Dramatic Systems (Rolls for common actions)

These systems are found in Vampire The Masquerade book pp.212-221

Note that a few Discipline powers may add to or enhance these rolls.  
Common Actions:  

Blood Use:
Healing (one blood point to heal one wound level)

Augmenting Physical Attributes (one action) 
Activating Disciplines (one action but can vary)
Movement:
walk = 7 meters (free, does not require an action)

jogging = 12 + Dex meters/turn (takes 1 action)

running = 20 + (3xDex) meters/turn (takes entire turn)
Initiative:
Wits + Alertness (diff 4)

Attack:

Dex + Brawl/Melee/Firearms (diff 6) (1 action; need 1+ net succ after dodge to hit)  

Dodge:

Dexterity + Dodge (each success subtracts 1 opponent attack success)  (free action)
Damage:
Damage of weapon plus 1 die per net attack success (diff 6) + Potence (auto succ)
Soak:

Stamina + Armor (+ 1 auto success per dot of Fortitude) (diff 6) (free action), 

each soak roll success reduces 1 damage success
Getting to Feet:  must take multiple action if want to carry out additional actions after standing
Readying a Weapon:
takes 1 action; if Fast-Draw readying weapon is a free action

Reload Weapon:
takes 1 action (if preloaded clip); if Fast-Draw skill reload is free action

Unjam Weapon:
Wits + Firearms (diff 6)  (takes entire turn)

Start a Car:
Free action, unless attempting to hotwire

Holding:
Character holds action and reacts later in the round but before their next turn

Physical:

Awakening: 
Perception + Auspex (diff 8), if disturbed



Humanity roll (diff 8), 5 successes to remain awake

Climbing: 
Dexterity + Athletics (+1 die if Protean Claw power, + Climbing)

Disguising:
Wits + Stealth (+ Disguise)

Encumbrance:
Strength rating (carry 25 lbs per point of STR without penalty) 


Feats of STR:
If diff is higher than Strength + Potence, make Willpower roll to succeed
Finding Shelter While Traveling: 
Intelligence + Survival (diff 4-8)

Hunting: 
1 die per hour spent, diff varies by neighborhood (Fame and Herd assist)



Fame lowers diff; Herd adds dice, or 1 free blood point per Herd dot

Jumping: 
Strength + Athletics (+ Acrobatics) (diff 3), vertical = 2’/succ, horiz = 4’/succ

Lifting: 
Strength + Potence (ex:  STR 1 = rip a shirt/lift 40 lbs; STR 4 = smash barrel/life 400 lbs)
Break Door: 
Strength + Potence (diff 6+) 
Lockpicking:
Dex + Security (+ Lockpicking) (diff 6-10)

Passing as a mortal: 
Charisma + Subterfuge (diff 5)

Pursuit: 
Dexterity + Athletics/Drive opposed roll vs. target’s Dexterity + Athletics (diff 6)

Repair: 
Dexterity + Repair (+ specialty) (diff varies, # of successes needed varies by diff)

Shadowing: 
(tracking a subject / keeping out of sight of target)



To follow: Perception + Investigation/Streetwise (+ Tracking) (diff 5-9)



To stay hidden: Dexterity + Stealth/Drive (vs. diff of Perception + Alertness of target)

Sneaking: 
Dexterity + Stealth (vs. diff of Perception + Alertness of target)

Stealing: 
Dexterity + Streetwise (diff 6-9) for shoplifting


Dexterity + Legerdemain (+ Pickpocket) (diff 7-10) for pickpocketing



Manipulation + Intimidation (diff = target’s Willpower) for holdup

Stunt Drive:
Dexterity + Drive (diff 2-7)

Swimming: 
Dexterity + Athletics (diff = severity of water conditions)
Tracking: 
Perception + Survival (diff 5-7), 1 succ = target passed thru area, 3 succ = how long ago & number in group, 5 succ = target speed & weight plus load/whether injured 

Treating Wounds:
Intelligence/Wits + Medicine (diff 5 + wound penalty of patient)

Throwing: 
Dexterity + Athletics (diff 6 for half or less range / diff 8 for half to full range)


Range = STR x5 yards for 3lbs or less, - 5 yards for each addtional 2 lbs thrown

EVA:

Dex/Wits + Zero-G Ops (+ VacSuit/EVA) (diff varies)

Listen:

Perception + Alertness standard roll (diff 6-9)
Social:

Bribery:
Intelligence + Politics (diff varies) to find appropriate official



Intelligence + Expression (+ Bribery) (diff = target’s Willpower +)




Buying & Selling:
To Buy = Perception + Investigation (diff = rarity of item sought)

