New World of Darkness Rules Mechanics:  8/20/14
1.  Basic Action (pg. 32):  Attribute + Ability + modifiers (such as equipment, cover, etc.) versus a Difficulty: 8.
2.  10 Again (pg. 36): Each 10 rolled allows that die to be rolled again. 
3.  Initiative (pg. 150): Roll a d10 and add Dexterity + Composure
4.  Speed/Movement (pg. 95, 164):  PCs may move Strength + Dexterity +5 yards per turn and still take an action.  You may either move before OR after and action, but not both. 

Running: You may double your move in a turn and take no other action. 

5.  Combat Actions (pg. 33, 150, 154):  
A)  Determine who goes first (Initiative)  
B) Move before or after combat action.   
C)  Roll attack dice pool (Unarmed: Str + Brawl, Armed: Str + Weapon,  Ranged: Dex + Firearm, Throw: Dex + Athletics).   Subtract opponent’s Defense and Armor from dice pool.  

D)  Each success equals a level of damage.    
6.  Chance Roll (pg. 33):  When you dice pool is 0 or less you may still roll one die and succeed on a “10” but you botch on a “1”

Alternate Botch (GMO):

7.  Willpower (pg. 95):  Equal to your Resolver + Composure.  PCs may spend on temporary Willpower per roll adding 3 dice or +2 to your Stamina, Resolve, Composure or Defense to resist something. 

Regaining Willpower (pg. 96, 100):  A) Regain 1 Willpower per scene when PC plays out appropriate Vice.  B)  Regain all Willpower if actions play out Virtue (only once per game session).  C) Regain 1 Willpower after a full nights rest or equivalent chance to recharge batteries.  D)  Achieve a significant success give 1 Willpower.  
8.  Defense (pg. 45, 155):  Lower of your Wits or Dexterity.  It subtracts from enemy dice pools.  Defense does not usually work against firearms.  Each extra attack against you in a turn lowers your Defense by 1.  
9.  Health/Damage (pg. 90, 153): You Health Levels are equal to your Stamina + Size (5 for humans).  Each success on an attack roll subtracts one health level.

Healing: Bashing: 1 per15 minutes, Lethal: 1 per 2 days, Aggravated: 1 per week. 
10.  Morality (pg. 91):  PCs have base value of 7.  PC may lose Morality through Degeneration rolls. 
