N ame: Consistently Adroit Tesseract COI’IC(—,‘})t: Defonder of the State it may not be pertect but wore eting there

motes peripheral essence.

Anima Banner

Set of wheels powering a motonic engine assembly from
which ripples of electricity flow down the eclges of the
Anima. One can hear the grind of the wheels and sizzle of

11 - 15 motes: Radiant aura

Anima power auto-activation

Magical Material dissipate after 2 hour
16+:Iconic aura

Fades when no peripherally essence is used

Player:Sehtal Caste:Moonsilver Mark
Attributes
] Strength______ & DISIOXOX@) Charisma SDXOXOXX@) Perception Q@@ 00
Dextentg i @@@@ I:I Manipulation s@O00 O I:I ntelllgence @000
[] Stamina QOO O® Appearance__* @ ©® ©®@ ® O Wits £ @@@@@
Abilities
Wartare Labor Learning
Archery OOO®® Craft OOOOO Bureaucracy 00000
Athletics ©O©®0O0 Larceny @@®©00 Investigation ®0000
Awareness @®@©@®00 Linguistics @©®000 Lore ®0000
Dodge @O®@®@®® Performance OO0O0O0OO0O Medicine 00000
Integrity @O©®0OO0 Presence @©0000 Occult 00000
Martial Arts OOO0O0O0 Ride 00000 00000
Melee ©©®©00 Sail 00000 00000
Resistance @@©@®0O0 Socialize 00000 00000
Thrown 00000 Stealth ©®®©000 00000
War O0000O Survival 00000 00000
E.SS@IIC@
Anima Effects Woite Anima Banner Levels

Can flare their anima banner to any OEYEONOND) 1 -3 motes: Soulgem sparks

desired level (1 mote). Perception + Awareness to notice

4 T motes: Soulgem arcs
Reduce by one (to a minimum of 3) 25 Calcull Stealth at -2e difficulty
) . Personal: Z 10 < 8_-10 motes: Mild aura

the Speed of all actions for a Scene Stealth impossible

(5 motes). Peﬁpheral: 65 / 65 I\/iagical Material dissipate after Essence

Works automatic after spending 11 actions

the electric discharges.

AClVélllC(:‘d

Health Levels Specialties

~0i Bruised O @ @@ Essence Weapons (Archery)lfrom charm] QOO
~1i Hurt oo ©®® Hyins (Dodgellrom charm] ~ OO0

D D D @ @O Incities (Stealth) (e]e]e)
~2iWounded OO OO0 OO0 ©@©0 Daiklaves Melce) 000

oo 000 000
~4i Crippled | 000 000
Incapacitated [] 000 000
Di]ing OO0Oo0oaOd OOO OOO
Healing Times, for each health level 000 000
Ea:}l:irlig: ?il;i)urs per 15?/6(1)‘ on L 2d (e]e]e) (e]e]e)
2 4'3;2 4 ii?ﬁip;;;atedo‘iri’véei o 000 000
Dying: Losing one dying level per 3 ticks, can be saved with a O00 O00

Wits 4 Modichne,cif 3 * mamn b of dyir a1 elslost)

__@.
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wits

wits

wits


il Social Traits

Dodge MDV:9 Join Combat: 11

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

Willpower;@@@@@@@@@@
Ooooooooon

Social Attacks

Al)ilitg Speed Acc (Cha / Man) PMDV (Cha / Man) Rate Notes Caleulate
Investigation 5 5/2 3./1 2
Performance 6 4/1 2/1 1 Attacks a whole area
Pl’esellce 4 \V) Q 5 1 Q
In Debate
Action Options (Speed / DV modifier) Additional
Attack (weapon/ -2): Attack a target Attack supporting/ against an Intimacy: =1 to DV
Coordinated Attack (5/-2): Charisma + Socialize, diff: Attack according to/ opposed to dominating Virtue (vate 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
ocz)mléasgmo OTegpgfgceO Gaining Clarity Limit points
o Transhuman Essence (I points per Essence overD) D D D D D D D D D D
D D D D D D D D D D . Suppressing Virtue at 3+ (1 points),voluntarg fail Virtue at 3+ (2 points) X .
Conviction Valor L] Foysaking humanity a point per week) Clantg ]C)OllltS
O O O O O o O O O O ® Charms with the Exemplar keyword (variable) D D D D D D D D D
OO0000 oOOoOo0o0

