Title: Fallen Star from the Blackest Abyss of the Sky

Plag er:Serika

Concept:Sweet-faced bait

Caste:Day

Attributes

Strength *@® ® ® O O Charisma @@ 000 Perception_“@ 000
Dexteritg 000 ee Manipulation 000 e e Intelligence Q@000
Stamina 0000 Appearance @@ @® @® O Wits @@ OO0
Abilities - -
Dusk Midnight Daybreak
D Archerg =00000 Integritg—s*e OIOXSXO) D Craft, 00000
D Martial Arts 00000 D Performance, 00000 D Investigation_5+ O000O0
Melee, QOO ® Presence, @@ ©®® [0 Loe “@@®000
Thrown, S Q0O Resistance—f’*e ©e®0O0 D Medicine, 00000
O War 00000 O Suvival____ EOOO0O0O0 O Occult “@@®00O0
Day Moonshadow Other
Athletics Q@00 O Bureaucracy 00000 O 00000
Awareness “Q@e@e0®0 [ Linguistics “s®@e©000 O 00000
B Dodge *@Q@O©@®©®® []Ride “@@©000 O 00000
B Larceny “@0000 O sai 00000 O 00000
Stealth 5 ©@ ® ® 00 [ Socialize @00 O 00000
Essence = = -
Anima Fffects (Waite Anima Banner Levels
%Zﬁzesil;i:’zﬁ;‘l::)glow brghtly enough to read by 5 @ O @ @ O 1 -5 motes: Prominent caste mark
Sense any Shadowland and Underworld infused Perception + Awareness to notice
creatures and objects within Essence x 100m 4 — T motes: Bleeding caste mark
(I mote). (22 oot Stealth at -2e difficulty

Feivg cglebulionsiobomsramle.  Personel / 8-10 motes Dark aura
(eitms:{:_ stan':na). ¢ ying leve Stealth impossible

Can mute Anima banner from charm use: Charms Peyipheral; 49/ Q 39 11 - 15 motes: BOl‘l{ilf e dark aura
without the Obvious keyword (1+ charm cost .

Anima power auto-activation

motes), with Obvious kegword (c}xarm cost "2 16 +- I conic ¢ Old aura

Fades then no peripherally essence used

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.

Anima Banner
motesl

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

Works automatic after spen din 8 11 motes Anima: aura najczarniejszej nocy po’fgskuj&}ca krwawg mi

peripheral Essence and is only seen as the anima gwiazdami (spaclance included). Sliczna, ale creepy.

banner without features.

Advanced = =
Health Levels Specialties
~Oi Bruised D @@®® FEssence Weapon (Throw) 000
“li I—Iurt D D D D D 00® Dodsge (acrobatics) o000
D D D OOO Integritq!againstlaarming innocent! OOO
-2 Wounded 0] 000 000
000 000
~4i Cripplecl | 000 000
Incapacitated O
Dging OO0 m] ] 888 888
Healing Times, for each health level 000 000
Bashing: 3 hours per level . Lrd (e]e]e) (e]e]e)
Lethal and Aggravated: -0: 6 hours, -1: 2 days,
-2: 4 days, 4 ind iItlcapacitated: 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)
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il Social Traits

Doclge MDV:10. Join Combat: 6

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

Willpower ®@© @ @@ @©©© © ©
OO0O0000O0000ono

Social Attacks

Ability Speed Acc(Cha/Man) PMDV(Cha/Man) Rate Notes Coleulate
Investigation 5 2/5 1/5. 2
Performance 6 2/5 1/5. 1 Attacks a whole area
Pl’esel’lCe 4 7 10 4 5 Q
In 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.

