Mental Merits
Area of Expertise (••)
Book: The Free Council, p. 131
Prerequisite: Resolve •• and a Specialty in the appropriate Mental Skill
Effect: Your character is uncommonly focused on a particular area of expertise. By purchasing this Merit, your character essentially doubles his Specialty in a particular Mental Skill, so that he gains a +2 dice bonus from that Specialty rather than the usual +1. This Merit can only be applied to one of the character’s existing Specialties. This Merit can only be purchased once per character.
Drawback: A character with this Merit cannot have any other Specialties in the same Skill as Area of Expertise. Thus, if this Merit is purchased for the Automobiles Specialty of Craft, the character can never have any other Specialties in that same Skill.

Bilingual (••)
Book: Reliquary, p. 85, C
Effect: You grew up constantly hearing two different languages, probably one from your mother and other form your father or one in your family but different one in public places and schools. You have two mother tongues.
Drawback: One of your parents is of different natinality or your whole family are immigrants, which is enough to be hated by some.
Available at character creation only.

Danger sense (••)
Book: The World Of Darkness Core, p. 108
Effect: You gain a +2 modifier on reflexive Wits + Composure rolls for your character to detect an impending ambush. This kind of roll is typically made prior to the first turn of a surprise attack. Your character has a well-developed survival instinct that warns him of impending danger. Perhaps he’s adept at reading subtle clues in his environment orhe possesses an uncanny “sixth sense” when it comes to avoiding trouble.

Direction Sense (•)
Book: The World Of Darkness Core, p. 110
Effect: Your character has an innate sense of direction that instinctively allows him to remain oriented. He
can enter unfamiliar territory and always retrace his steps back to his starting point, and can orient himself to
any of the compass points (i.e., face north, face south) without references.

Eidetic Memory (••)
Book: The World Of Darkness Core, p. 108
Effect: Your character has a near-photographic memory, being able to recall vast amounts of observed detail with astonishing accuracy. You do not normally need to make a roll for your character to remember an obscure Ffact or past experience, unless he is under stress (such as in combat). Under stress, there is a +2 modifier on any Intelligence + Composure or other Skill based roll (say, Academics, to remember a fact) for memory recall. Available at character creation only.

Emotional Detachment (•)
Book: Asylum, p. 50
Prerequisite: Resolve ••
Effect: Your character can distance himself from the pain, grief and suffering of his fellow human beings long enough to help them. This might make him seem somewhat aloof, but it also means that he doesn’t second-guess himself when performing delicate surgery. The character ignores penalties stemming from stress equal to his Resolve rating. For instance, if an EMT is trying to perform an emergency tracheostomy while in a moving car with a werewolf on the roof, the EMT might normally suffer a –2 penalty from sheer emotional
pressure. If he had this Merit and his Resolve were 2 or higher, he would take no penalty at all.
Interdisciplinary Specialty (•)
Book: The Free Council, p. 132
Prerequisites: ••• in two Skills and a Specialty
Effect: Your character makes sense of the world through interdisciplinary thought. She sees metaphorical
connections between different fields of study and, through those connections, achieves greater comfort and
success more easily in both.
This Merit lets a character duplicate her Specialty in one Skill with another Skill. For example, a Medicine
Specialty in Anatomy could be duplicated under Weaponry to describe a character’s deadly precision. Or a
Craft Specialty in Motorcycles could be duplicated under Drive to reflect a character’s honed experience. The
character must have three dots in both Skills used by this Merit.
Note: Because the Storyteller judges access to any Merit on a case-by-case basis, the application of this
Merit is left deliberately vague — it essentially saves a player an experience point in exchange for adding
cohesion to her Specialties. Individual Storytellers must decide what Skills are suitable to be paired through
this Merit based on the background and nature of the character involved. Some combinations (Anatomy as a
Specialty for Weaponry, for example) will seem appropriate in some cases and inappropriate in others.

Language (•)
Book: The World Of Darkness Core, p. 109 (Errata Version)
Effect: Your character knows an additional language besides his own, one that he can read, write and speak
with fluency. If he wishes to convince others that he is a native speaker, however, the Storyteller might call
for an Intelligence + Expression draw, contested by a reflexive Intelligence + Academics draw by anyone
who is suspicious.
You must specify which language your character is familiar with when purchasing this Merit. There is no
limit to the number of languages that a character may learn, though each language must be purchased as a
separate Merit.

Make Do (• to •••)
Book: The Free Council, p. 132
Prerequisites: Wits ••• and • in the appropriate Skill
Effect: Your character has some experience working under sub-optimal conditions. With poor tools or the
wrong tools, she can change a tire, repair a roof or perform an emergency tracheotomy. When you purchase
this Merit, assign it to a particular Skill (e.g., Make Do: Crafts). Reduce all penalties stemming from poor or
inappropriate tools by the number of dots you have in this Merit. You still must need and have some kind of
tools to attempt the action (you can’t patch a tire or perform a tracheotomy with your bare hands), but you can
scrape by with poor substitutes using this Merit. Note that this Merit does not add dice to your pool; this Merit
negates penalties.
This Merit can be purchased multiple times to apply to multiple Skills.

Steady Driver (•)
Book: Midnight Roads, p. 59
Prerequisites: Drive ••
Effects: Sometimes, effective driving is about achieving calmness, about driving with your head more than
your hands. A character who possesses this Merit does just that: when driving, the character always makes
Resolve + Drive rolls instead of using Dexterity, whether or not it’s a high-traffic scenario (see above, “Hightraffic Driving”).








Physical Merits
Driving Style: High Performance Driving (• to ••••)
Book: Midnight Roads, p. 56
Prerequisites: Dexterity •••, Resolve ••, Drive ••
Effect: Your character is trained in advanced driving techniques. Maybe he’s a cop or a federal agent.
Maybe he’s a stuntman for film and TV or the wheelman in a heist gang.
Dots purchases in this Merit allow access to special driving maneuvers. Each maneuver is a prerequisite for
the next. Your character cannot possess “Smuggler’s Turn” until he has “Speed Demon.” Maneuvers and
effects are described below.

Speed Demon (•): For this character, a vehicle’s Maximum Speed is now the same as the vehicle’s Safe
Speed. The character is very comfortable with driving fast, and thus does not suffer penalties for driving in
excess of a vehicle’s Safe Speed (see p.143, the World of Darkness Rulebook).
Smuggler’s Turn (••): Also known as a J-Turn, this is essentially a radical U-turn used at high speed: the
driver puts the car into a controlled skid, the car turns around, and as it’s turning, he puts it into gear and
keeps driving — except now, in the other direction. Used by bootleggers during Prohibition, it’s a great way
to escape a pursuing vehicle, if it works. The character must succeed on a Dexterity + Drive + Handling roll
to make this turn. In doing so, any pursuing vehicles lose the Handling bonus when trying to follow, unless
the pursuing driver also possesses this Merit.
Safe Passage (•••): Driving through strange or unsafe conditions — icy road, debris-littered highway, gridlocked highway — invokes penalties for most drivers, but not this character. He’s able to zip past wreckage
and control his car even when in a fishtailing hydroplane. Doing so still requires a Dexterity + Drive +
Handling roll, but the character can ignore up to three dice of penalty caused by bad or unsafe conditions.
Offensive Driving (••••): When locked in vehicle pursuit (see pp. 69–71, the World of Darkness
Rulebook), it’s good to drive in a way that distracts and disrupts the other driver. Whether the character is the
pursuer or the pursued, he can perform a number of distracting and disrupting techniques to hamper the other
car. The quarry might drive over the median, clip trashcans with his bumper to knock them over or even
careen through a busy intersection. The pursuer can perform maneuvers such as bumping the back end of the
fleeing car or distracting the fleeing driver by weaving in and out of traffic behind him (even disappearing
momentarily behind, say, an 18-wheeler) inan effort to draw the driver’s attention away from what he should
be paying attention to: the road. The effect is the same for whether the character is the pursuer or the pursued: the tricky driving hampers an opponent’s driving. The opponent’s Acceleration and Handling scores are halved (round up) as he is distracted. Drawback: The character must expend a Willpower point at the
beginning of vehicle pursuit to achieve this effect. Moreover, by the end of it, the vehicle the character was
driving assumes an automatic loss of two Structure from the highly offensive driving.

Fleet of Foot (• to •••)
Book: The World Of Darkness Core, p. 112
Prerequisites: Strength •••
Effect: +1 Speed per dot. Regardless of your character’s physical build, he can run quickly when he chooses
to.

