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Player:Serika Caste:Day
Attributes —— _
@ @O OO Perception___ “@@@0OO
® Manipulation S OXOXCXOXO) Intelligence @@0O000
@@ @® OO Wits +@@®@00O0

Abilities - -
Dusk Midnight Daybreak
D Archerg =00000 Integritg—s*O ®@®@0O0 D Craft- [x1= O000O0
D Martial Arts 00000 D Performance, “O0O000O0 D Investigation_5+ O000O0
MW Melee @@ ©@©@®@® [M Presence Q@@ @®® [] Loe “@@®@00O0
Thrown $ @@®©®©®@® [ Resistance, > @ ® ® OO [0 Medicine 00000
O War FO00000 OdSuwvival____ ®OO0O00O0 O Occult 00000
Day Moonshadow Other
M Athletics *@@@00 [I Bureaucracy 00000 O 00000
M Awareness “@®@@®@000 [ Linguistics “®@®000 O 00000
M Dodge Q@@ @®@® [] Ride - @@000 [0 00000
W Larceny “@®@0000 [ Sai 00000 O 00000
M Stealth 5 @®@® 000 [ Socialize “@@@O00 [ 00000
E.SS@I‘IC@ = = —
s Whrite 3
Cause the animaé glg?o%vl%’lr&t%rio(u?&tos read by © © @ O O Amma Banner Levels
f 1 mote). 5+ . 3
Seonrs: ;inSh(adm:?m and Underworld infused 1 - 3 motes: Promment caste lnaYk
creatures and objects within Essence x 100m Perception + Awareness to notice
1 te).
Féed%%iausing lethal damage from a grapple: 4 _7 motes: Bleecling caste mark
Gains motes = health levels + dying levels Stealth at -2e difficulty
(extras = 7 + stamina). 1 6 Calculate
Can mute Anima banner from charm use: Charms Pel/SOl‘ldl: / 8 _ 10 motes: Dark aura
without the Obvious keyword (1+ charm cost R .
motes), with Obvious keyword (charm cost * 2 Stealth impossible
tes). .
+(E§s§?ce /2 (round up)) to diff. to detect (10 motes). Peyipheral: 3 7/ 11 - 15 motes: Bonfu/e dark aura
Works automatic after spending 11 motes 11 att Anima power auto-activation
peripheral Essence and is only seen as the anima
banner without features. Anima Banner 16+: ICOl‘liC Colcl aura
Anima: aura najczarniejszej nocy potyskujca krwawymi Fades then no peripherally essence used
gwiazdami (spadajce included). Sliczna, ale creepy. Mortals must roll Valor not to be
overcome for a scene. A botch cost 1
willpower not to gouge their own eyes
out to get rid of the horrors.
Advanced - =
Health Levels Specialties
~0i Bruised 1 (o] (] (o] [ [ ] ] ][] (] @@@® Essence Weapon (Throw) ~ OO0
~1i Hurt O 000000 (o] (o] ][] o] ] @®®® Dodge (acrobatics) 000
D D D D D E E E E E E @OO Integrity(against harming innocent) OOO
~2i Wounded [ [C] (W] [NN] [ (O] (N (O] ] (O] [ 000 000
EEEEEEEEEEE oo 000
—41 Cnpplecl D 000 000
Incapacitated O 000 000
Dging 1 77 (o] ] ][] i ] ]
(e]e]e) 000
Healing Times, for each health level 000 000
Bashing: 3 hours per level 000 o000
Lethal and Aggravated: -0: 6 hours, -1: 2 days,
-2: 4 days, -4 and incapacitated: 1 week 000 000
Dying: Losing one dying level per 5 ticks, can be saved with a OOO OOO
Wits + Medicine, diff: 5 + (number of dying levels lost)
e —

—#
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il Social Traits

Dodge MDV:6. Join Combat:3

(Wp + Integrity + Essence + spe.) / 2 Wits + Awareness

Willpower © @ @ @@ @@ O OO
OO0O0000O0000ono

R R R R R R R R Social AttdeS R R R R R A RN
A]:)ilitg Speed Acc (Cha / Man) PMDV (Cha / Man) Rate Notes Celeulate

