
Advanced 
Health Levels 

-0i Bruised    

-1i  Hurt    
    

-2i Wounded    

    
-4i Crippled    

Incapacitated    
Dying    

    
Healing Times, for each health level 

Dying: Losing one dying level per 5 ticks, can be saved with a  
Wits + Medicine, diff: 5 + (number of dying levels lost) 

 

Specialties 
    

    

    

    

    

    

    

    

    

    

    

    

 

 

 

 

 

 

 
 

 

 
 Strength  Charisma  Perception 
 Dexterity  Manipulation  Intelligence 

 Stamina  Appearance  Wits 
 

Warfare Labor Learning 
Archery Craft Bureaucracy 

Athletics Larceny Investigation 

Awareness Linguistics Lore 

Dodge Performance Medicine 

Integrity Presence Occult 

Martial Arts Ride  
Melee Sail  

Resistance Socialize  

Thrown Stealth  

War Survival  

 

 

 
Name:  Concept:  

 
Player: 
 

  
Caste: 

 

 

Anima Effects 
 

 

Anima Banner Levels 
1 – 3 motes: Soulgem sparks 

4 – 7 motes: Soulgem arcs 

8 – 10 motes: Mild aura 

11 – 15 motes: Radiant aura 

16+: Iconic aura 

 
 
 
Personal:             / 
 

Peripheral:             / 
 

Anima Banner 

Essence 
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In Debate 

Action Options (Speed / DV modifier) 

Attack (weapon/-2):  
Coordinated Attack (5/-2): 

Dash (3/-3): 

Flurry (longest action/sum of defense penalties): 

Guard (3/none):  
Inactive (3/special):  
Miscellaneous Action (5/-1 to -3):  
Monologue/Study (3/-2): 

Move (0/none): 

 

 

 

 

 

 

 
 

 

 
 

 
 

 

 
 

 
 

 

 
 

 
 

 

 
 

 
 

 
 

 

 

 

 
 

 

 
 

 
 

  

   

Compassion Temperance 

    
  

Conviction Valor 

    

  

 

 Limit points 
 Transhuman Essence (1 points per Essence over 5) 

 Suppressing Virtue at 3+ (1 points), voluntary fail Virtue at 3+ (2 points) 

 Forsaking humanity (1 point per week) 

 Charms with the Exemplar keyword (variable) 

 25 hours spend outside Autochthonia (1 point) 

    

 

  
 Human Contact for a scene (-1 point for a Compassion roll + 1 dice if positive Intimacy) 

 Embrace Virtue (1 point to channel a Virtue) 

 
 

   Ability   Speed  Acc (Cha / Man) PMDV (Cha / Man)  Rate    Notes 
      

      

      

 

Social Traits 
Dodge MDV: Join Combat: 

 

Willpower:  

 

Intimacies 

Social Attacks 

Motivation 

  

 

Virtues 

Additional 
Attack supporting/against an Intimacy:  
Attack according to/opposed to dominating Virtue (rate 3+): 
Attack aligned with/violates Motivation: 
Appearance: 

If the attack violates Motivation: 

Natural persuasion: 

Unnatural persuasion: 

Consent to the attack: 

Refuse to consent: 

Effects of Social Attacks 
Building / Eroding Intimacies: 
Compelling Behavior: 
Betray Motivation: 



Action Options (Speed / DV modifier) 

Armor 

Grappling (Clinch Attack) 
If clinch is successful victim is Inactive, 

attacker can choose to: 

Break hold: 

Crush: 

Hold: 

On additional actions: 

 

 

 

 

 

 
 

 

 
 

 
 

 

 
 

 
 

 

 
 

 
 

 

 
 

 
 

 
 

 

 

 

 
 

 

 
 

 
 

  

   

   Weapon   Speed    Acc    Damage PDV Rate   Range    Tags    Notes 
         

         

         

         

         

         

         

         

         

         

         

         

         

         

         

 

   Armor    Type     Soak (L/B)      Hardness      Fatigue      Mobility      Notes 
       

       

       

       

       

       

       

       

 

Soak and Defense 
Bashing Soak:  Lethal Soak:  Aggravated Soak: 

   

Dodge DV: Join Combat: Move / Dash: 

 

Aim (3/-1): 
Attack (weapon/-1): 
Block Movement (5/-1): 

Change Weapon(s) (weapon/-1): 
Climb, Swim (3/-2): 
Coordinated Attack (5/-0): 

Dash(3/-2): Sprint:  

Defend Another (5/-1): Range:

Flurry (longest action/sum of defense penalties): 

 

Special Attacks 
Coup de Grace (-1e): 

Disarming (-2e close or -4e range): 

 

Fierce Blows (-1e): 

Pulling Blows (-1e): 

Showing Off (-1e to -4e): 

Sweeping (-1e): 

Effects 
Bleeding: 

Difficulty:

Knock back: 

Knockdown: 

Difficulty:

Stunned: 

Difficulty:

 

Guard (3/none): 
Inactive (5/special): 
Join Battle (varies/-0): 

Speed:

Jump (5/-1): Up: Ahead:

Miscellaneous Action (5/-1 to -3): 
Move (0/none): 
Read Strategy (5/-0): 

Rising from prone (5/-1): 
Range shooting (varies e): 

Range:

In Combat 

Weapons 



 Charm Slots 
      

 General Slots:  /   
      

 Dedicated Slots:  /   

 

 

 

 

 

 

 
 

 

 
 

 
 

 

 
 

 
 

 

 
 

 
 

 

 
 

 
 

 
 

 

 

 

 
 

 

 
 

 
 

  

  Use    Charm     Cost    Duration      Type Keywords Effect 
     

  
  

     
  

  

     
  

  

     
  

  

     
  

  

     
  

  

     
  

  

     
  

  

     
  

  

     
  

  

     
  

  

     
  

  

     
  

  

     
  

  

     
  

  

     
  

  

     
  

  

     
  

  

     
  

  

     
  

  

     
  

  

     
  

  

     
  

  

     
  

  

     
  

  

     
  

  

     
  

  

     
  

  

     
  

  

 

Charms 
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  Array    Cost      Charms 
  

 
  

  
 

  

  
 

  

  
 

  

  
 

  

  
 

  

  
 

  

  
 

  

  
 

  

  
 

  

  
 

  

  
 

  

  
 

  

  
 

  

  
 

  

  
 

  

  
 

  

  
 

  

  
 

  

  
 

  

  
 

  

  
 

  

  
 

  

  
 

  

  
 

  

  
 

  

  
 

  

  
 

  

  
 

  

 

Arrays 



Languages 
      

      

      

      

 

 

 

 
 

 
 

 

 
 

 
 

 

 
 

 
 

 

 
 

 
 

 

 
 

 
 

 

 
 

 
 

 
 

 

 
 

 
 

  

 Protocol Cost      Type  Duration  Target   Effect 
   

   
 

   
   

 

   
   

 

   
   

 

   
   

 

   
   

 

   
   

 

   
   

 

   
   

 

   
   

 

   
   

 

   
   

 

   
   

 

   
   

 

   
   

 

   
   

 

   
   

 

   
   

 

   
   

 

   
   

 

   
   

 

   
   

 

   
   

 

   
   

 

   
   

 

   
   

 

   
   

 

   
   

 

   
   

 

 

Protocols 



Languages 
      

      

      

      

 

 

 

 

 

 

 
 

 

 
 

 
 

 

 
 

 
 

 

 
 

  

   Rating   Name Description 
   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

 

Artifacts & Panoply 



Familiar’s Name: Spd/Acc/Dmg/Rate:  Health Levels 
Creature: Dodge/Soak (L/B): -0  

Str/Dex/Sta: Abilities:  -1  

Cha/Man/App:   -2  

Per/Int/Wits:   -4  

Willpower: Notes:  Inc.  

     

 

Languages 
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Elemental Cores 



Age, actual:  Age, apparent: 

Height:  Weight: 

Gender: 

 

Eyes: 
 

Hair: 

 

Homestate: 

 

Skin: 

 

History 

Description Experience 
Total: 

Total spent: 
 

Spent on: 

 

 

 

 

 
 

 

 

 

 

 

 
 

Possessions 
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	CharmTypeE 18: 
	1: Reflexive (Step 2)

	CharmsKeywordsE 18: 
	1: Combo-OK, Internal, Social

	CharmEffectE 18: 
	1: perfect social parry, even against unblockable attacks. Costs 4 motes to invoke in Autochthonia and 6 motes in other realms of existence.

	CharmSubE 18: 
	1: 

	CharmUseE 19: 
	1: Yes

	CharmNameE 19: 
	1: HUSK-SCULPTING APPARATUS +IDM +VMF

	CharmCostE 19: 
	1: 6m, 1wp [2m]

	CharmDurationE 19: 
	1: Indefinite

	CharmTypeE 19: 
	1: Simple

	CharmsKeywordsE 19: 
	1: Combo-OK, Internal, Obvious

	CharmEffectE 19: 
	1: Change apperance. Rapid disguise with App instead of Int.

	CharmSubE 19: 
	1: 

	CharmUseE 20: 
	1: Yes

	CharmNameE 20: 
	1: TOROIDAL SHOCKWAVE CATALYST

	CharmCostE 20: 
	1: 4m [1m]

	CharmDurationE 20: 
	1: One action

	CharmTypeE 20: 
	1: Simple (Speed 5, DV -0)

	CharmsKeywordsE 20: 
	1: Combo-OK, Crippling, Knockback, Obvious

	CharmEffectE 20: 
	1: All objects and individuals of approximately the same or smaller size
than the Alchem within a radius of (Strength + Essence) yards blasts back to the edge of the effect. three-die internal penalty to all non-reflexive actions. drop all held weapons and items
if they are extras.. Fall over if no superhuman ballance.