Virtues
Compassion Temperance Conditions (roll Essence dice points) Resonance points
8 8 8 8 8 8 8 8 8 8 o E::ii er erfleintain positive Intimacies with the living or . OOka OOogoogog
Conviction Valor . grea}:ins a nTw;fe or Eive birth to one . Usinz Flawed Virtue (only 1 point)
¢ Li i ivi 1
8 8 8 8 8 8 8 8 8 8 : P::ecet?;;i tl::m:l;:n:ftom - . oRteéegiif:uto a divine power other than the Neverborn
o Resist unnatural mental influence (only 1 point per scene) Flawed Virtue: Temper ance
Intimacies
NEGATYWNE POZYTYWNE
Ma-Ha-Suchi (nienawisc, zemsta) Rodzina - jesli ktos przezgl/ jest duchem (mifosc)
Handlarze niewolnikami (nienawisc) Plomien (SLJ mpatia)
SLJ mionia (8nrrrrrrrrnrrrrrrrrnr... nienawisc) SiSUYd (PYZleaZH)

Skrzydlaty wkurzajacy Abyssal (niechec) Johann (sympatia)

Maska Zim (nienawisc, strach) Revan (wdziecznosc)

Serena (sg mpatia)

Motivation

Zmiesc z powierzchni ziemi tych, ktorzy krzywdzga niewinnych.

_— %



SOdk ancl De{ense

Calculate
Bashing Soak: 17 Lethal Soak:18 Aggravated Soak: 17
Stamina + Armor (B) Stamina / 2 + Armor (L) Armor (L)
Calculate
Doclge DV:6 Join Combat: 0 Move / Dash:4 / 10
(Dex. + Dodge + Essence + spe.) / 2 Wits + Awareness Dex. - armor mobility (+ 6)
Weapons —
Weapon Speed Acc Damage PDV Rate Range Tags Notes Coleulate
Crupt Bolt Attack 5 14’ (+5) 241 (3(2L z Wp) 5 (+O) 4 40 -2 L/ B Soak, +8L when activated with heartstone
Soulsteel Granr]rlaiclave 5 +<2 +1?L 4 +0 ? O, P, R attune 8, wysysa tlﬂe motek co esencja wlaSciciela,
Clinch 6 5(+0) 3B (+0B) ~ 1 ~ C,N,P
Kick 5 5(+0) 6B (+3B) 2.(-2) 2 ~ N
Punch 5 6 (+1) 3B (+OB) 4. (+Q) 3 ~ N
Aymor =
Armor Type Soak(L/B)  Hardness Fatigue Mobility Notes
SILKEN ARMOR Cloak SL/3B ~ - ~
((BREASTPLATE)) (8L/6B) (BL/3B) = ~ nie attunowany
soulsteel reinforced breastplate 12L/11B 9L/9B -1 -1 attune 4
17 14 -1
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

Break hold: Throw opponent up to
Strength meters away — knockdown
check. Or throw to the ground -
prone. Or release the victim.

Crush: Strength + additional successes
from attack, Piercing bashing.

Hold: Keep holding her opponent.

Knock back: 1 meter per 3 raw damage,
will be prone

Knockdown: If raw damage > Stamina
+ Resistance, then: Dexterity or
Strength + Athletics or Resistance.
Difficulty: 2, will be prone

Stunned: If damage > Stamina, then:
Stamina + Resistance.

Disanning (—?e close or ~4e range)s Reflexive
Wits + Ability to hold on to weapon
Fierce Blows (-le): +2 lethal or aggravated,

or +3 bashing damage to target
Pulling Blows (-Ie): Makes lethal or
aggravated damage bashing
Showing Off (—le to ~4e): Make the ‘Z’ on
an opponent

Difficulty: damage - stamina

On additional actions: Opposed
Strength or Dexterity + Martial
Arts to control the clinch.

Aim (3/-1): +1D per tick, may be aborted to attack

Attack (weapon/ -1): Attack a target

Block Movement (5/-1): Contested ([Strength or Dexterity] +
Athletics), ties favor the blocker

Change Weapon(s) (weapon/-1): Speed of the slowest weapon

Climb, Swim (3/-2): Move: (Dex. - Armor mobility) / 2 meters per tick

Coordinated Attack (5/-0): Charisma + War, diff: number of
participants / 2

Dash(3/-2): Sprint: Dex. + 6 - Armor mobility meters per tick

Defend Another (5/ ~1): Range: Dex. Meters. Dodge not usable.
Attack has to get through all DVs to a target or defender

Flurry (longest action/sum of defense penalties): Multiple actions

Action Options (

Sweeping (-le): Target must test for
knockdown

Speed / DV mocli{ier)
Guard (3/none): Doing nothing, may be aborted
Inactive 5/ special): DV =0
Join Battle (varies/-0): Wits + Awareness.