Investigation 5 2/5 1/3. 2
Performance 6 2/5 1/3. 1 Attacks a whole area
Presence 4 7/10 4./5 2
——————— [ Debate
Action Options (Speed / DV modifier) Additional
Attack (weapon/ -Q): Attack a target Attack supporting/ against an Intimacy: =1 to DV
Coordinated Attack (3/-2): Charisma + Socialize, diff: Attack according to/opposed to dominating Virtue (rate 3+): =2 to DV
number of participants / 2 Attack aligned with/violates Motivation: =3 to DV
Dash (3/-3): Sprint: 10 * (Dexterity + 6 - Armor Appearance: (Defenders App - Attackers App) to DV (max +3)
mobility) meters per long tick
Flurry (longest action/sum of defense penalties): Multiple If the attack violates Motivation: Must refuse to consent
actions Natural persuasion: Can only spend 2 Willpower per scene, will
Guard (3/none): Doing nothing, may be aborted become jaded and suspicious (attack automatically fails) — a stunt
Inactive (3/special): Social invulnerable and new attack approach is needed for further attacks
Miscellaneous Action (3/-1to -3): Do something else Unnatural persuasion: Exalted gain 1 point of Limit when resisting
Monologue/Study (3/-2): +1D per long tick, may be the attack

aborted to attack
Move (0/none): Move 10 * (Dexterity - Armor mobility) Consent to the attack: Performing the behavior described in the
meters per long tick initial attack
Refuse to consent: Reflexively pay 1 Willpower point to resist.

Effects of Social Attacks

Building / Eroding Intimacies: Takes Conviction successful attacks, one per scenes to build or erode an Intimacy

Compelling Behavior: Spend a scene doing a task, that do not go against Motivation

Betray Motivation: Must be reduced to zero Willpower by attacks against Motivation, goes permanent Willpower + Essence
days without gaining full Willpower.

T R R R R R R R R R R, VthLleS

Compassion Temperance Conditions (voll Essence dice points) Resonance points
@ O O @ O ’ @ O O O ® Build or maintain positive Intimacies with the living or D E E D E D D D D D
Oooooao OoOoooan living as one o Using your forsaken name

Conviction Valoy o Creating anew life or give birth to one ° Using Fawed Virtue (onlg 1 point)

® Disobeying the Neverborn o Reverence to a divine power other than the Neverborn

O @ @ O O Q © O O O L] Pyotectinga living being from harm or Oblivion
ooooo ooooo

Resist unnatural mental influence ( only 1 point per scene) Flawed Virtue: Tem perancB

Intimacies
Ma-Ha-Suchi (nienawisc, zemsta)
Handlarze niewolnikami (nienawisc)
Rodzina - jesli ktos przezyl (mitosc)
Ptomien (sympatia - bo milo dla odmiany spotkac kogos w miare normalnego)
Sigurd (przyjazn)
Johann (sympatia)
Revan (wdziecznosc)
Rufus (sympatia)
Symfonia (grrrrrrrrrrrrrererrreerer... prawie nienawisc)
Motivation

Zmiesc z powierzchni ziemi tych, ktorzy krzywdza niewinnych.

_ %



Calculate Soak al‘ld De{el‘lse
Bashing Soak:12 Lethal Soak:14 Aggravated Soak:13
Stamina + Armor (B) Stamina / 2 + Armor (L) Armor (L)
Calculate
Doclge DV.7. Join Combat:4 Move / Dash:5/ 11
(Dex. + Dodge + Essence + spe.) / 2 Wits + Awareness Dex. - armor mobility (+ 6)
Weapons -
Weapon Speed Acc Damage PDV Rate Range Tags Notes Coleulate
Crypt Bolt Attack 5 13 (+3) 18L 5 (+0) 4 50 -2 L/B Soak, +8L when activated with heartstone | ™" =
velee [
Melee E
velee [
velee [
Melee E
velee [
velee [
velee [
velee [
velee [
velee [
Clinch 6 [5(+0)[3B(+0B) [ 3.(+0) | 1 - |G N,P veria A
Kick 5 |5(+0)|6B(+3B) | 2.(-2) | 2 - N e
Punch 5 [6(+1)[3B(+0B) [ 4.(+2) | 3 - N vana ]
Aymor "
Armor Type Soak(L/B)  Hardness Fatigue Mobility Notes
SILKEN ARMOR Cloak 5L/3B - - -
BREASTPLATE 8L/6B 3L/3B - -
13 9
In Combat = =
Grappling (Clinch Attack) Effects Special Attacks
If clinch is successful victim is Inactive, Bleeding: Stamina + Resistance. Coup de Grace (-le): Maim instead of
attacker can choose to: Difficulty: 2 to stop bleeding killing
Knock back: 1 meter per 3 raw damage, Disanning (—?e close or ~4e range)s Reflexive
Break hold: Throw opponent up to will be prone Wits + Ability to hold on to weapon
Strength meters away — knockdown  Knockdown: If raw damage > Stamina  Fierce Blows(-le): +2 lethal or aggravated,
check. Or throw to the ground - + Resistance, then: Dexterity or or +3 bashing damage to target
prone. Or release the victim. Strength + Athletics or Resistance.  Pulling Blows (-le): Makes lethal or
Crush: Strength + additional successes Difficulty: 2, will be prone aggravated damage bashing
from attack, Piercing bashing. Stunned: If damage > Stamina, then: Showing Off (-le to ~4e): Make the ‘Z’ on
Hold: Keep holding her opponent. Stamina + Resistance. an opponent
Difficulty: damage — stamina Sweeping (-le): Target must test for
On additional actions: Opposed knockdown