Giant (••••)
Book: The World Of Darkness Core, p. 112
Effect: Your character is seven or more feet tall and over 250 pounds. He is +1 Size (and thus +1 Health).
Drawback: Your character needs to shop in big-and tall clothing stores or gets clothes custom tailored. He
might also be required to purchase two seats for air travel, depending on the airline.
Available at character creation only.

Iron Stamina (• to •••)
Book: The World Of Darkness Core, p. 113
Prerequisites: Stamina ••• or Resolve •••
Effect: Each dot eliminates a negative modifier (on a one-for-one basis) when resisting the effects of
fatigue or injury. For example: A character with Iron Stamina ¥¥ is able to ignore up to a -2 modifier brought
on by fatigue. See “Fatigue”, p. 179. The Merit also counteracts the effects of wound penalties. So, if all of
your character’s Health boxes are filled (which normally imposes a -3 penalty to his actions) and he has Iron
Stamina •, those penalties are reduced to -2. This Merit cannot be used to gain positive modifiers for actions,
only to cancel out negative ones.
Your character can push his body well past the limits of physical endurance when he has to, pressing on in
the face of mounting exhaustion or pain. Perhaps he trained himself to go without sleep for days at a time in
order to get through college, or a lifetime of sports has taught your character how to play through the pain no
matter how bad it gets.
Drawback: When your character does finally rest, he sleeps like the dead. After staying awake for an
extended period, your character is extremely difficult to wake until he’s slept for a minimum of 12 hours,
regardless of the situation.

Iron Stomach (••)
Book: The World Of Darkness Core, p. 113
Prerequisites: Stamina ••
Effect: Your character can eat almost anything, under almost any conditions. Greasy bacon and runny eggs
on a raging hangover? No problem. The green meat in the fridge? No problem. Milk two weeks past its
expiration date? No problem. He could be dropped in the middle of the forest and could live off bugs and
roots as long as necessary in order to survive - and with no ill effects. Add two dice to appropriate Survival
rolls. Add three to Stamina to resist deprivation (see p. 175).

Natural Immunity (•)
Book: The World Of Darkness Core, p. 113
Prerequisites: Stamina ••
Effect: Your character gains a +2 modifier on Stamina rolls to resist infection, sickness and disease. His
immune system is exceptionally effective at resisting infections, viruses and bacteria. Your character can
probably count on one hand the number of times he’s been seriously ill.

Parkour (• to •••••)
Book: Strange Alchemies, p. 74, Tribes Of The Moon, p. 98
Prerequisites: Dexterity •••, Athletics ••
The sport of parkour began in France, and has quickly spread to other parts of the world. Parkour demands
a level of athleticism from its practitioners that few other sports do. The purpose of parkour, which is also
called “free running” or “urban running,” is to move as quickly as possible through an environment with a
variety of obstacles, sprinting through the terrain and using a variety of climbing techniques, leaps, rolls and
other athletic movements to navigate.
Watching an expert traceur (one of the terms for someone who practices parkour) at work is awe-inspiring,
like something out of an action film. Though the technique comes from well-disciplined training, imbedding a
certain body of movements and techniques into the parkour’s instinctive reactions, the goal is a flawless,
seamless flow of movement from one obstacle to the next, with hardly any pause in speed or movement.
This “flow” is the goal of traceurs — it is the highest achievement of a practitioner of parkour to achieve a
Zen-like state of lack of thought, where purest instinct and reaction drives the movement. Skilled traceurs
speak of sometimes being aware that they’ve accomplished a tremendously difficult feat heartbeats after
they’ve accomplished it. Through intensive training to drive home certain actions when confronted with
certain obstacles, the traceur can depend on his instincts, rather than his thoughts — which are vulnerable to
fears and doubts — when moving through the urban environment.
Traceurs gather in clubs. Though the sport has begun to catch on, and some of these clubs are receiving
corporate sponsorship, the clubs tend to be quite informal, with members gathering in a given place on a
given day of the week to work on their techniques.
Dots purchased in this Merit allow access to special athletic maneuvers. Each maneuver is a prerequisite for
the next. So, your character can’t have “Cat Leap” until he has “Flow.” The maneuvers and their effects are
described below, most of which are based on the Athletics Skill.

Flow (•): Your character has some basic training in the techniques of parkour, allowing him to act
instinctively to obstacles and jumps. When using running or using the Foot Chase rules (see the World of
Darkness Rulebook, p. 65), your character may negate hazardous terrain penalties equal to his Rating in the
Parkour Merit. Additionally, the roll to gauge a jump distance (see the World of Darkness Rulebook, p. 67)
is a reflexive action.
Cat Leap (••): Your character has mastered some of the twisting leaps, landing rolls and wall taps used by
traceurs. When using a Dexterity + Athletics roll to mitigate damage from falling (see the World of Darkness
Rulebook, p. 179), your character gains one automatic success. Additionally, add one per dot in this Merit to
the threshold of damage that can be removed through this roll. Thus, if the Storyteller decrees that only three
successes may be garnered to reduce falling damage, the traceur with three dots in this Merit may actually use
six successes (assuming the player accumulates that many, including his automatic success).
Wall Run (•••): Your character has mastered the quick wall-run and leaping climb techniques of parkour.
When using Athletics to climb (see the World of Darkness Rulebook, p. 64), your character is capable of
scaling heights of 10 feet + 5 feet per dot in Athletics as an instant action (rather than the normal 10 feet),
though every full 10 feet beyond the first imposes a –1 die penalty. so extensively in this athletic discipline
that its maneuvers are normal and instinctive for him. Your character may designate any Athletics roll that
involves running, jumping and climbing as being a Rote Action (see the World of Darkness Rulebook, p.
134). However, when doing so, he is less able to react to events that don’t have to do with navigating the
environment, causing him to lose his Defense for that turn.
Expert Traceur (••••): Your character has trained so extensively in this athletic discipline that its
maneuvers are normal and instinctive for him. Your character may designate any Athletics roll that involves
running, jumping and climbing as being a Rote Action (see the World of Darkness Rulebook, p. 134).
However, when doing so, he is less able to react to events that don’t have to do with navigating the
environment, causing him to lose his Defense for that turn.
Freeflow (•••••): Your character has achieved the freeflow that is the holy grail of traceurs everywhere —
he acts without thinking, his movements flowing, graceful and quick when he enters “the zone.” He can
perform any Athletics action that involves running, jumping or climbing as a reflexive action, rather than an
instant action. Doing so requires that the character has been running for at least a full minute previously; any
use of this ability before that minute mark requires the expenditure of one point of Willpower, however.

Quick Healer (••••)
Book: The World Of Darkness Core, p. 113
Prerequisites: Stamina ••••
Effect: Your character’s healing abilities are remarkable, allowing him to bounce back quickly from
injuries that would leave most people bedridden for months.
Your character recovers from injuries in half the time that others do. One point of bashing damage is healed
in eight minutes. One point of lethal damage is healed in one day. One point of aggravated damage is healed
in four days.

Strong Back (•)
Book: The World Of Darkness Core, p. 113
Prerequisites: Strength ••
Effect: Your character gains a +1 modifier to actions involving lifting or carrying heavy weights. She can
lift and carry much more weight than her build and body type suggests.

Strong Lungs(•••)
Book: The World Of Darkness Core, p. 113
Prerequisites: Athletics •••
Effect: Your character is practiced at holding his breath for long periods of time. He might be a pearl diver
or escape artist, capable of staying underwater without aid for longer than most people believe is possible.
When determining how long your character can hold his breath, add two to Stamina when referencing the
Holding Breath chart on p. 49. For example, if your character’s Stamina is 2, he can hold his breath for four
minutes before you need to make a roll.


Stunt Driver(•••)
Book: The World Of Darkness Core, p. 113
Prerequisites: Dexterity •••
Effects: Your character can drive a vehicle and perform an unrelated action (e.g., fire a gun, punch another
passenger) in the same turn. Drive rolls may still be necessary for dangerous maneuvers or situations. See
“Vehicles, “ p. 141.

Tolerance for Biology (•)
Book: Asylum, p. 51
Prerequisite: Resolve, Stamina or Composure ••
Effect: Some people see blood and pass out. Some people hear another person throwing up and get queasy.
Your character can watch medicinal maggots being massaged into open, blackened wounds and feel nothing
except a bit of curiosity. He never feels nauseated due to unpleasant things he sees in a medical setting, and
receives a +2 bonus to any roll to keep composed when offered scenes of violence or carnage, or when
exposed to horrific smells.