Losing Clarity
e Human Contact for a scene (-1 point for a Compassion roll + 1dice if positive Intimacg)
o Embrace Virtue (1 point to channel a Virtue)

T T S T S W, Inti111acies

Bezimienna jak narazie postac Xena (800(] working Rapid Arbitration Engine (dislike)
yelationship) Final Aggression Lotus (hate)
Countn] (clevotion)
Reisa Filament (friencl)
Jadias (af{ection)

Motivation

Make sure the State survives the coming troubles (pyawclopoclol)nie sie zmieni jak panstwo pochodzenia bedzie
ustalone)

"



SOdk ancl De{ense

Calculate
Bashing Soak: 17 Lethal Soak:14 Aggravated Soak:12
Stamina + Armor (B) Stamina / 2 + Armor (L) Armor (L)
Calculate
Dodge DV: 9 Join Combat: 11 Move / Dash: 10/16
(Dex. + Dodge + Essence + spe.) / 2 Wits + Awareness Dex. - armor mobility (+ 6)
Weapons
Weapon Speed Acc Damage PDV Rate Range Tags Notes Coleulate
Essence Pulse Cannon 6 16 (+5) 10L/15B 7. (+O) 3 120 F.P 3 to attune, 1 mote per shot
Siege Devastator 6 14 (+1) 15L/20B 7.(+0) 1 220 EP 5 to attune, I mote per shot
Giand Daik]ave (Mggaton) 5 15 (+4) 18L (+12L) 4 yé (+9) 9 2 O' PY R | 8 toattune, Parry successes are halved (rounded up)
Spike Launcher 6 16 (+3) 8L 7. (+O) 2 550 P D to attune
ObraZenie liczone dla zbroi za’foZnei
Gauntlet 5 H (+3) HB (+5B) 6 (+4) 3 N can parry lethal attacks without a stunt, MM bonus
Boot 5 10 (+?) 1QB (+6B) 4 (+0) Q N can parry lethal attacks without a stunt, MM bonus
Clinch 6 8(+0) 6B (+0B) - 1 - CN,P
Kick 5 8(+0) | 9B(+3B) 3(-2) 2 = N
Punch 5 9 (+1) 6B (+OB) o) (+Q) 5} - N
AYIIIOY
Agmor Tgpe Soak (L/B) Hardness Fatigue Mobilitg Notes
CELESTIAL BATTLE ARMOR POWEeY armoy +1?L IQB SL SB 1 #O 10 motes attune, repair 3, level 3 hearthstone for power. self repair, no maintenance
Move/Dash w zbroi to 20,/26 albo 3?(9)
12 12 0

Grappling (Clinch Attack)

If clinch is successful victim is Inactive,
attacker can choose to:

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.

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

In Combat
Effects

Bleeding: Stamina + Resistance.
Difficulty: 2 to stop bleeding

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.
Difficulty: damage - stamina

Special Attacks

Coup de Grace (-le): Maim instead of
killing

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

Sweeping (-le): Target must test for
knockdown

Action Options (Speed / DV modifier)

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

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 (D/-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

Archery
Archery
Melee
Archery
Archery
Melee
Melee
Meleo
Melee
Melee
Martial Arts
Martial Arts
Martial Arts
Martial Arts

Martial Arts



General Slots:

Charms
Use Charm Cost Duration Type

Dedicated Slots:

Charm Slots

19

/19
4

/4

Keywords

Effect

@ [AIM_CALIBRATING SENSORS +submod IFR | 3m,6m[tm]| Instant | Supplemental

COl‘l‘l]:)O—'OK

compensates for all external or internal (except multi action) penalties
to the enhanced attack. Can compensate both internal and external
penalties for a cost of six motes