Speed: highest roll — own success. Max 6 ticks, min O ticks
Jump (5/-1): Up: Strength + Athletics meters. Ahead: 2 * Up
Miscellaneous Action (/-1 to -3): Do something else
Move (0/none): Move Dex. - Armor mobility meters per tick
Read Strategy (3/-0): Perception + War, diff: opponents

(Manipulation + War) / 2
Rising from prone (5/ ~1): Will be at -1e when prone
Range shooting (varies e): x = weapon listed range.

Range: Ox —> 1x: -Oe, 1x => 2x: -le, 2x —> 3x: -2e
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O Clawspeak
O Flametongue

O Forest-tongue
[ Guild Cant

Languages

O High Realm O Seatongue
LowRealm Skytongue
W OldRealm O
D Riverspealc D

Charms

Charm

Cost Duration Type

Keywords

Effect

[FIRST ) EXCELLENCY [inpertie] Instant | Reflexive | Combo-OK | A ke e T e
SECOND () EXCELLENCY Imperldice| Instant Reflexive Combo~-OK Add up to (x + Ability) dice to roll, Im per 1
dice. Resistance
|INFINITE (THROW) MASTERY [2m+,1wp| Onescene| __ Simple Each 2m commited decrease cost of any
excellency activation by Im
[RAVENING MOUTH OF (THROW) | 3m [Onescene| _Reflexive | Combo-OK | reains one mote for every level of damage the
action or Charm inflicts
[FLITTING SHADOW FORM | tm | Instant |Reflexive(Step2)| Combo-OK, ignore all penalties that apply to Dodge DV
Mirror
| FLICKERING WISP TECHNIQUE | 3m | Instant |Reflexive (Step2)|Combo-OK Miror, | Porfect Dodge, reform in (Essence) yards from
Ol:vious, Spectral
attack (ﬂaw: Valor)
| DREAD LORD'S DEMEANOR | Tm | One scene | Reflexive (Step 2) Miiror, di{{icult\) 2 Willpowey roll, intimidates others,
Obvious, Social | negating any physical or social attack made
| HEART-STOPPING MIEN | (+1wp) | Instant | Permanent |Obvious Social | Attacker suffers -2 internal penalty and
Essence dice of lethal damage
| RAITON'S NIMBLE PERCH | Am | One scene | Reflexive Coml)o-OK, Allows the Fxalt to keep his footing on any surface
Mirror atleasta strong and wide as a human hair
| Crouching Gargoyle Stance | 4w [OneScene] Cormbo-OK, [ Ruminssterdingon any surlace.deactivates hen moving olens
Mirror, Obvious | horizontal surface).
[Aid of Il Wind [ 5m | | Supplemental | Combo-OK, [ferese Brovh breteoet e toRngect
Mirror the weapon.
[FIVE BIRDS, ONE STONE | 2m/attack| Instant | ExtraAction | Combo-OK, magical flurry of up to (Thrown) attacks
Mirror y Obvious
[IMPROVISED ASSASSIN'S TRICK [ tm [ Instant [Reflexive(Stenl)| Combo-OK |Use anything as throw weapon
| CRYPTBOLT ATTACK | 4m | One scene | Reflexive (Step1)| Combo-OK, Create dark li glltl’lil‘l 8 around hands
Mixror Obvious
|EYES LIKE DAGGFRS GLANCE | -~ [Permanent| Permanent | Avatar(l)Mirror | Add Whispers to Crypt Bolt damage and
Obvious accuracy, can shoot Crypt Bolts from eyes
| Ox-body technique -3 | | | Q x _,1
| Heart of Darkness | Om | One scene | Reflexive (step 2) Comjli)v-a(t)?z(ll\)/ylmoy Adds Whispers rating to DOClSe MDV
Lesser Horrors Scorned | Sm | Instant(Story | Reflexive (sten Q) Comﬁgﬁ‘f};"m MentalPD. Anima flashes with power, attacker suffers
ObviousSocial " | aResonance erruption (1/ 2 abgssal's essence rating)
| Faithful Killer's Reprieve | | | Permanent AV c'lt a I(I) Spend Willpower points gainecl for sleep(oy bonuses
from 3-dice stunt) to reduce Resonance by 1 point.
| channu Impulse Evasion | 1ves | Instant | Reflexive CO;;I]‘DO~OKY Surprise Ne 8dt01
irror
| Undying Stagnation Defense | Sm, Iwp | One Day | Reflexive (step 2) CO;II.)0~OK, Sl‘ldpil’l 8 Defense
irror
| Shadow Cloak Technique | | | Permanent +5 specialttj "in clarkness”; doubles bonus dice
fom Stealth Exellencq or stunt
| Scathing Cynic Attitutude | IOm | Instant | Reflexive (Step2)| Combo-OK, readin 8 of intent
Mirror,Social