Toxin Resistance (••)
Book: The World Of Darkness Core, p. 113
Prerequisites: Stamina •••
Effect: Your character gains a +2 modifier to Stamina rolls to resist the effects of drugs, poisons and toxins.
His body is capable of withstanding high levels of chemicals without suffering any ill effects. He’s probably
never had a case of food poisoning, much less a hangover.
Drawbacks: Your character’s body can’t tell the difference between recreational toxins and intentional
ones. It’s very difficult for him to become intoxicated, whether from alcohol, nicotine or other drugs. Also,
painkillers and anesthetics are only half as effective as normal.

Social Merits
Allies (• to •••••)
Book: The World Of Darkness Core, p. 114
Effect: Allies are people who are willing to help your character from time to time. They may be associates,
friends of convenience or people who owe your character a favor. Each acquisition of this Merit is dedicated
to one type of ally, whether in an organization, society or circle. Examples include the police, City Hall,
criminals, unions, banks, university faculty and hospital staff. In order to have alliances in more than one
venue, you need to purchase this Merit multiple times, each trait with its own dots. Thus, your character might
have Allies (Police) ••, Allies (Criminals) ••• and Allies (City Hall) •, each acquired separately at character
creation or during play.
Each dot that your character has indicates how deep his influence runs in that group. One dot might mean
he can ask for minor favors, such as being spared a parking ticket if alliance is among police, or being
allowed to see an article before it goes to press if alliance is among reporters. Three dots garner considerable
favors, such as a building permit “going missing” at City Hall, or a strike resolution being wrapped up early
among union leaders. Five dots allow for dangerous and even overtly criminal favors, such as a stock being
sabotaged on Wall Street or the answers to an exam being shared by a university professor.
The kinds of requests made of people in an organization typically have to relate to their sphere of influence.
Asking a criminal to slow down the bureaucratic process at City Hall makes no sense, but asking him to pass
along word of a drug buy does. Favors might be minor and within the bounds of a person’s job or role, such
as processing some paperwork more quickly than usual, or could be significant or dangerous and outside
what’s allowed or even legal, such as allowing a civilian access to the police evidence locker.
The Storyteller has final say over what is an acceptable request and what is not. If there’s any doubt, the
Storyteller could call for a Manipulation + Persuasion roll, with a bonus equal to your character’s Allies dots.
Penalties might also apply based on the importance or danger of the request. Asking someone to do something
already in the bounds of their role imposes no modifier, while asking them to do something that could get
them suspended imposes a -3 penalty, and asking for something that could get them jailed or killed is -5.
Frequent favors asked of the same group also imposes a penalty as group members grow tired of being called
upon.
Similarly, a roll of Manipulation + Persuasion + Allies dots could determine how many police answer your
character’s call for help, or how many longshoremen turn up when your character needs a show of force (one
per success rolled).
Allies doesn’t have to be defined in terms of specific individuals over whom your character has sway. He
could simply know a variety of people among city reporters and he can call upon them in general from time to
time. You should, however, explain why your character has influence in a particular body. Maybe he worked
there himself at one time and still has friends in the organization. Or he has done a group a favor and its
members still owe him.
Drawback: Allies are not automatons, waiting for your character to ask for help. They have their own lives
and needs. An alliance is a two-way relationship. Calling for favors makes your character indebted to his
friends, and they are sure to call such favors in when they need help. The Storyteller can use such debts as
inspiration for future stories.

Bureaucratic Navigator (••)
Book: Asylum, p. 51
Effect: Bureaucracy has a pattern, and your character has learned to recognize it. Within any given
bureaucratic system, be it a hospital, a government agency or a corporation, he has learned whom to talk to
get results, which rules he absolutely must follow and which ones he can ignore because no one pays
attention. You receive a +2 bonus to all Social and Mental rolls made to navigate, manipulate or work within
a bureaucratic system. Note that this Merit doesn’t accomplish the impossible.
Your character isn’t going to get a permit for a heavy assault rifle if such weapons are illegal in his city, no
matter how much he flirts with the ladies at the country courthouse.

Contacts (• to •••••)
Book: The World Of Darkness Core, p. 114
Effect: Contacts provide your character information in a particular area of awareness. Each dot in this Merit
represents one arena or circle in which your character has a web of connections and from which he may draw
information. If he has Contacts •••, his dots might be assigned to computer hackers, couriers and big business,
respectively. Contacts can include individuals whom you or the Storyteller defines, but more likely they
comprise an array of people from whom your character can draw information with a phone call, email or faceto-face query. Contacts is strictly information-gathering. Contacts do not come perform services for your
character or rush to his aid. Those actions are the purview of other Merits such as Allies and Retainer.
Gaining information from contacts requires a successful Manipulation + Persuasion or Socialize roll,
depending on the relationship between your character and the people in question. Penalties might apply if the
information sought is little known (-1 to -3), confidential (-3), or if sharing it could get people in trouble or
harmed (-3 to - 5). Success doesn’t guarantee exactly the information for which your character looks.
Contacts aren’t all-knowing, and the Storyteller is perfectly justified in saying that a particular contact simply
doesn’t know something.
Dramatic Failure: The contact doesn’t tell your character the full extent of what he knows, or provides
misleading information. Perhaps he’s holding out for money or favors, or simply makes an honest mistake.
Failure: The contact doesn’t have the information your character needs.
Success: The contact is able to provide some information that’s helpful to your character.
Exceptional Success: The contact is able to provide a wealth of information to your character, providing
answers to questions that aren’t even asked.
Suggested Equipment: Gift (+1), small bribe (+1), large bribe (+2), an outstanding favor (+1 to +3)
Possible Penalties: Lack of bribe (-1), frequent and recent requests (-1 to -2), information confidential (-1
to -3), information scarce (-2), information obscure (-3).

Cover (• to •••)
Prerequisites: Resolve ••• and Composure •• for Cover •••



Fame (• to •••)
Book: The World Of Darkness Core, p. 115
Effect: Your character has a measure of recognition in today’s media-saturated society, possibly as a
performer, athlete, politician or other sort of public personality. He’s frequently identified and can often get
star treatment. On the other hand, it’s difficult for your character to go places without being recognized, and
the media watches him carefully.
Each dot adds a +1 modifier to your character’s Socialize (or Persuasion, where applicable) rolls among
those who are impressed by his celebrity status.
Drawback: The more famous your character is, the more easily he is recognized by the public. The
Storyteller should apply the same +1 modifier per dot to a general Wits + Composure roll to see if he is
recognized by anyone on the street. An exceptional success indicates that one or more people are loyal fans
who approach him for autographs, pictures and long conversations.

Mentor (• to •••••)
Book: The World Of Darkness Core, p. 115
Effect: This Merit gives your character a friend and teacher who provides her with advice and guidance.
Your character’s mentor acts on her behalf, although the Storyteller determines exactly how. A mentor
usually offers advice, allowing the Storyteller to use him to help guide your character through tough
situations. A mentor may also use his influence or abilities to help your character out, although he probably
wants to see his charge do things for herself. A mentor is likely to give up in disgust on a pupil who
constantly asks for aid. Mentors may also ask for something in return for their assistance, which can lead your
character into some interesting situations.
The number of dots purchased in this Merit determines the relative power, knowledge and experience of
your character’s teacher. One dot indicates a mentor with one or more specialized Skills and a small amount
of experience in your character’s field of interest. Two dots indicate a mentor with a wide range of capability
and experience in your character’s field of interest. Three dots indicate a mentor possessing a broad range of
Skills, years of experience and significant influence in your character’s field of interest. Four dots indicate a
mentor who not only possesses a broad range of Skills and decades (or in some cases, centuries) of
experience, he is also a preeminent figure with major influence in your character’s field of interest. Five dots
indicate a mentor with towering influence and power in your character’s field of interest. A five-dot patron
watches over your character and influences her life in ways both obvious and subtle, and likely has an agenda
in which your character is pivotal.

Professional Training (• to •••••)
Book: Hunter: The Vigil Core, p. 67, C
Effect: Your character has been on the job for a while, and has grown skilled in the areas important to her
Profession. This Merit reflects your character’s job experience, natural prowess at the talents important to her
line of work and how well she can learn and grow within her field. Each of the Professions listed later in this
chapter has two Asset Skills associated with it. Players choose a free Specialty in one of those Skills at
character creation, and characters probably have at least a dot in both of the Asset Skills. Characters do not
have to begin with a dot in Professional Training, though, in order to choose a Profession.
The Professional Training Merit is progressive; a character can’t have Continuing Education until she has
Networking. The Professional Training ranks listed in the individual write-ups of the Professions beginning
on p. 74 allow a good shorthand for how well trained a given character is. A Hacker character with two dots
of the Professional Training Merit can be called a “Programmer,” while one with five dots is a “Genius.”
Characters, of course, don’t use this nomenclature, but it can be handy way for players to note roughly how
experienced their hunters are.