O |RECURSIVEFRACTALTARGETINGCALCULATIONS '[m,lwp[lm]| Instant I Extra Action

Combo-OK

Flurry at the full dice pool. Number of attacks equal to lower of Dexterity or
Wits, ignoring Rate. All on 1 target. If attack fails to strike cumulatively adds 1 die
to next attack in flurry. Successfully hitting the target resets this bonus to zero

© [IRANSMODAL RAPID TARGETING SYSTEM [ sw/trsetlinl|_Instant | Fxtra Action | Combo-OK, [Mumyonmanytergets Up o (Esence ¢ Datiacks Every atiack tht
loes damage reimburses two motes of its cost through sympathetic
Ol)vious Essence resonance.
© [FOURTH DEXTERITY AUGMENTATION *3 | ffm fisstonls] | Permanent|  Permanent Obvious,  |Raises max and current dexterity attribute
Stackable
© [FOURTH WITS AUGMENTATION"3 __[iimfistonls] | Permanent| Permanent Obvious, |Raises max and current wits attribute
Stackable
O |FIFTH DEXTERITY AUGMENTATION | 3m [1m] [One scene| Simple (Speed )| ~ Obvious, | Tempraises DexbyTdot counisasa bonus die hom Charms and can'
exceed the limits for such. Carries | Will surcharge the first time it is
Stackable activated in a scene. Further activations waive this cost
® |SIXTH (DEXTERITY) AUGMENTATION (dodge) + SCU'3 | — [1m] | Permanent | Peymanent Internal Any Dex+dodge rolls have dodge 3, also gets 3
dodge specialities.
® |SIXTH (DEXTERITY) AUGMENTATION (archery) + SCU'3 | — [1m] | Permanent | Peymanent ltkezall Any Dex+archery rolls have archery 9, also
gets J archery specialities.
- ] ; rmal, dive
© |[MANIFOLD TRANSHUMAN IMPLANTS| — [1m] |Permanent| Permanent Obvious, [Mhes WING(fy x2norm running speed: up ot normal.dive at 10)
Stackabl and Wolf's Pace (+2 Dex for combat movement, +2Str for jumping
ackable dist), Night Vision
O | TECHNOMORPHIC INTEGRATION ENGINE +PTA + IAU | {m or Varies [1m] | Indefini te | Simple (Speed 4) Cosnl-nbolzcl))ll(, ?bvi:\s, 1 motej tcant intema]izte gli{act he ow}n:s an:l is ctlou:hing, Con:mti:ed.e}cilnd
ackable, Touc commit art comes out. Or pay commit cost and art comes out attuned.
Can put in non magic objects. Artif armor attuned comes out on body.
@® [TRANSCENDENTMULTIMODAL ARTIFACTMATRIX | Varies[lm]| Indefinite | Simple Combo-OK, |Hasfollowing templates installed.
Ol)vious Essence Pulse Cc‘mnon, Siege Devastator, Grand Daiclave
® | ANTICIPATORY SIMULATION PROCESSOR | {3 [m] | Instant | Reflexive (Step2)| Combo-OK, Makes u..expeded_ phys attack expecte_d, For seen auac_ks negatesall
onslaught or coordinated attack penalties associated with attack. Im
Internal for mortals, 2m normal, 3m outside fate or autoch design.
® |ACCELERAHED RESPONSE SYSTEM (parry config) | 2m [1m] | Instant | Reflexive (Step2)| Combo-OK, |eliminate penalty values against the character’s
Internal Parry DV equal to the character’s (Dextetitg
. fect inst ttack i tal effect Alchem i
® |IMPENE.TRABLE REPULSOR FIELD + OM | 6m [1m] | Instant | Reflexive (Step2)| Combo-OK, Sf’e:n‘:]‘::s‘i ‘:E;‘:Zie*“::’h‘l‘mn‘l’; 2"";‘11‘32;‘2‘;;;: (TERI‘;M&Q
Obvious FLAW). +3m makes duration | action. upper body erupts in lightning,
.. . Can hide obvious charms. Turn into human. Can pose as Essence 1
® | INTEGRATED ARTIFACT TRANSMOGRIFIER + EMB +LSM | S [1m] | Indefinite | Simple (Speed 3)| Combo-OK, | =1 et slmpereireener il traradkabedi
Thtemmall el Ay v tigabamaheam e W fieo
- While wsing the | TAstifact T Hfier, the Champion can
© [IRANS-CHOSENEMULATOR+MC | — [Permanent| Permanent |Internal, Obvious, [\fiepsiepuesesnes fovmgrlon e Bompincn
Shaping Exalt she has personally witnessed. Exalt may choose how his iconic anima manifests
FOURTH CHARISMA AUGMENTATION | [t first only] | Peymanent Permanent Obvious, Raises max and current charisma attribute
Stackable
© [PROGRAMMED CATECHISM REBUTTAL | 4mor6mlinl | Instant |Reflexive (Step2)| Combo-OK, | perect sociel pary,even against unblockable atiacks Costs 4 motes
I 1S | to invoke in Autochthonia and 6 motes in other realms of existence.
nternal, docia.
@® |HUSK-SCULPTING APPARATUS +IDM +VME | 6m twp[2m]| Indefinite | Simple Combo-OK, |Change apperance. Rapid disguise with App