Integritu Essence Flow

| ~ | Instant | Permanent
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Sorcery
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Rating Name

Artifacts & Panoplg a -
Description

©©©0O0[ABYSSALLENS

Ring, S5m. Double Trow damage.

©@©0OOO| HEARTHSTONE BRACERS

4m, A]DIJ ssal, +3 DV, 2to enemy soak

©©0OOO | SILKEN ARMOR

2m

OOOOO| Breastplate

(2m)

0000 | 'WINDBLADE-CLASS PERSONAL TRANSPORT

(Starmetal, Dodge DV +2) heavy metal chevron the size of a large belt buckle. 10motes/h

OOOOO | soulsteel reinforced breastplate

4m (nie wiem, ile kropek :D)

OOOOO Soulsteel Granddaiclave

. . . . r
8m, wysysa tyle motek co esencja posiadacza, miejsce na 3 hearthstone'y
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—————————————————————4—44———————]Sackgrounds

©®@©000 O

Whispers DIODOIGXE)
Silken Armor
Resources @®©O000 O DIODDIGXS)
Ally:Dante
0eoee® O 00000 O
Enemy: Mask of Winters
00000 O 00000 O
00000 O 00000 O
00000 O 00000 O
00000 O 00000 O
00000 O 00000 O
00000 O 00000 O

Familiar OO0OO0 O

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

Creature: Doclge/ Soak (L/B): -0 OdOOOOO0Odn
Str/Dex/ Sta: Abilities: A OdO0O0OOOdan
Cha/Man/App: 2 JOOOOOdmond
Per/Int/Wits: -4 OOO00004000
Willpower: (OXON@) Notes: e OOOOOOOOO




Manse ¢5° Hearthstones - e —

Rating Name Description

O@O@OI TWICE-STRIKING LIGHINING PRISM | By spending one Willpower point, the bearer can refl exively add 2 to her Essence rating for calculating the
effectsof a single Charm or spell. Hidden.
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Possessions
Creation Survival Kit (dzieki, Plomgczku :P)

Ubranie na zmiane (w tonacji czarnej z czerwonymi akcentami)

Bron dwureczna: kosa (nieayte{aktgczna)
Kilka sztyletow do rzucania (nieaxtefaktgczue)

Experience — Description —

Total: Age,actual: 20 Age, apparent: 18
Height: 162 Weight:
Total spent: Gender: F
Dark Master: (niech Maska spada na suche drzewol)
Spent on: ELJ es: ]autszt\) nowe, z czerwonym odcieniem (w zaleznosci od oswietlenia)

Hair: dlugie, prawie czarne, krecone
Homeland: Satrapia w okolicach Pugo (poluclniowg wschod)

Skin: jasna karnacja

—————. Picture ——,

T D EEEEEEE———————. I_Iistorg TS ——————.
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	incapacitated levels: 
	Gender: F
	Dark master: (niech Maska spada na suche drzewo!)
	Flawed Virtue: [Temperance]
	Anima Power: Cause the anima to glow brightly enough to read by 
   for a scene (1 mote).
Sense any Shadowland and Underworld infused 
   creatures and objects within Essence x 100m 
   (1 mote).
Feeding, causing lethal damage from a grapple: 
   Gains motes = health levels + dying levels 
   (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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	CharmCostE 1: 
	1: 1m per 1 dice