• Networking: Your character has amassed the contact information for people in her chosen Profession. At
low levels of the Merit, she is an up-and-comer, asking questions of older and more established colleagues.
As her Professional Training increases, people start coming to her with questions, requests for advice and
consultations, offers to coauthor papers, and invitations to speak at conventions. In game terms, the character
is considered to have the Contacts Merit (see p. 114 of the World of Darkness Rulebook) equal to her rating
in Professional Training, in addition to the other benefits that later levels provide. Every time a hunter
character gains a dot of Professional Training, the player must choose a sub-field of the Profession for this
portion of the Merit.
Example: John’s character, a Detective, gains a second dot of Professional Training. John specified that the
first dot of Contacts bestowed by this Merit was Police, refl ecting the character’s work with the local cops.
With the increase, John decides that since his character has made a name for himself in law enforcement, he
now has Contacts in Federal Agencies. Note that the Networking facet of this Merit does not preclude the
player from purchasing the Contacts Merit separately, nor does it imply any special relationship with any one
particular person in the areas specified. It simply means that the character saves business cards, writes down
numbers, buys drinks at conventions or otherwise pays attention to the people he meets.
•• Continuing Education: As part of her growth within her field, the character learns new skills that are
applicable to what she does. Sometimes, the character finds herself learning things she never thought would
apply to her Profession. An Academic might take a class in physiology and find she has a passion for it,
signing up for gross anatomy classes, learning first aid and thus gain dots in the Medicine Skill. When the
player purchases this dot of Professional Training, the player chooses a third Asset Skill. If the player takes
this Merit at character creation, she can take her free Specialty in any of her three Asset Skills. The Storyteller
is the final arbiter of whether a given Skill is an appropriate choice.
••• Breadth of Knowledge: A character who settles into the routine of her job never stops learning, but
probably doesn’t learn new aptitudes so much as how to make better use of her existing ones. In game terms,
this “breadth of knowledge” is best represented by Specialties. Upon purchase of this dot of Professional
Training, the cost for Specialties in Asset Skills drops to 2 experience points per Specialty.
•••• On-the-Job Training: Schooling is no substitute for experience. A character who has been at her
Profession for a long time (and who dedicates herself to it, rather than just coasting or dodging work),
progresses efficiently within her field. She learns not just facts, but patterns, tricks, shortcuts and truisms that
help her do her job well. In game terms, characters at this level of Professional Training pay only (new dots x
2) for Asset Skills, rather than (new dots x 3).
Drawback: The problem is that picking up new Skills is difficult for those who specialize. Buying the first
dot of a new non-Asset Skill costs one extra point of experience (four points, rather than three). This increase
does not affect raising the Skill further; it just represents a steeper learning curve, because the character has to
shake herself out of her routine a bit more than others in order to learn new talents.
••••• A Day on the Job: Characters who achieve this level of competence at their Professions are envied,
highly sought after and extremely rare. The character might not be the most Skilled person on the planet (i.e.,
might not have an Asset Skill at five dots), but she has learned so much about the application of those Skills
that she can do her job in her sleep. When the player spends a Willpower point on a roll involving an Asset
Skill, and that use of the Skill is something that would fall into the daily purview of the character, the roll can
instead become a rote action (rather than the usual +3 dice for spending a Willpower point). Details on the
rote action rule can be found in the World of Darkness Rulebook, pp. 134–135.
“Daily purview” means that the action is something the character would encounter on a regular basis in the
course of his job. A Detective could use it while searching a crime scene. An Occultist could use it for research, and so on. The exact Skill being used isn’t as important as the way in which it is used. For instance, a Laborer who uses the Crafts Skill to fix cars and other machines couldn’t use this Merit to turn baking a cake into a rote action, even though it’s covered by the same Skill. Combat or hunting a supernatural monster is never really a routine and can't be done as a rote action.
Drawback: While a character can use this Merit to make a combat roll into a rote action, doing so forces
the character to concentrate on following through the attack above all else. The character receives no Defense
during that turn.

Resources (• to •••••)
Book: The World Of Darkness Core, p. 115
Effect: This Merit measures your character’s material resources, both possessions and wealth. All
characters are assumed to have a job or a source of income (trust fund, parents) that is sufficient to cover their
basic needs: food, shelter and transportation. Dots in this Merit represent disposable income - wealth and
assets that can be liquidated for more money in case of emergency. The number of dots indicates your
character’s general level of wealth. One dot suggests low disposable income: $500 a month and
approximately $1,000 worth of assets. Two dots suggest moderate disposable income: $1,000 a month and
approximately $5000 worth of assets. Three dots suggest significant disposable income: $2000 a month and
maybe $10,000 worth of assets. Four dots suggest substantial disposable income: $10,000 a month and
$500,000 worth of assets. Five dots suggest significant wealth: $50,000 a month and as much as $5,000,000
worth of assets.
Resources can be used to determine if your character can reasonably afford a purchase or expenditure.
Equipment, weapons and items throughout these rules are assigned costs in dots. The Storyteller can assign
cost dots to other items during play based on what’s here. If your character has the same or more dots in
Resources, he can afford the item on his disposable income. That doesn’t mean he has a blank check with
which to buy everything he sees. He might be able to afford one or two items with a cost equal to his
Resources dots in a single month. Items with lower costs can be acquired more often. The Storyteller has final
say on what’s too much or what’s too often.
Your character’s Resources dots aren’t spent and don’t go away. They represent available cash at any given
moment. The only means by which your character’s Resource dots might decrease is if story events conspire
against them. Perhaps your character’s fortune is wiped out, he loses his job or his company is subjected to a
hostile takeover. The Storyteller therefore influences how your character’s dots might decrease, and whether
they can be salvaged.

Safehouse (• to •••••)
Book: Hunter: The Vigil Core, p. 70

Socially Small (••)
Book: Skinchangers, p. 21; Changing Breeds, p. 97, C
Whether natural or carefully cultivated, your character is easy to overlook. Socially, he’s ignorable or of
negligible importance. He’s not necessarily forgettable. People are as apt to remember him as they are anyone
else, if they even notice him in the first place. Even when they do look at him, he usually weighs in as
“unthreatening.”
Mechanically, the character gains a +1 modifier to Subterfuge and Stealth rolls, since people are paying less
attention to him, and thus his lies and his attempts to go unnoticed. Some other Skills may also benefit from
this Merit, at the Storyteller’s discretion. There are times when being small could benefit a player in Politics
or someone using Streetwise. More generally, people with this Merit register as someone whom people don’t
need to pay attention to. The character gets chosen last for kickball, but the police don’t pick him up while
looking for the usual suspects. Shopkeepers who are strict about loiterers consider him a non-issue. People
and creatures who get nervous around others feel a little less so when it’s just him. Even prey animals react a
little less to his presence. This amounts to a –1 penalty to the Wits + Composure rolls to notice this character
as a detail.
Drawback: Even when the character wants to be noticed, he’s still overlookable or unimportant. Waiting
with others to get customer service’s attention, everyone else successfully shouts over him. No one really
takes his threats seriously, even when he means them. This applies a –1 penalty to Expression, Intimidation
and Socialize rolls, as well as any other actions the Storyteller deems appropriate.=

