
Diablerie (1) 
To commit diablerie, your victim must be in torpor and you must drain all their blood.  You must then use five standard 
actions, in five consecutive turns, to devour their soul.  If a turn goes by where you do not continue the process of diablerie, 
you fail and the target turns to ash.  You should make sure a Storyteller or other crew member is present for any diablerie. 

After any successful diablerie, you may immediately spend earned XP to purchase any Discipline or Skill possessed by the 
victim, so long as you are eligible to learn those Disciplines or Skills. You also suffer the following effects: 

 Road Of Blood: you automatically gain 2 Beast traits and cannot make a degeneration test 
 Road of Humanity and Road of Light: you automatically lose 1 Morality with no degeneration test 
 All other Roads and Paths: you gain 4 Beast traits and may make a degeneration test as normal 
 The mark of diablerie can be detected by Aura Perception for up to one year 
 If you diablerise again within a year (i.e. at this event or during downtime) then you automatically drop to Morality 0 

and your character becomes an NPC 

A successful diablerie of a character of better Generation (numerical Generation, not necessarily only dots of the Generation 
background) thickens your blood and improves your Generation by one step closer to Caine, and awards you a significant 
quantity of additional XP. 

 You must spend this XP on your new Generation or buying off the Lesser Generation Flaw and then on buying 
Disciplines and/or Skills from your victim. You do not need to spend all of this XP in this way, but may only save 5XP 
gained in this way per diablerie. 

 If committing diablerie results in a surplus of XP (for example, if XP you spent on Techniques is refunded due to a rise in 
Generation) you can also use this refunded XP to immediately purchase any Disciplines or Skills possessed by the victim. 

 If committing diablerie results in you gaining the Lesser Generation Flaw (i.e. you are an 11th Generation character and 
successfully diablerise your way to 10th Generation, gaining a second dot of the Generation Background and the Lesser 
Generation Flaw) then you may spend the 1XP gained along with the XP above to immediately purchase any Disciplines 
or Skills possessed by the victim. If you already have the maximum number of Flaws allowed, you gain Lesser Generation 
but do not gain any XP for it. 

 



Diablerie (2) 
Numerical 
Generation 

Age 
Category 

Dots of 
Generation 
Background 

Lesser 
Generation 
Flaw? 

13th Caitiff 1 2pts 
12th Neonate 1 1pt 
11th Neonate 1 N/A 
10th  Ancilla 2 1pt 
9th  Ancilla 2 N/A 
8th  Ancilla 3 N/A 
7th  Elder 4 N/A 
6th  Elder 5 N/A 
5th  Methuselah 6? N/A 
4th  Methuselah 7? N/A 
3rd  Antediluvian 8? N/A 

 


