
When Diplomacy Fails... 
Not all confl icts are resolved with politics and manipulation. Survival is a tricky 

business, and the average denizen of the World of Darkness had better know a thing 
or two about fi ghting. Once the Black Spiral Dancers smash your door into toothpicks, 
or the Spectres boil howling out of the Tempest, there’s no more time for words. 

It’s Time to Beat 
Some Heads In! 

Designed for use with all fi ve World of Darkness games, including Vampire: The 
Dark Ages, this book is an invaluable reference for players and Storytellers ready to 
get into no-hold-barred battle. 

World of Darkness: Combat includes: 
•An alternate system for running combat in the World of Darkness 

•Guidelines for integrating supernatural powers into slugfests 
and fi refi ghts 

•Details on dozens of martial arts styles, melee 
weapons and fi rearms from around the world

Sam
ple 

file



1Introduction

By Steven Long

The Big Book of 
Beating Ass

 

Sam
ple 

file



2 World of Darkness: Combat 

Special Thanks 
Aileen “I’ll Paint Them When I Retire” Miles, for suc-
cumbing to the evil boxed sets with lots of tiny toys.
Larry “Is This Not Awesome?” Snelly, for deeming his 
artists’ work acceptable.
Matt “Whipping Boy” Milberger, for thinking he was 
done with being a whipping boy. 
Katie “Wall of Shame” McCaskill, for living next to 
the good, the bad and the ugly… well, just the bad and 
the ugly.
Kathy “Sticky Paws” Ryan, for impressing the local 
ninjas with her rock-climbing prowess.
Rob “You’re All Insane!” Dixon, for ten straight hours 
of conference-room lunacy.
Emory “Elfs Suck” Hester, for showing his true colors 
just after the famed L.S. controversy.
Fred “Combat Slut” Yelk, for playtesting anything and 
everything thrown at him.
Andrew “Oops” Bates, for letting people know that he 
can draw and not predicting the consequences.

Heartiest apologies to Rob Hatch for leaving his 
name out of the writing credits for Rage: Warriors of the 
Apocalypse. You can call your vozhd off now, Rob.

©1996 by White Wolf, Inc. All rights resered. 
Reproduction without the written permission of 
the publisher is expressly forbidden, except for the 
purpose of reviews. Vampire: The Masquerade and 
Mage: The Ascension are registered trademarks 
of White Wolf, Inc. Werewolf: The Apocalypse, 
Wraith: The Oblivion, Changeling: The Dreaming, 
Vampire: The Dark Ages and World of Dark-
ness: Combat are trademarks of White Wolf, Inc. 
All characters, names, places and text herein are 
copyrighted by White Wolf, Inc.

The mention of, or reference to any company 
or product in these pages is not a challenge to the 
trademark or copyright concerned. 

Because of the mature themes involved, reader 
discretion is advised.

Check out White Wolf on the World Wide 
Web at

http://www.white-wolf.com
Do it! 
PRINTED IN CANADA.
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Introduction

This product is something that most players of Vampire, 
Werewolf, Mage, Wraith, and Changeling may fi nd somewhat 
unusual: it is a book of optional rules for running combat in 
the Storyteller system. There aren’t any long, fl avorful pieces 
of fi ction, any settings or any chronicle outlines, but there 
are a few characters. Sure, there have been combat rules in 
other World of Darkness books, plenty of them — but in 
comparison to other games, the Storyteller system has very 
few rules for running combat.

And for the most part that’s a good thing. As its name 
indicates, the Storyteller system is about telling stories — not 
about rolling dice, consulting charts or arguing about which 
rule applies to a particular situation. The essence of the Sto-
ryteller system is its reliance on the Storyteller and players, 
not on dice, to create an intriguing and dramatic game that 
everyone enjoys.

Cry “Havoc!” and let slip the dogs of war.
— William Shakespeare, Julius Caesar

That having been said, sometimes “storytelling” in a 
gaming setting isn’t always the best way to deal with certain 
situations. Combat is one such situation; in combat, rules are 
sometimes necessary. Characters in combat do things — they 
run across a room, fi ring a gun as they go; launch a lightning-
fast kick at an opponent before he can pull the trigger; swing 
from a chandelier and tackle one of the bad guys. Relying on 
pure storytelling for this is possible; some of the best games 
most of us have ever played in have been run that way. But 
storytelling combat doesn’t always work for some troupes. 
It can raise all sorts of questions about how often someone 
can act, what they can do and what happens when they do 
it. Some players would rather take a more active role in this 
part of the game — making the system more objective than 
subjective.
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