Status (• to ••••)
Book: The World Of Darkness Core, p. 116
Prerequisites: Varies (see below)
Effects: Your character has standing, credentials, authority or respect within an organization, group,
company or social body. He might have an official position or title, or might simply be revered and honored
within the group and therefore accorded a degree of authority. Your character might be a company vice
president, a police sergeant or lieutenant, an army corporal or a nurse at a hospital. Or he could be a lowly
member of the group whom everyone likes or who has won some acclaim and is allowed more standing than
he is officially entitled.
Each acquisition of this Merit is dedicated to one type of authority, whether in an organization, society or
circle. Examples include police, City Hall, criminals, unions, banks, a university faculty and hospital staff. In
order to have authority in more than one venue, you need to purchase this Merit multiple times, each trait with its own dots. Thus, your character might have Status (Police) ••, Status (Criminals) ••• and Status (City Hall) •, each acquired separately at character creation or during play. You would need to explain how he reconciles all this authority in the setting. The aforementioned character might be a dirty police sergeant who has paidhis dues in civil elections and gained some recognition among city officials.
Status represents the privileges and liberties that your character is authorized to take within the confines and
definitions of his group. Increasing dots reflect increasing clout. A cop with Status 1 can enter the suspect
lockup and interrogation rooms, while a cop with Status 4 can enter the evidence locker without supervision
or get involved in a crime scene investigation without specifically being called in.
The phrase “within the confines and definitions of his Group” is emphasized above because Status operates
exclusively through official channels. A surgeon might have one patient seen or operated on before another,
because that’s within the official confines of his authority. Exceeding the confines of authority or proper
channels transcends the limits of the Status Merit. Going above and beyond — to ask for favors rather than
give orders or to requisition an official request — enters the realm of the Allies Merit. So, a police detective
who gets a lower-ranking officer to investigate a case may do so with Status. That request is conducted
through proper channels. Meanwhile, a police detective who asks another officer to overlook some evidence
or to delay an investigation does so with Allies. The favor is asked outside official channels.
While Status might allow your character to give orders to underlings, the Merit doesn’t automatically get
results. Subordinates or co-workers might resent their assignments, dislike your character or have personal
agendas that interfere with your character’s needs. Efforts to get things done through official channels still
call for Manipulation + Intimidation, Persuasion or Socialize rolls, whichever Skill is appropriate to the
request, circumstances and your character’s standing within the organization. Bonus dice equal your
character’s Status dots. Penalties might apply if your character browbeats someone (-1), uses threats (-2),
skirts the limits of his authority (-2) or exceeds his authority (-3 to -5).
Some sample organizations and the basic benefits, perks and privileges of standing in them are listed below.
City Police: A patrol officer has legal powers of search, seizure and arrest, is permitted to carry a firearm at
all times and has access to a wide range of local databases. High-ranking officers (•••+) can initiate
investigations, coordinate with neighboring county or state police, and call in urban-assault teams.
Clerical Standing: Your character is a licensed minister, gaining access to people and places such as
accused criminals, hospital patients, crime and accident scenes, and restricted areas in religious institutions.
Prerequisite: Academics Skill Specialty: Religion.
Corporate Executive: A low-level corporate executive has access to much of the company’s resources,
including corporate credit cards, vehicles, cell phones and computer equipment. Depending on the company,
he can also access sources of information and influence not available to the general public. Executives (•••+)
have larger salaries, expense accounts, and hiring and firing powers, not to mention social perks and access to
connected political figures and/or celebrities.
Diplomat: Your character is a registered diplomat for a sovereign country. If he works in a foreign country
he has free lodging, access to his country’s embassy and immunity from foreign criminal prosecution.
Prerequisites: Politics •• and Persuasion ••.
Licensed Professional: Your character is licensed in a recognized profession that affords him privileges
unavailable to most civilians. He might be a private investigator and authorized to carry a concealed weapon
and to have access to restricted databases and government files, or he could be a building contractor and be
authorized to own and use explosives for professional applications. Prerequisite: Academics Skill Specialty:
Law (private investigator), Science Skill Specialty: Demolitions (building contractor).
Medical: Your character is licensed to practice medicine. He can write prescriptions, access medical
records and gain access to restricted areas such as crime and accident scenes. Prerequisite: Medicine ••.
Military: An enlisted soldier has a monthly stipend, is permitted to possess military-grade firearms and has
access to restricted sources of information and equipment. If he is an active-duty soldier he receives free room
and board and medical care. High-ranking soldiers (•••+) are officers who can command units, requisition
military equipment and perhaps even initiate foreign insurgencies. Rotary Club: A basic member in good
standing has access to the local meeting hall and a network of members who can provide club-related
information or perform club-related duties. A basic member can also benefit from the organization’s
emergency fund in times of need. High ranking members (•••+) have access to other clubs around the country,
and have sway over connected civic groups and political figures.
Drawback: Your character’s standing in a given organization is dependent on the fulfillment of his duties
and on abiding by the regulations required of members.

Striking Looks (•• or ••••)
Book: The World Of Darkness Core, p. 117
Effect: Your character is exceptionally attractive by modern standards; heads turn and conversations stop
when she enters a room.
For two dots, your character gets a +1 modifier to all Presence or Manipulation rolls when she attempts to
use her looks to entertain, persuade, distract or deceive others.
For four dots, your character’s looks are angelic; she gets a +2 modifier.
Drawback: The more attractive your character is, the harder it is for her to avoid notice in public.
Witnesses to any criminal acts are much more likely to remember your character’s appearance, and easily
recognize her in a lineup. Your character is also likely to receive a great degree of unwanted attention in
social situations.

Combat
Athletics Dodge (•)
Book: Dogs Of War, p. 38
Prerequisites: Dexterity •• and Athletics •
Effect: Whenever your character performs a dodge (see “Dodge”, the World of Darkness Rulebook, page
156) you can add his Athletics Skill dots to his Defense instead of doubling his Defense. He essentially draws
on his knowledge of how his body moves to parry and evade attacks rather than rely on his raw ability alone.
Athletics Dodge applies against incoming Brawl-and Weaponry-based attacks, against thrown-weapon
attacks, and against firearms attacks made within close-combat range. Your character can move up to his
Speed and perform an Athletics Dodge maneuver in a turn.
A character can possess this Merit and also the Brawling Dodge and Weaponry Dodge Merits, but only one
can be used per turn.

Brawling Dodge (•)
Book: The World Of Darkness Core, p. 110
Prerequisite: Strength •• and Brawl •
Effect: Whenever your character performs a dodge (see “Dodge”, p. 156), you can choose to add his Brawl
Skill dots to his Defense instead of doubling his Defense. He essentially draws on his training in blocking and
evading attacks rather than relying on his raw ability alone. While this might provide little benefit to a
brawling novice, it can give the advanced fighter an edge.
Brawling Dodge applies against incoming Brawl- and Weaponry-based attacks, against thrown-weapon
attacks, and against Firearms attacks made within close-combat range. Your character can move up to his
Speed and perform a Brawling Dodge maneuver in a turn.
A character can possess both the Brawling Dodge and Weaponry Dodge Merits, but only one can be used
per turn.

Disarm (••)
Book: The World Of Darkness Core, p. 110
Prerequisite: Dexterity ••• and Weaponry ••
Effect: Your character has refined his Weaponry Skill to the extent that he can use a weapon to disarm
opponents in close combat. When making a normal attack, compare your successes to the opponent’s
Dexterity. If you get a number of successes equal to or greater than the opponent’s Dexterity, you can choose
to have your character disarm him instead of doing damage. A weapon lands a number of yards away from
the opponent equal to your successes rolled.
Disarming is a different activity than specifically attacking or breaking weapons or items carried by
opponents. See “Equipment” (p. 139) for rules on doing that.

Fast Reflexes (• or ••)
Book: The World Of Darkness Core, p. 110
Prerequisites: Dexterity •••
Effect: +1 Initiative per dot Your character’s mix of sharp reflexes and steady nerves helps him get the
drop on adversaries.

Fresh Start (•)
Book: The World Of Darkness Core, p. 112
Prerequisites: Fast Reflexes •
Effect: Your character dedicates an action to altering his standing in the Initiative order in the following
turn and for all subsequent turns, choosing to insert himself at a new point in the roster, even if it means going
first when he went last before. For example, if your Initiative roll (see p. 151) resulted in a 9, but a rival
whom your character wanted to waylay got a 12, your character can forfeit an action in turn one to get a fresh
start and then act before that rival at 13 in turn two and afterward.
Drawback: A character must take an action to change his Initiative ranking in subsequent turns. He can do
nothing else in that action except move up to his Speed.

Murder Expert (•••)
Book: Slashers
Prerequisite: Intelligence ••, Stealth •••, Morality 2 or Trigger point at Morality 3 or less
Effect: You may not be any good in a fight, but it doesn’t matter. You have been trained in the language of murder and now you’re a connoisseur of death, skilled at bringing other people to their ends. When you attempt a surprise attack in combat, if your target doesn’t detect your attack (and would normally not apply Defense), you instead strike a killing blow (World of Darkness Rulebook, p. 168).
Drawback: You must name your target on the turn before you attack — you can’t choose to slaughter whoever is slowest that turn.

Quick Draw (•)
Book: The World Of Darkness Core, p. 113
Prerequisites: Dexterity •••
Effect: Your character can draw a pistol and fire or pull a melee weapon and attack without penalty as a
single action in a turn. If a weapon is hidden on your character’s person (under a coat or in a purse), it can be
drawn and used in the same turn without the normal loss of Defense. A separate Quick Draw Merit must be
acquired for use with firearms and melee weapons.

