest

3
-1

Flak jacket
4

-2

Full riot gear
5

-3

A
rm

or adds to the character’s soak pool against all dam
age, 

except fire and sunlight. H
ow

ever, it subtracts from
 dice pools 

related to bodily coordination and agility (m
ostly D

exterity 
based, but up to Storyteller discretion). A

ttackers m
ay target 

unprotected areas and ignore arm
or, at an increased difficulty 

to hit (usually +1 or +2).