	CharmDurationE 1: 
	1: Instant

	CharmTypeE 1: 
	1: Reflexive

	CharmsKeywordsE 1: 
	1: Combo-OK

	CharmEffectE 1: 
	1: Add up to (x + Ability) dice to roll, 1m per 1 dice. Melee, Throw, Athletics, Awareness, Dodge, Larceny, Stealth, Integrity, Presence

	CharmNameE 2: 
	1: SECOND () EXCELLENCY

	CharmCostE 2: 
	1: 1m per 1 dice

	CharmDurationE 2: 
	1: Instant

	CharmTypeE 2: 
	1: Reflexive

	CharmsKeywordsE 2: 
	1: Combo-OK

	CharmEffectE 2: 
	1: Add up to (x + Ability) dice to roll, 1m per 1 dice. Resistance

	CharmNameE 3: 
	1: INFINITE (THROW) MASTERY

	CharmCostE 3: 
	1: 2m+, 1wp

	CharmDurationE 3: 
	1: One scene

	CharmTypeE 3: 
	1: Simple

	CharmsKeywordsE 3: 
	1: 

	CharmEffectE 3: 
	1: Each 2m commited decrease cost of any excellency activation by 1m

	CharmNameE 4: 
	1: RAVENING MOUTH OF (THROW)

	CharmCostE 4: 
	1: 3m

	CharmDurationE 4: 
	1: One scene

	CharmTypeE 4: 
	1: Reflexive

	CharmsKeywordsE 4: 
	1: Combo-OK

	CharmEffectE 4: 
	1: regains one mote for every level of damage the action or Charm inflicts

	CharmNameE 5: 
	1: FLITTING SHADOW FORM

	CharmCostE 5: 
	1: 1m

	CharmDurationE 5: 
	1: Instant

	CharmTypeE 5: 
	1: Reflexive (Step 2)

	CharmsKeywordsE 5: 
	1: Combo-OK, Mirror

	CharmEffectE 5: 
	1: ignore all penalties that apply to Dodge DV

	CharmNameE 6: 
	1: FLICKERING WISP TECHNIQUE

	CharmCostE 6: 
	1: 3m 

	CharmDurationE 6: 
	1: Instant

	CharmTypeE 6: 
	1: Reflexive (Step 2)

	CharmsKeywordsE 6: 
	1: Combo-OK, Mirror, Obvious, Spectral

	CharmEffectE 6: 
	1: Perfect Dodge, reform in (Essence) yards from attack (flaw: Valor)

	CharmNameE 7: 
	1: DREAD LORD’S DEMEANOR

	CharmCostE 7: 
	1: 7m

	CharmDurationE 7: 
	1: One scene

	CharmTypeE 7: 
	1: Reflexive (Step 2)

	CharmsKeywordsE 7: 
	1: Mirror, Obvious, Social

	CharmEffectE 7: 
	1: difficulty 2 Willpower roll,  intimidates others, negating any physical or social attack made

	CharmNameE 8: 
	1: HEART-STOPPING MIEN

	CharmCostE 8: 
	1: (+1 wp)

	CharmDurationE 8: 
	1: Instant

	CharmTypeE 8: 
	1: Permanent

	CharmsKeywordsE 8: 
	1: Obvious, Social

	CharmEffectE 8: 
	1: Attacker suffers -2 internal penalty and Essence dice of lethal damage

	CharmNameE 9: 
	1: RAITON’S NIMBLE PERCH

	CharmCostE 9: 
	1: 3m

	CharmDurationE 9: 
	1: One scene

	CharmTypeE 9: 
	1: Reflexive

	CharmsKeywordsE 9: 
	1: Combo-OK, Mirror

	CharmEffectE 9: 
	1: Allows the Exalt to keep his footing on any surface at least a strong and wide as a human hair

	CharmNameE 10: 
	1: Crouching Gargoyle Stance

	CharmCostE 10: 
	1: 4m

	CharmDurationE 10: 
	1: One Scene

	CharmTypeE 10: 
	1: 

	CharmsKeywordsE 10: 
	1: Combo-OK, Mirror, Obvious

	CharmEffectE 10: 
	1: Running/standing on any surface, deactivates when moving along a horizontal surface (E4 - 1 mote per action to keep this charm active on horizontal surface).