Weaponry Dodge (•)
Book: The World Of Darkness Core, p. 114
Prerequisites: Strenght ••• and Weaponry •
Effect: Whenever your character performs a dodge (see “Dodge,” p. 156), you can choose to add his
Weaponry Skill dots to his Defense instead of doubling his Defense. He essentially draws on his training in
parrying and evading attacks rather than relying on his raw ability alone. While this might provide little
benefit to a fencing novice, it can give the advanced fighter an edge.
Weaponry Dodge applies against incoming Brawl- and Weaponry-based attacks, against thrown-weapon
attacks, and against Firearms attacks made within close-combat range. Your character can move up to his
Speed and perform a Weaponry Dodge maneuver in a turn.
A character can possess both the Brawling Dodge and Weaponry Dodge Merits, but only one can be used
per turn.

Fighting  Styles
Fighting Style: Boxing (• to •••••)
Book: The World Of Darkness Core, p. 110, C
Prerequisites: Strength •••, Stamina •• and Brawl••
Effect: Your character is trained in the art of boxing, able to deliver swift, powerful punches, and to duck
and weave away from opponents’ attacks. He might have participated in the sport in high school or college, or
made a go of it professionally. Or he might have taken some classes at the local health club as a form of
exercise.
Dots purchased in this Merit allow access to special combat maneuvers. Each maneuver is a prerequisite for
the next. So, your character can’t have “Duck and Weave” until he has “Body Blow.” The maneuvers and
their effects are described below, most of which are based on the Brawl Skill.

Body Blow (•): Your character can deliver powerful blows that leave opponents reeling and gasping for air.
If successes inflicted in a single Brawl attack equal or exceed a target’s Size, the victim loses his next action.
Duck and Weave (••): Your character is trained to instinctively duck and evade an opponent’s blows. Use
the higher of your character’s Dexterity or Wits to determine his Defense when dealing with Brawl-based
attacks only (not against Weaponry attacks). If a combination of Brawl- and Weaponry-based attacks is
focused on your character in the same turn, use his normal Defense against both.
Combination Blows (•••): Your character’s training and experience allow him to devastate opponents with
a flurry of rapid blows. He can make two Brawl attacks against the same target in a single action. The second
attack suffers a -1 penalty. Drawback: Your character cannot use his Defense against any attack in the same
turn in which he intends to use this maneuver. If he uses Defense against attacks that occur earlier in the
Initiative roster, before he can perform this maneuver, he cannot perform the maneuver in the turn. He is too
busy bobbing and weaving out of the way of attacks.
Haymaker (••••): Your character can deliver powerful, accurate blows capable of knocking an opponent
unconscious with a single punch. A single Brawl attack that equals or exceeds the target’s Size in damage
might knock him unconscious. A Stamina roll is made for the victim. If it succeeds, he is conscious but he
still loses his next action due to the Body Blow (see above). If it fails, he is unconscious for a number of turns
equal to the damage done. Drawback: Your character cannot use his Defense against any attack in the same
turn in which he intends to use this maneuver. If he uses Defense against attacks that occur earlier in the
Initiative roster, before he can perform this maneuver, he cannot perform the maneuver in the turn. He is too
busy bobbing and weaving out of the way of attacks.
Brutal Blow (•••••): Your character’s accuracy and power are such that his fists are lethal weapons, able to
injure or kill opponents. Yor blows can inflict lethal instead of bashing damage. 

Fighting Style: Combat Marksmanship (• to •••••)
Book: 13th Precint, p. 80; Armory, p. 210
Prerequisites: Strength ••, Dexterity ••, Composure••• and Firearms ••
Effect: Your character is not only proficient with firearms, but has trained extensively to maintain her
accuracy during the stress of combat. She most likely has experience in law enforcement or the military,
though she may simply be a self-defense advocate or a dedicated hobbyist with uncommon self-possession.
Dots purchased in this Merit allow access to special combat maneuvers. Each maneuver is a prerequisite for
the next. So, your character can’t have Tactical Reload until she has Shoot First. The maneuvers and their
effects are described below, most of which are based on the Firearms Skill.

Shoot First (•): Your character’s trained reflexes give her a split-second edge in a gunfight. Whenever she
begins a combat situation with a firearm already in her hand, she gains a bonus to her Initiative roll equal to
her Firearms Skill. If she also has the Quick Draw Merit for firearms (see the World of Darkness Rulebook,
p. 113) and draws a firearm during the first turn of combat, this bonus is added retroactively, starting at the
beginning of the second turn of combat.
Tactical Reload (••): Your character’s muscle memory enables her to reload without conscious thought.
Once per turn, she may reload a firearm that feeds from a detachable magazine or use a speedloader to reload
a revolver, as a reflexive action.
Double Tap (•••): When using a lever-action, pump action or semi-automatic firearm, your character may
make short burst attacks as if her gun were capable of autofire.
Bayonet Range (••••):Your character can maintain accuracy and control even when facing an opponent at
arm’s length. The target’s Defense does not apply to fire arm attacks your character makes within closecombat
range (see p. 155, the World of Darkness Rulebook).
Rapid Fire (•••••): Your character’s concentration is such that she can unleash a hail of bullets. In a single
action, she may make one extra Firearms attack for each point by which her Composure exceeds 2. Each extra
attack is made at a cumulative –1 modifier. Thus, she can perform a total of two attacks at Composure 3 (the
second of which is at –1), three attacks at Composure 4 (the third of which is at –2) and four at Composure 5
(the fourth of which is at –3). She must declare the targets of all attacks before rolling the first one. Each
attack not directed against her initial target suffers an additional –1 penalty. All attacks made with this
maneuver must be single shots. Drawback: Your character cannot use her Defense against any attack in the
same turn in which she intends to use this maneuver. If she uses Defense against attacks that occur earlier in
the Initiative roster, before she can perform this maneuver, she cannot use Rapid Fire this turn. In addition,
your character may not use this maneuver with bolt-action or break-action firearms.




Fighting Style: Baton (• to ••••)
Book: Armory, p. 211
Prerequisites: Dexterity •••, Weaponry •••
Effect: Dots purchased with this Merit allow access to combat maneuvers with blunt weapons. Each maneuver is a prerequisite for the subsequent maneuver. So, your character cannot have “Disarm” until he has
“Lock and Block.” These maneuvers and their effects are described below. All maneuvers are based upon the
Weaponry Skill.
Note that to perform these maneuvers, a character must have at least one blunt weapon in hand. This
weapon is potentially a baton, but it can be any blunt object shorter than two feet in
length. If the character wields two weapons, he still assumes the –2 penalty for off-hand attacks.

Lock and Block (•): With this move, your character uses an adversary’s momentum against her. If you
succeed on a Strength + Weaponry roll, your character captures an opponent’s attacking arm in his own and
gains a grapple over her (for grappling rules, see p. 157, World of Darkness Rulebook). You may add your
character’s Defense to the Strength + Weaponry roll, as he is technically making a defensive maneuver.
However, if you choose to add his Defense to this attack, you may not apply his Defense against any
incoming attacks that turn. If he has already applied his Defense, he may still utilize this maneuver, but he
does not get to add his Defense to the roll.
Disarm (••): This allows your character to capture an incoming attack and bring his own weapon down
upon a foe’s forearm, potentially forcing the enemy to drop her weapon. (Note that this is different than the
Disarm Merit.) To enact this maneuver, make a normal attack roll (Dexterity + Weaponry). Compare the
successes on this roll against the opponent’s Stamina. If the successes are equal to or exceed her Staminascore, she drops the weapon. This attack does cause damage to the opponent, as well. Take the successes
gained on the attack roll and halve them (round up). The opponent takes this damage, bashing.
Off-Balancing Attack (•••): With this attack, your character uses his weapon to set a foe off-balance. This
attack can take any form: thrusting a baton into a solar plexus, hitting a foe’s temple or the bridge of her nose
or using a stick’s momentum to push her into an awkward position. The attack is made at a –2 penalty. If
successful, the attack does full damage and the opponent’s next attack is made at a –3 penalty.
Many-Handed Defense (••••): Escrima practiti ways often unparalleled in other weapon-style systems. In
this case, you may apply your character’s full Defense (or Dodge) to all attacks against him in a single turn.
They are not diminished at all by attacks made after the first.