To Sell (if Haggle) = opposed rolls, Manipulation + Expression vs. Wits + Expression
Each net success adjusts price up/down 5%; botch worsens by 50%+
Carousing:
Charisma + Empathy (+ Carousing) (diff 6+), more successes = more fun!
Credibility: 
Manipulation + Leadership (+ Fame) vs. diff of target’s Intelligence + Subterfuge
Facedown:
Charisma + Intimidation vs. diff of Willpower of target


Whoever accumulates Wits + 5 successes first wins, target looks away

Fast Talk:
Manipulation/Wits + Expression (+ Fast Talk) vs. diff of Wits + 5 of target
Gather Info:
Charisma + Alertness or Perception + Politics (+ Intrigue) (diff varies)



Useful for finding out clues and info in an area or about person/group/org 
Inquiry:
Perception + Investigation (+ Diplomacy) (diff varies, less time spent = higher diff)



Useful for doing a specific check/sweep of an area or person for in-depth information
Interrogation:
Manipulation + Intimidation/Empathy (+ Interrogation) vs. diff of Will of target

Intimidation:
Strength/Manipulation + Intimidation resisted roll by target Willpower roll

Oration:
Charisma + Leadership (+ Communication/Debate, etc.) (diff varies)

Performance:
Varies by type; appropriate attribute + Expression

 + Poetic Expression/Communication/Style/Singing/Dancing, etc.


Seduction:
Opening Line = Appearance + Subterfuge (+ Seduction) (diff = target Wits +3)



Witty Exchange = Wits + Subterfuge (+ Sed) (diff = target Intelligence + 3)



Conversation = Charisma + Empathy (+ Sed) (diff = target Perception +3)



Intimacies = allows intimacy, easy blood drain, etc.
Torture:
Manipulation + Intimidation (+ Torture) (diff 6) & target rolls Willpower or 

Stamina + Fortitude + 3; info is gained if questioner rolls more successes
Mental:

Artistic:
Dexterity/Perception + Expression or other relevant ability (diff 4+)
Composition:
Intelligence + appropriate ability (diff = player chooses); to create original work of art
Cryptology:
Intelligence + Linguistics/Subterfuge/Security/Computer (+ Cryptology)
Forgery:
What type of signatures needed: Intelligence + Bureaucracy/Linguistics (+ Forgery)


To forge the papers or record:
 Dexterity + Legerdemain (+ Forgery) (diff 6+) 


Investigate a crime:
Intelligence + Investigation (+ Forensics/Police Procedure)  (diff 4-10)

Investment:
Intelligence + Finance (+ Accounting/Economics/Law) (diff 6+ varies by economy)
Recollection:
Intelligence + appropriate ability (diff 3-7)
Research:
Intelligence + Academics/Investigation (+ Research) (diff 2-10)


basic = 1 hour (1st roll); in-depth = 1 day (2nd roll); further = 1 week (3rd roll), 1 month (4th roll)
Safecracking:
Perception + Security (+ Lockpicking) (diff 7-10)
Breach Security: Analyze System = Perception + Security (+ Electronics if applicable)


    Execute Breach = Wits + Security (+ Comp Hacking)

Search:

Perception + Investigation (+ Search) (diff 5-10); takes time
Spot:

Perception + Alertness (+ Spot) (diff varies); distance or quick snapshot search

Track:

Perception + Survival or Investigation (if in city) 
Scientific & Medical:

Medical Diagnosis:
Intelligence + Medicine (+ Med Diagnosis) (diff varies)




Useful to determine existing medical/bodily conditions

Science Analysis:
Intelligence + Science (+ appropriate specialty) (diff varies)




Useful to determine scientific facts about object or lifeform
Checking for Poison:
Perception/Intelligence + Medicine (+ Herbalism/Poisons)

First Aid:

Wits + Medicine (+ First Aid) (diff 5-9)

Other Interesting Rolls:

Coordinate Ground Combat (multiple units):
Wits + Leadership (+ Tactics/ground)

Find useful transport cargo:
Inquiry roll = Wits + Investigation (+ Haggling/Diplomacy)

Pilot a Spaceship:

Wits + Pilot (spacecraft), extended rolls needed (diff 7+)
Represent Client in a lawsuit:
Wits + Law vs. opponent’s Wits + Law





First party to get 10+ net successes over opponent wins

May research case first (Intelligence + Law) (diff 7-9), each success counts as a one-time +1 bonus success to the contested rolls above

Find armor or weapon:
Inquiry roll, may require extended roll (diff varies by item rarity)

Bake a delicious cake:

Dex/Wits + Crafting + Cooking (specialty) (diff varies by food type)
Put together a psych profile:
Intelligence + Investigation (+ Psychology) (diff varies by subject)