Strength or Dexterity + Martial
Arts to control the clinch.

Action Options (Speed / DV modifier)

Aim (3/-1): +1D per tick, may be aborted to attack Guard (3/none): Doing nothing, may be aborted
Attack (weapon/ ~1): Attack a target Inactive (5/ special): DV =0
Block Movement (5/-1): Contested ([Strength or Dexterity] + Join Battle (varies/-0): Wits + Awareness.

Athletics), ties favor the blocker Speed: highest roll — own success. Max 6 ticks, min O ticks
Change Weapon(s) (weapon/-1): Speed of the slowest weapon Jump (5/-1): Up: Strength + Athletics meters. Ahead: 2 * Up
Climb, Swim (3/-2): Move: (Dex. - Armor mobility) / 2 meters per tick Miscellaneous Action (3/-1to -3): Do something else
Coordinated Attack (5/-0): Charisma + War, diff: number of Move (0/none): Move Dex. - Armor mobility meters per tick

participants / 2 Read Strategy (3/-0): Perception + War, diff: opponents
Dash(3/-2): Sprint: Dex. + 6 - Armor mobility meters per tick (Manipulation + War) / 2
Defend Another (5/~1) Range: Dex. Meters. Dodge not usable. Rising from prone (5/~1) Will be at -1e when prone

Attack has to get through all DVs to a target or defender Range shooting (varies e): x = weapon listed range.

Flurry (longest action/sum of defense penalties): Multiple actions Range: Ox —> 1x: -Oe, 1x => 2x: -le, 2x —> 3x: -2e %



Languages

OClawspeak OOHigh Realm [OSeatongue
OFlametongue ELow Realm [® Skytongue
OForest-tongue EOId Realm O
OGuild Cant ORiverspeak O
Charms
Charm Cost Duration Type Keywords Fifect
[RAITON’_S NIMBLE PERCH [ 3m [ onescene [ Reflexive | COMDO-O[TTAWS 1S EXETI0 KO8P 1S ot na o any

. surface at least a strong and wide as a
K, Mirror_lpum

an hair
[FLITTING SHADOW FORM | 1m [ Instant | refexive sep2) | COMDO-O [ignore all penalties that apply

K _Mirror to Dodge DV
[FLICKERING WISP TECHNIQUE _[sn ciw| Instant | refee sepa |, COMBCOK, [Perfect Siodge, reform in (Essence)
irror, Obvious|yards from attack (flaw: Valor)

Speactral

Instant [ Reflexive | COMBO-O|Add up to (Presence + Ability)

K dice to roll, 1m per 1 dice
[FIRST (MELEE) EXCELLENCY [ mwa | Instant | Reflexive | COmMbO-OJAdd up to (Melee + Dexterity)

K dice to roll _1m per 1 dice
Instant | _Reflexive | Combo-O [Add up to (Throw + Dexterity)

|[FIRST (PRESENCE) EXCELLENCY | mpersce

[FIRST (THROW) EXCELLENCY | mnoerisee

|DREAD LORD' S DEMEANOR | m | One scene | Reflexive (Step 2) error,lgbwous E]jlll'lrlé(al[{/(} m#;l)ov’vlemoﬁlegnjﬁ‘%&m—, e S others,
£ , Social negating any physical or social attack made
|[HEART-STOPPING MIEN [(+1 wp)| Instant [ Permanent | Obvious, [Attacker sufers -2 internal penalty