Fighting Style: Grappling (• to ••••)
Book: Adamantine Arrow, p. 50
Prerequisites: Strength ••, Dexterity •••, Stamina ••• and Brawl ••
Effect: Your character has trained in a form of submission grappling, such as judo, old-school catchascatch-
can wrestling (Olympic-style wrestlers learn the first two maneuvers) or Brazilian jiu-jitsu. He uses
leverage and positioning to out-grapple opponents.

Sprawl (•): Your character knows how to “sprawl” and sink his weight to avoid being overpowered in a
rapple. Subtract the higher of Strength +1 or Dexterity +1 from dice pools to overpower him in a
grapple. This doesn’t apply to the initial hold, but subsequent attacks from the grip.
Takedown/Throw (••): Your character knows how to rapidly close with your enemy and take him to the
ground. In lieu of securing a grappling hold, your character can immediately render the opponent prone (see
the World of Darkness Rulebook, pp. 157 and 164). Furthermore, if he takes an opponent down this way, he
can choose whether or not to go prone with the target. Mixed martial arts fighters take a crouching (but still
standing) position fromand deliver vicious beatings with their hands — a technique called “ground and
pound.”
Chokehold (•••): Your character can efficiently choke enemies by cutting off blood flow to their brains. If
he overpowers an opponent in a grapple, he can start the choke. The choke inflicts a cumulative –1 die penalty
to the opponent’s actions for each turn the choke is maintained. The victim falls unconscious if he endures a
choking attack for a number of consecutive turns equal to his Stamina. Your character can continue choking
an unconscious victim. This inflicts lethal damage equal to the attacker’s Strength + Brawl successes every
turn. Chokeholds don’t work on opponents who don’t need to breathe.
Submission Hold (••••): Opponents caught in your joint locks can’t escape without injuring themselves. If
your character scores more successes than his opponent’s Size in an immobilization attempt, the victim can’t
attempt any physical action — including breaking free — without suffering a point of lethal damage. This
penalty lasts from the moment of immobilization to end of the next turn. Furthermore, your character can always choose to inflict one point of lethal damage whenever he damages an opponent with an overpowering roll. The character’s first Strength + Brawl success inflicts a point of lethal damage; subsequent successes inflict bashing damage. Submission holds don’t work on creatures that don’t have bones.

Fighting Style: Improvised Weaponry (• to •••)
Book: Midnight Roads, p. 57
Prerequisites: Wits •••, Weaponry •
During the course of their journeys upon the Road, wanderers find themselves in bad circumstances with
nothing even remotely resembling a respectable weapon at hand. Perhaps the first, best rule of the nomadic
life, however, is to make do with what you’ve got. Thus, certain improvisational fighting strategies have
become time-honored traditions for people who get knocked on their asses and have to reach for the nearest
solid object to avoid a serious beating, or worse.
Note that, unlike most other Fighting Style Merits, Improvised Weaponry isn’t formally taught. Characters
invariably pick up this brutal, sloppy style of combat at the school of hard knocks.

Always Armed (•): The character has an instinct for grabbing something dangerous in almost any situation
and maximizing its lethality once in hand. On her character’s initiative in any given turn, the player may make
a reflexive Wits + Weaponry roll to have the character pick up an object suitable for use as a weapon in any
save the most barren environment. (The player is encouraged to work with the Storyteller to determine an
appropriate item — a large, jagged rock outdoors, for example, or a heavy glass ashtray with one sharp,
broken edge in a dive bar.) Regardless of what it is, this object is treated as a Size 1, one lethal weapon with a
Durability of 2. On an exceptional success, provided that her surroundings allow for it, the character may
instead grab a Size 2, two lethal improvised weapon with a Durability of 2.
In Harm’s Way (••): By interposing her weapon (no matter how small or inappropriate for parrying it
might be) in the path of an oncoming Brawl or Weaponry attack, the character learns to increase her chances
of walking away from a given attack unscathed. While wielding an improvised weapon acquired with the first
technique of this Fighting Style, the character may, at the beginning of a turn, treat the Structure of her
weapon as armor, but any damage inflicted upon her also inflicts an equal amount of damage to the
improvised weapon, bypassing its Durability.
Breaking Point (•••): One sure way to win a fight is to hit the other guy so hard that he doesn’t get back
up, even if that means losing a weapon in the process. When the character uses the all-out-attack option in a
fight while wielding an improvised weapon acquired with the first technique of this Fighting Style, her player
may exchange points of the weapon’s Structure, down to a minimum of zero, for added equipment bonus for
the duration of a single strike. The player must declare the use of this option before the attack is made, and the
weapon still takes the damage even if the attack is unsuccessful (perhaps striking a brick wall, a parked car or
some other heavy object.) If the weapon is reduced to zero Structure, the weapon is automatically destroyed
after the attack is resolved, though the target is still damaged as normal if successfully struck. Note that the
character may use this technique in conjunction with the previous one, allowing her to parry an attack made
on a higher Initiative than her own and then go on the offensive with her improvised weapon, provided that it
didn’t sustain enough damage to destroy it.

Fighting Style: Kung Fu (• to •••••)
Book: The World Of Darkness Core, p. 111
Prerequisites: Strength ••, Dexterity ••, Stamina •• and Brawl ••
Effect: Your character is trained in one of the many forms of Kung Fu, conditioning his mind and body for
the purposes of focus and self-defense. He may have begun his training at an early age, following in the
footsteps of family or friends, or he may have joined a school as an adult for the purposes of exercise or
protection.
Dots purchased in this Merit allow access to special combat maneuvers. Each maneuver is a prerequisite for
the next. So, your character can’t have “Iron Skin” until he has “Focused Attack.” The maneuvers and their
effects are listed below, most of which are based on the Brawl Skill.

Focused Attack (•): Physical conditioning and accuracy allow your character to deliver blows at vulnerable
spots on targets. Penalties to hit specific targets are reduced by one. See “Specified Targets,” p. 165. Even
when a specific part of an opponent is not targeted, armor penalties to your character’s Brawl attacks are
reduced by one.
Iron Skin (••): Your character has hardened his body to physical blows, allowing him to withstand repeated
hits with minimal effect. He has an effective armor trait of 1 against bashing attacks only. 
Defensive Attack (•••): Your character has mastered the ability to fight defensively. When using this
maneuver, your character gains +2 to his Defense for the turn, but any attack he makes suffers a -2 penalty.
He can move no more than his Speed while performing a Defense Attack maneuver in a turn.
Whirlwind Strike (••••): Your character can unleash a storm of blows against an opponent. He can make a
number of extra Brawl attacks for each point of Dexterity that he has above 2 in a single action. Each extra
attack is made at a cumulative -1 modifier. Thus, he can perform a total of two attacks at Dexterity 3 (the
second of which is at -1), three attacks at Dexterity 4 (the third of which is at -2), and four at Dexterity 5 (the
fourth of which is at -3). All attacks must be on the same target. Drawback: Your character cannot use his
Defense against any attack in the same turn in which he intends to use this maneuver. If he uses Defense
against attacks that occur earlier in the Initiative roster, before he can perform this maneuver, he cannot
perform the maneuver this turn. He is too busy bobbing and weaving out of the way of attacks.
Lethal Strike (•••••): By focusing his might and concentration, your character can kill or maim an
opponent with a well-placed strike. Your strikes can inflict lethal instead of bashing damage. 

Fighting Style: MAC (• to •••••)
Book: Dogs Of War, p. 38
Prerequisites: Strength ••, Dexterity ••, Stamina •• and Brawl ••
Effect: The character is trained in Modern Army Combatives, the modern military style of hand-to-hand
combat that blends a number of fighting styles such as Muay Thai to provide a soldier with an all-round
means of unarmed self-defense and defense with short weapons (Brawl and Weaponry Skills).
Each dot of this Fighting Style is the prerequisite for the next higher dot; one cannot purchase “Atemi
Attack” until one has purchased “Tactician’s Sense”, for example.
• Tactician’s Sense: The character gauges the body language of combatants in his proximity. In game
terms, he can make a Reflexive Wits + Composure perception roll and gauge the Initiative modes of all
combatants before a fight starts.
•• Atemi Attack: The human body has a variety of pressure points, any of which can cause an opponent
great pain. The trained fighter knows where to strike for maximum effect. When striking with a Brawl or
Weaponry attack, the character may ignore up to 1 point of the enemy’s Armor protection per dot in this
Fighting Style.
••• Forearm Choke: The character applies pressure to an enemy’s carotid artery in an attempt to knock him
out. The character must successfully achieve a Grapple attack (see “Grapple”, the World of Darkness
Rulebook, p. 157). The character may apply the choke hold from the following turn. The hostile may attempt
to free himself on his next action with Strength + Brawl, his dice pool penalized by the character’s Strength +
1.
This maneuver is designed to render the foe unconscious. The foe may resist each turn at a cumulative –1
dice pool penalty. When your character has sustained the choke hold for a number of turns equal to the
hostile’s Stamina, the hostile is rendered unconscious, and sustains a single point of bashing damage. The
Forearm Choke is useless against creatures that do not need to breathe.
•••• Bullring: The character is trained in fighting off multiple opponents simultaneously. His Defense is
applied in full to each and every simultaneous hand-to-hand attack in a single turn.
••••• Lethal Strike: The soldier’s hands become deadly weapons and he can inflict lethal instead of bashing damage.