	CharmSubE 20: 
	1: 

	CharmUseE 21: 
	1: Off

	CharmNameE 21: 
	1: GYROSCOPIC STABILITY SYSTEM

	CharmCostE 21: 
	1: 2m

	CharmDurationE 21: 
	1: One scene

	CharmTypeE 21: 
	1: Reflexive (Step 2)

	CharmsKeywordsE 21: 
	1: Combo-OK, Internal

	CharmEffectE 21: 
	1: perfect balance and automatically succeeds on all balance-related (Dexterity + Athletics) actions

	CharmSubE 21: 
	1: 

	CharmUseE 22: 
	1: Off

	CharmNameE 22: 
	1: FOURTH PERCEPCTION AUGMENTATION

	CharmCostE 22: 
	1: [1m, first only]

	CharmDurationE 22: 
	1: Permanent

	CharmTypeE 22: 
	1: Permanent

	CharmsKeywordsE 22: 
	1: Obvious, Stackable

	CharmEffectE 22: 
	1: Raises max and current perception attribute

	CharmSubE 22: 
	1: 

	CharmUseE 23: 
	1: Off

	CharmNameE 23: 
	1: FOURTH APPEARANCE AUGMENTATION

	CharmCostE 23: 
	1: [1m, first only]

	CharmDurationE 23: 
	1: Permanent

	CharmTypeE 23: 
	1: Permanent

	CharmsKeywordsE 23: 
	1: Obvious, Stackable

	CharmEffectE 23: 
	1: Raises max and current appearance attribute

	CharmSubE 23: 
	1: 

	CharmUseE 24: 
	1: Off

	CharmNameE 24: 
	1: OPTICAL SHROUD

	CharmCostE 24: 
	1: 3m [2m]

	CharmDurationE 24: 
	1: Indefinite

	CharmTypeE 24: 
	1: Reflexive

	CharmsKeywordsE 24: 
	1: Combo-OK

	CharmEffectE 24: 
	1: invisible. move 1yard per tick. Doesn't work on superhumanly acute  hearing, smell.

	CharmSubE 24: 
	1: 

	CharmUseE 25: 
	1: Off

	CharmNameE 25: 
	1: AURA-DAMPENING COMPONENT

	CharmCostE 25: 
	1: —

	CharmDurationE 25: 
	1: Permanent

	CharmTypeE 25: 
	1: Permanent

	CharmsKeywordsE 25: 
	1: Internal

	CharmEffectE 25: 
	1: motes spent on Stealth and Disguise Charms do not contribute to the Champion’s anima banner. The effects of this Charm may even be extended to all Augmentation use, but doing so adds a one mote surcharge to the activation.

	CharmSubE 25: 
	1: 

	CharmUseE 26: 
	1: Off

	CharmNameE 26: 
	1: OPTICAL ENHANCEMENT

	CharmCostE 26: 
	1: — [2m]

	CharmDurationE 26: 
	1: Permanent

	CharmTypeE 26: 
	1: Permanent

	CharmsKeywordsE 26: 
	1: None

	CharmEffectE 26: 
	1: Flash Shutters
Ultraperipheral Awareness
Motion-Tracking Targeting Glance

	CharmSubE 26: 
	1: 

	CharmUseE 27: 
	1: Off

	CharmNameE 27: 
	1: PERSONAL GRAVITY MANIPULATION APPARATUS

	CharmCostE 27: 
	1: 4m [1m]

	CharmDurationE 27: 
	1: One scene

	CharmTypeE 27: 
	1: Reflexive

	CharmsKeywordsE 27: 
	1: Combo-OK, Stackable

	CharmEffectE 27: 
	1: Allows the character to walk or run along any surface that would be capable of bearing his weight if it were down, including walls and ceilings. Or reduce weight to 15%. Doubles movement rate and jump dist.

	CharmSubE 27: 
	1: 

	CharmUseE 28: 
	1: Yes

	CharmNameE 28: 
	1: FIRST DEXTERITY AUGMENTATION

	CharmCostE 28: 
	1: 1m per die

	CharmDurationE 28: 
	1: Instant

	CharmTypeE 28: 
	1: Reflexive (Step 1 and 2)

	CharmsKeywordsE 28: 
	1: Combo-OK

	CharmEffectE 28: 
	1: houserule. add dice to any Attribute-based action. max number of dice = Dex (usually 8)

	CharmSubE 28: 
	1: 

	CharmUseE 29: 
	1: Yes

	CharmNameE 29: 
	1: STRAIN-RESISTANT CHASSIS MODIFICATION *5

	CharmCostE 29: 
	1: —

	CharmDurationE 29: 
	1: Permanent

	CharmTypeE 29: 
	1: Permanent

	CharmsKeywordsE 29: 
	1: Obvious, Stackable

	CharmEffectE 29: 
	1: z houserula za free. sumarycznie daje 6* -1 health, and 6* -2 health
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