Discipline Summary Sheet

	
	Name
	To Roll 
	Diff 
	Effect 

	
	
	
	
	

	
	Auspex
	
	 
	 

	1
	Heightened Senses
	-
	-
	Subtract Auspex from Perception difficulties. Provides danger sense

+D10 Reroll op Perception

	2
	Aura Perception
	Per + Empathy
	8
	View auras. Success determine detail.

	3
	The Spirit’s Touch
	Per + Empathy
	varies
	Psychometry.

	4
	Telepathy
	Int + Subterfuge
	Willpower
	Reads surface thoughts, or transmit thoughts. 1 Willpower to use on supernaturals.

	5
	Psychic Projection
	Per + Occult
	varies
	Costs 1 Willpower. Enter Penumbra, attached to body by silver cord. Mental attributes replace physical (Dex = Wits, Str = Man, Sta = Int), Willpower becomes health.

	
	 
	 
	 
	 

	
	Celerity
	
	 
	 

	1

+


	-
	-
	-
	Costs 1 Blood /Action. For each level vampire gains one extra action with full dice pool next turn. These actions cannot be split or used to activate Disciplines.

Next action at –2 initiative

	4
	 
	 
	 
	D10 Reroll op Initiative 

	5
	
	
	
	D10 Reroll op Dexterity

	
	 
	 
	 
	 

	
	Fortitude
	
	 
	 

	1

+
	-
	-
	-
	For each level vampire gains 1 extra soak dice

+D10 Reroll op Stamina

	2
	
	Sta + Body Alteration
	7
	Extra BP in healing gebruiken (hele beurt actie)

	3
	
	
	
	D9 + D10 Reroll op Stamina

	4
	
	Sta + Survival
	6
	Extra Healing in torpor (hele nacht in torpor)

	5
	
	
	
	Extra Health level op -0

	
	
	
	
	

	
	Obfuscate
	
	 
	 

	1
	Cloak of Shadows
	-
	-
	Must remain motionless in cover.

+D10 Reroll op Stealth

	2
	Unseen Presence
	Wits + Stealth
	varies 
	Invisible. Only roll when vampire does something to draw attention.

+D10 Reroll op Wits

	3
	Mask of a Thousand Faces
	Man + Performance

Man + Acting
	7
	More successes give greater appearance change.

	4
	Vanish from Mind’s Eye
	Chr + Stealth
	Wits + Alertness
	Vampire becomes indistinct to view, requires Per + Alertness roll (diff. 8) to track. 4+ successes dissapears completely as per Unseen Presence. More success than viewers Willpower and they forget the vampire was ever there.

	5
	Cloak the Gathering
	-
	-
	Affect others with Obfuscate. 1 per point of stealth.

	
	 
	 
	 
	 

	
	 
	 
	 
	 

	
	Presence
	
	 
	Presence may be resisted for a turn by spending a Willpower point and rolling Willpower diff. 8

	1
	Awe
	Chr + Acting
	7
	Attracts people to vampire and makes them receptive. Success determine the number.

+D10 Reroll op Charisma en Appearance

	2
	Dread Gaze
	Chr + Intimidation
	Wits + 3

Wits + 4
	Victim cowed, at -1 dice per success. 3+ success and target flees. 

Vampire resist: 1 WP point 

	3
	Entrancement
	App + Empathy
	Willpower
	Target’s will try to please vampire. Successes determine duration.

	4
	Summon
	Chr + Subterfuge
	5 - known

7 - stranger
	Target tries to get to summoner. Successes determine how determined and speed. Lasts until sunrise.

	5
	Majesty
	(Target) Courage
	Chr + Intimidation
	Vampire is respected and feared. Cannot be acted against without a successful roll. Cost 1 Willpower.

	
	 
	 Op Courage Roll:
	 
	1 succ: Hij is geen God, ge kunt ermee praten

	
	
	
	
	2 succ: Ge kunt tegen hem praten (+1 extra succ op volgende rol)

	
	
	
	
	3 succ: +2 extra succ op volgende rol

	
	
	
	
	4 succ: Ge kunt hem aanvallen, maar hij is eerst

	
	
	
	
	5 succ: Geen problemen meer

	
	
	
	
	

	
	 
	 
	 
	 

	
	Quietus
	
	 
	 

	1
	Silence of Death
	-
	-
	Creates 20 foot radius zone of silence around the vampire. Costs 1 blood and lasts 1 hour.  +3D10 op Stealth roll

	2
	Weakness
	Int + Medicine
	Sta + Survival
	Vampire must touch target. For each success, target loses 1 Stamina. 

Combat: 1 damage per 2 successen

	3
	Disease
	Int + Medicine
	Sta + Survival
	Spend 3 BP and touch target. Succ=duration; Target loses 1 on all Physical Attrib

	4
	Blood Agony
	-
	-
	Coat weapons with blood so that they do 1 agg. Damage per 1 Blood Point. Good for one hit.

	5
	Blood Essence
	
	
	Normals: 50% extra Blood

Drain Heart blood from vampire = cup size diablerize

	5
	Taste of Death
	-
	-
	Spit blood 10’ per point of Strength and Potence the vampire posses. Each blood point does 2 dice of agg. damage. Hitting requires  Sta + Athletics diff 6.

	
	 
	 
	 
	 

	
	Necromancy 
	 
	 
	 

	1
	Eyes of the Dead
	Perception+Occult      
	6
	Door ogen van iemand die gestorven is laatste momenten zien                         Door ogen van de wraiths rondom zien / Zelf in de schaduwwereld zien.

	2
	Hour of Death
	Wits+Occult               
	7
	Voorspellen wanneer iemand dood zal gaan. succ = langer in toekomst

	3
	Soul Judgment
	Perc + Occult
	7
	Costs 1 Willpower, see if Shadow or Psyche is in control of the Wraith

	4
	Breath of Thanatos
	Willpower
	8
	Costs 1 Blood, focus entropic energy in an area. Either summon Spectres or attack. Attack is Dex + Occult diff 7 doing 1 agg damage and tainting target with entropy

	5
	Soul Feasting 
	 
	 
	 Costs 1 Willpower, feed on death energies. Ambient energies give one to four points and increase difficulty of Arcanos and Necromancy in the area by that much for a while. Attacking a wraith can take Pathos as points and Wraith cannot leave until they beat the necromancer in a contested Willpower roll. Points can be spent as blood on Disciplines only.

	
	
	
	
	

	
	Mortis
	
	
	

	1
	Masque Of Death
	Stamina + Medicine
	Sta + 3
	Costs 1 Blood, no roll to use on Necromancer. Target looks like corpse, -2 Dex and App. Vampires may spend 2 Blood to cure. Lasts one night.

	2
	Blight
	Man + Medicine
	Willpower
	Costs 1 Willpower, target's suffers effects of old age -3 to all Physical Attributes. Mortals risk heart failure for strenuous activity, roll Stamina diff 6.

	3
	Awaken
	Willpower
	10-Road
	Costs 2 Willpower, remove vampire from torpor even user.

	4
	Death’s Whisper
	-
	-
	Vampire becomes corpse, may not use any Disciplines but immune to traditional vampire banes. Costs 2 Blood to wake.

	5
	Black Death
	Sta + Occult
	Willpower
	Costs 1 Blood and 1 Willpower. Target has plague, mortals die in 24 hours, vampires enter torpor.

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	