Fighting Style: Police Tactics (• to •••)
Book: 13th Precint, p. 81, Tribes Of The Moon, p. 36
Prerequisites: Strength ••, Dexterity ••, Stamina••, Brawl •• and Weaponry •
Effect: Your character has picked up some of the mixed bag of subdue and compliance tricks that cops
learn in the academy and on the street. If he doesn’t have law enforcement experience himself, he’s most
likely learned these maneuvers from someone who has.
Dots purchased in this Merit allow access to special combat maneuvers. Each maneuver is a prerequisite for
the next. So, your character can’t have Weapon Retention until he has Compliance Hold. The maneuvers and
their effects are listed below.

Compliance Hold (•): When trying to overpower an opponent you have grappled (see the World of
Darkness Rulebook, pp. 157–159), you gain a +2 bonus to your Strength + Brawl roll if you attempt to
immobilize or disarm him. You must choose your maneuver before making your roll, rather than after it, to
gain this bonus.
Weapon Retention (••): An opponent who has grappled you must score successes equal to your Weaponry
score on his Strength + Brawl roll to choose a “disarm” or “turn a drawn weapon” maneuver against you.
Speed Cuff (•••): If you have a pair of handcuffs or equivalent restraints drawn while grappling, you may
choose “cuff” as an overpowering maneuver. With success, you get the cuffs on one of your opponent’s
wrists. With exceptional success, you cuff both wrists.

Fighting Style: Sniping (• to •••••)
Book: Armory, p. 212 C
Prerequisites: Dexterity •••, Resolve •••, Firearms •••, and Stealth ••
Effect: A sniper is the antithesis of a gunfighter, patient and serene rather than swift and ruthless. Your
character, through life-long experience or intensive military training, is patient and skilled enough to spend
hours staring through a rifle scope before taking one perfect shot that decides the fate of a hostage or a nation.
Dots purchased in this Merit allow access to special combat maneuvers. Each maneuver is a prerequisite for
the next. So, your character can’t have “Battlesight Zero” until she has “On Scope.” The maneuvers and their
effects are described below, most of which are based on the Firearms Skill. All of the following maneuvers
work only with rifles (including assault rifles).

On Scope (•): Your character has an intuitive understanding of long-range ballistics and has spent countless
hours straining to pick out tiny details through a telescopic sight. The maximum bonus she may receive from
aiming (see the World of Darkness Rulebook, p. 162) is increased to her Composure +1 for semi automatic
and automatic rifles and her Composure +2 for break-action, bolt-action and lever-action rifles. In addition,
when using a scope or other long-range optic device (e.g., binoculars), she receives a +2 bonus to all
perception rolls (see the World of Darkness Rulebook, p. 45).
Battlesight Zero (••): Once your character is familiar with the capabilities of a rifle, she can wring
unparalleled performance from it. Whenever your character sights in a rifle (see “Sighting Tools,” p. 164), she
doubles the number of attacks that receive the bonus from this process. In addition, whenever she makes an
attack with a rifle that receives this bonus, the weapon’s short range is increased by five yards times her Wits,
medium range by twice this amount and long range by three times this amount.
Focused Shot (•••): Your character can lurk motionless in ambush for days, ignoring sleep deprivation,
temperature extremes and even life-threatening injuries in the name of putting lead on target. When making
an aimed shot, she may ignore an amount of penalties for wounds, drugs, disease, pain, fatigue, environmental
conditions and similar factors equal to her Resolve. For example, if your character has Resolve 4, has two
points of Health remaining (–2), has gone without sleep for 36 hours (–2) and has ingested strong
hallucinogens (–3), her aimed shots suffer only a –3 penalty instead of the –7 that affects all her other dice
pools.
Tactical Intervention (••••): Split-second timing and nerves of steel enable your character to take
advantage of the smallest opportunities for accurate shot placement. When making an aimed shot, all penalties
for shooting into close combat and for concealment are halved, rounding down.
[bookmark: _GoBack]One Shot, One Kill (•••••): No more doubts or restlessness. You are an artist and rifle is your instrument. If you are not under fire and you are aiming, your attack is a rote action.

Fighting Style: Spear/Bayonet Combat (• to ••••)
Book: Adamantine Arrow, p. 51
Prerequisite: Strength •••, Dexterity •• and Weaponry •••
Effect: Your character knows how to use a rifle with bayonet. A character using this fighting style must use his weapon with both hands to take advantage of its maneuvers.

Warding Stance (•): The basic advantage of a spear or fixed bayonet is its length. Trained fighters learn to
keep the tip of the weapon pointed forward, constantly threatening incoming attackers. Thus, this maneuver
lets a practitioner attack first whenever an opponent using a smaller-Size melee weapon attacks from the
front.
Thrust (••): The character knows how to deliver precise, powerful thrusting blows. His spear or bayonet
gains the 9 again quality. If the spear or fixed bayonet already has this quality, he gains no further benefit.
Block and Strike (•••): Your character can deflect incoming attacks with the haft or stock of his weapon
and swiftly strike back. When using this maneuver, your character gains +2 to his Defense for the turn, but
any attack he makes suffers a –2 penalty. Unlike similar maneuvers (such as Two-Weapon Fighting’s Deflect
and Thrust maneuver), the character can move freely while using the technique.
Great Thrust (••••): The character lunges forward, putting his entire body behind a powerful thrust. If he
employs an All Out Attack (see the World of Darkness Rulebook, p. 157), he adds a number of dice equal
to his lower of his Strength or Weaponry Skill instead of the standard two dice. Drawback: If the attack
inflicts at least as much lethal damage as the opponent’s Size, the character lodges the weapon deep in his
target’s body. Dislodging the weapon requires an additional Strength + Weaponry roll, but automatically
inflicts a point of lethal damage.

Fighting Style: Knife Fighting (• to ••••)
Book: Armory, p. 213
Prerequisites: Dexterity •••, Weaponry ••
Effect: Your character is trained to fight effectively with a knife. This training is now standard among many of the world’s Special Forces. Maneuvers involve a lot of quick, fluid movements complemented by a mixture of slashing and stabbing toward vital areas.
Dots purchased with this Merit allow access to unique combat maneuvers with a knife. Each maneuver is a
prerequisite for the subsequent maneuver. Your character cannot have “Advantageous Angle” until he has
“Anticipate Attack.” These maneuvers and their effects are described below. All maneuvers are based on the
Weaponry Skill.

Anticipate Attack (•): Those trained in Special Forces knife fighting know to move fast before incoming
attacks and in response to them. To do this requires a level of anticipation and strategy even before a combat
begins. At this level, your character may substitute his Weaponry score for his Composure when determining
his Initiative modifier. This is only during combat situations in which your character is using an edged or
pointed weapon of Size 2 or under.
Advantageous Angle (••): Your knife-wielder knows how to make a feinted attack from the side or rear in
a way that grants him advantage. While normally such attacks confer no bonuses, the character is aware how
to deceive an opponent into mounting a Defense against an attack that isn’t coming — and then stage an
attack from a different angle. The foe’s Defense is at –1 during such an attack. Drawback: This maneuver
can only be made every other turn.
Vital Attack (•••): Your character knows how to target his attacks to vital organs and other vulnerabilities.
Attacks made with a knife have Armor Piercing 1, and penalties to hit specific targets or body parts (see
“Specified Targets,” p.165 of the World of Darkness Rulebook) are reduced by one.
Slash and Stab (••••): Your character’s deftness with a knife allows him to make two attacks against one
target in a single action. The first attack is a slash, the second a thrusting stab. The first attack is made as
normal, but the second suffers a –1 penalty. Drawback: This quick maneuver leaves the character somewhat
more vulnerable against the next attack coming toward him. His Defense is counted as being one less against
the next attack.