Sqcial |and Essence dice of lethal damage
[RAVENING MOUTH OF (THROW) | 3m [ onescene | Reflexive | COMDO-Q|regains one mote for every level of

K damage the action or Charm inflicts
[INFINITE (THROW) MASTERY [ 2m+ 1wp | Onescene | Simple Each Zm commited decrease cost
of any excellency activation by 1m
[FIVE BIRDS, ONE STONE [ amanack [ Instant [ Extra Action | “5°°°%Imagical flurry of up to (

obvious - Thrown) attacks
[IMPROVISED ASSASSIN' STRICK | 1m_ | Instant | refexve stepy | COMBDO-O [Use anything as throw

K weapon
[CRYPT BOLT ATTACK | 4m [ onescene | Reflexive stepy |, -OMPOUR 1(Cregte dark lightning around
Mirror Obvious hands

Avatar (1), [Add WhiSpers do Crypt Boit damage and

|EYES LIKE DAGGERS GLANCE | = | Permanent | Permanent Mirror accuracy, can shoot Crypt Bolts from eyes
Obvious

[Ox-body technique - 3 | [ | 2x -1
|A|d of Il Wind | 3m | | Supplemental Combo-O :’Hgdllil;gl?;ptle?doswt?\-rzzsri%t::dacﬁa triples the Range of

K Mirror the weapon.
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Sorcery
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Aurtifacts & Panoply

Rating Name Description

®@®@®OO0|ABYSSAL LENS Ring 5m

@@OOO |[HEARTHSTONE BRACERS 4m’ Abyssal’ +3 DV’ —2 to enemy Soak

@®0O0O0|[SILKEN ARMOR 2m

®O000 Breastplate m

@@@O0 [moescssrmsom o | (Starmetal, Dodge DV +2) heavy metal chevron the size of a large belt
buckle. 10maotes/h
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Backgrounds

Whsprs [ e®@®@00O0 lege [ @®0000
Silken Armor
Resources [l @®000 0O Resources 000000
Resources Kl  ©O0000 O Resources 000000
Resources E 000000 Resources k4| Q00000
Resources =] O0000O O Resources K4 [0]0]0]0]0X0)
Resources [l O0O00O O Resources 000000
Resources =] O0000O O Resources - [0]0]0]0]0X0)
Resources [l  ©OO0OOO O Resources & 000000
Resources =] OO0O0O O  Resources =l Q0000 O

Familiar OO0OO0 O

Familiar's Name: Spd/Acc/Dmg/Rate: Health Levels

Creature: Doclge/ Soak (L/B): -0 OdOOOOO0Odn
Str/Dex/Sta: Abilities: A1 dOO0OdOodcd
Cha/Man/App: -2 Qoooooooo
Per/Int/Wits: -4 QO0O000oadn

Willpower: (OXON@) Notes: e OOOOOOOOO



Manse ¢5° Hearthstones - e —

Rating Name Description

@@@@O |ice smiis s prisw By spending one Willpower point, the bearer can refl exively add 2 to her Essence
rating for calculating the effects of a single Charm or spell. Hidden..
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Possessions

Creation Survival Kit (dzieki, Plomyczku :P)

Ubranie na zmiane (w tonacji czarnej z czerwonymi akcentami)
Bron dwureczna: kosa (nieartefaktyczna)

Kilka sztyletow do rzucania (nieartefaktyczne)

Experience m——
Total:
Total spent:

Spent on:

Description se—

Age, actual:20 Age, apparent:18
Height:162 Weight:50
Gender:kobieta

Dark Master:(niech Maska spada na suche drzewo!)
bursztynowe, z czerwonym odcieniem (w zaleznosci od

oswietlenia)
Hair:dlugie, prawie czarne, krecone

Eyes:

Homeland: Satrapia w okolicach Puyo (poludniowy wschod)

SkinJ@sna karnacja

—————. Picture ——,

T D EEEEEEE———————. I_Iistorg TS ——————.
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	incapacitated levels: 
	Gender: kobieta
	Dark master: (niech Maska spada na suche drzewo!)
	Flawed Virtue: [Temperance]
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   (extras = 7 + stamina).

Can mute Anima banner from charm use: Charms 

   without the Obvious keyword (1+ charm cost 

   motes), with Obvious keyword (charm cost * 2 

   motes).

+(Essence / 2 (round up)) to diff. to detect (10 motes).

   Works automatic after spending 11 motes 

   peripheral Essence and is only seen as the anima 

   banner without features.
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