	CharmNameE 11: 
	1: Aid of Ill Wind

	CharmCostE 11: 
	1: 3m

	CharmDurationE 11: 
	1: 

	CharmTypeE 11: 
	1: Supplemental

	CharmsKeywordsE 11: 
	1: Combo-OK, Mirror

	CharmEffectE 11: 
	1: enhances a Thrown-based attack.
The Exalt spends three motes and triples the Range of
the weapon.

	CharmNameE 12: 
	1: FIVE BIRDS, ONE STONE

	CharmCostE 12: 
	1: 2m/attack

	CharmDurationE 12: 
	1: Instant

	CharmTypeE 12: 
	1: Extra Action

	CharmsKeywordsE 12: 
	1: Combo-OK, Mirror , Obvious

	CharmEffectE 12: 
	1: magical flurry of up to (Thrown) attacks

	CharmNameE 13: 
	1: IMPROVISED ASSASSIN’S TRICK

	CharmCostE 13: 
	1: 1m

	CharmDurationE 13: 
	1: Instant

	CharmTypeE 13: 
	1: Reflexive (Step 1)

	CharmsKeywordsE 13: 
	1: Combo-OK

	CharmEffectE 13: 
	1: Use anything as throw weapon

	CharmNameE 14: 
	1: CRYPT BOLT ATTACK

	CharmCostE 14: 
	1: 4m

	CharmDurationE 14: 
	1: One scene

	CharmTypeE 14: 
	1: Reflexive (Step 1)

	CharmsKeywordsE 14: 
	1: Combo-OK, Mirror  Obvious

	CharmEffectE 14: 
	1: Create dark lightning around hands

	CharmNameE 15: 
	1: EYES LIKE DAGGERS GLANCE

	CharmCostE 15: 
	1: -

	CharmDurationE 15: 
	1: Permanent

	CharmTypeE 15: 
	1: Permanent

	CharmsKeywordsE 15: 
	1: Avatar (1), Mirror 
Obvious

	CharmEffectE 15: 
	1: Add Whispers to Crypt Bolt damage and accuracy, can shoot Crypt Bolts from eyes

	CharmNameE 16: 
	1: Ox-body technique - 3

	CharmCostE 16: 
	1: 

	CharmDurationE 16: 
	1: 

	CharmTypeE 16: 
	1: 

	CharmsKeywordsE 16: 
	1: 

	CharmEffectE 16: 
	1: 2 x -1 

	CharmNameE 17: 
	1: Heart of Darkness

	CharmCostE 17: 
	1: 6m

	CharmDurationE 17: 
	1: One scene

	CharmTypeE 17: 
	1: Reflexive (step 2)

	CharmsKeywordsE 17: 
	1: Avatar(1), Combo-OK, Mirror

	CharmEffectE 17: 
	1: Adds Whispers rating to Dodge MDV

	CharmNameE 18: 
	1: Lesser Horrors Scorned

	CharmCostE 18: 
	1: 5m

	CharmDurationE 18: 
	1: Instant(Story

	CharmTypeE 18: 
	1: Reflexive (step 2)

	CharmsKeywordsE 18: 
	1: Avatar(1), ComboOK,Mirror, Obvious,Social

	CharmEffectE 18: 
	1: MentalPD. Anima flashes with power, attacker suffers a Resonance erruption (1/2 abyssal's essence rating)

	CharmNameE 19: 
	1: Faithful Killer's Reprieve

	CharmCostE 19: 
	1: 

	CharmDurationE 19: 
	1: 

	CharmTypeE 19: 
	1: Permanent

	CharmsKeywordsE 19: 
	1: Avatar(1)

	CharmEffectE 19: 
	1: Spend Willpower points gained for sleep(or bonuses from 3-dice stunt) to reduce Resonance by 1 point.

	CharmNameE 20: 
	1: Uncanny Impulse Evasion
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