
Health, Blood, and Damage (1) 
Almost every character has at least 9 health levels, divided among three wound categories, as follows: 

Healthy O O O  
Injured O O O 

Incapacitated O O O 
When your character takes damage, you must first mark off your Healthy wound levels, then your Injured wound levels, and 
finally your Incapacitated wound levels.  Damage can be normal or aggravated, depending on the source, but the effect is the 
same: 

 Healthy: As long as you do not have any points marked off in your Injured or Incapacitated wound levels (i.e. you have 
taken three or fewer wounds for most characters), you are Healthy and may operate normally 

 Injured: If you have one or more wounds marked off in your Injured wound track, you are Injured.  This offers no 
immediate mechanical disadvantage, but some powers will work more effectively on you. 

 Incapacitated: If you have one or more wounds marked off in your Incapacitated wound track, you are Incapacitated, 
and some powers will work more effectively on you.  Incapacitated characters lose their simple action each turn until 
they heal all of their Incapacitated wound levels, unless they are Stamina-focused. 

If your Incapacitated wound level is full, and you take 1 or more points of damage, you fall into torpor – visually, you appear to 
be dead, and you are effectively unconscious and unable to perceive your surroundings.  You will stay this way until you are 
fed blood by a vampire three or more Generations closer to Caine than you (this is numerical Generation, not dots of the 
Generation Background), or until you have healed all of your damage at a rate of 1 per sunset, at a cost of 1 Blood per night. 

If you are in torpor, you can be killed by someone either removing your head or destroying your body.  So long as 
someone has an appropriate tool or power, and can take a full round of actions uninterrupted to do so, they automatically 
remove your head.  Otherwise, it takes three full turns for them to destroy your body and kill you that way.  When you are 
killed, your body turns to ash over the next five turns (the same is true for any removed body parts). 

If you are Incapacitated, in torpor, asleep, or otherwise helpless, someone using a weapon with the Staking quality can use 
the Pierce The Heart combat manoeuvre to stake you.  If they are successful, you fall into a damage-induced torpor until 
the stake is removed. 



Health, Blood, and Damage (2) 
Vampires do not heal naturally.  Spending a point of Blood allows a vampire to instantly heal a point of normal damage.  
This doesn’t require an action, and you may heal at any time (unless staked/in torpor), subject to your Generation-based limit 
on how much Blood you can spend per turn. 

To heal aggravated damage, you must spend 3 Blood just before you go to sleep.  When you wake the following evening, you 
heal 1 point of aggravated damage.  It is not normally possible to heal more than 1 point of aggravated damage per day. 

Other things you can spend Blood to do include: 

 You can feed a Blood point to a mortal (whether human or animal) to turn them into a ghoul 
 Depending on your Road/Path and Morality rating, you may be able to spend Blood to appear lifelike for a scene 
 You can spend Blood to activate or power certain Disciplines, e.g. Celerity 
 You may spend Blood to boost your Physical Attribute, raising your rating for the duration of one challenge.  Each 

point of Blood spent in this way boosts a vampire’s Physical Attribute by 1.  This does not require an action, and can be 
done at any time (unless you’re staked or in torpor). 

Unless properly stored with the Medicine skill or magical powers, vampire blood outside a vampire’s body loses its 
supernatural powers within 10 minutes, turning to ash at that point. 

If you want to get more blood, you can extend your fangs and use a standard action to bite a grappled opponent, choosing 
either to draw blood or to attack and inflict aggravated damage.  This drains 1 Blood per standard action from your target (and 
inflicts 2 points of normal damage per Blood drained from a mortal). 

You can also feed by telling a Storyteller or other crew member, and then taking 15 minutes out of the game to represent 
hunting in the local area.  Ordinarily, you will refresh 2 points of Blood upon your return, but environmental factors such as 
plot, influences, pacing, or even other players’ actions may require that the Storyteller/crew member runs a short scene with 
you – especially if your character has an outlandish appearance and no supernatural means of concealing it! 

Feeding from an animal or from stored mortal blood is half as effective as normal – you must consume 2 points of animal 
blood (causing 4 normal damage in the process) to replenish 1 Blood point. 