Internal, Obvious

instead of Int.
1l

@ [TOROIDAL SHOCKWAVE CATALYST | 4m [1m] | One action | Simple Speed 5DV -0)

Combo-OK, Crippling, [ AT

Knockback, Obvious

e e e Toth 1T

than the Alchem within a radius of (Strength + Essence) yards blasts back to the edge of the
effect. three-die i I penalty toall ! tions. d. 11 held d items
if they are extras. Fall over if no superhuman ballance.

@) |GYROSCOPIC STABILITY SYSTEM | 2m | One scene | Reflexive (Step2)| Combo-OK, |perfect balance and automatically succeeds on all
Internal balance-related (Dexteritq + Athletics) actions
O |FOURTH PERCEPCTION AUGMENTATION | [1m, fixst only] | Permanent | Permanent Obvious, Raises max and current perception attribute
Stackable
FOURTH APPEARANCE AUGMENTATION | [im fisstonly] | Peymanent | Permanent Obvious, Raises max and current appearance attribute
Stackable
O [OPTICAL SHROUD |3 [2m]] Indefinite | Reflexive | Comlbo_OK | invisible. move Iyard per tick. Doesn't work on
Sllpell'llllnanll] aC'the l'leafins, Sl’l’lell.
motos spent on Stealth and Disguise Charms do not contribute to the Champions
O [AURA-DAMPENINGCOMPONENT | —  [Permanent] Permanent | [ntarnal | i e o 20 et e Chom
Augmentation use, but doing so adds a one mote surcharge to the activation.
Flash Shutters
o OPTICAL ENHANCEMENT —[2m] | Peymanent Peymanent None Ultraperipheral Awareness
Motion-Tracking Targeting Glance
o . Allows the character to walk or run along any surface that would be
PERSONAL GRAVITY MANIPULATION APPARATUS | 4m [1m] | One scene Reflexive Combo-OK, capable of bearing his weight if it were down, including walls and
Stackable | ceilings Or reduce weight to13%. Doubles movement rate and jump dist.
© [FIRST DEXTERITY AUGMENTATION _[fm perdie| _Instant | Reflexive (Stepland? | C oyl OK |bouserule.add dice to any Attribute-based
action. max number of dice = Dex (usuallg 8)
® |STRAIN-RESISTANT CHASSIS MODIFICATION "5 — | Permanent | Permanent Obvious, zhouserula za free. sumarycznie daje 6° -1
ackable health, and 0" -2 health
Stackabl health, and 6" -2 healt}




Languages

O Clawspeak O High Realm O Seatongue
D Hametongue D LowRealm SkL] tongue
O Forest-tongue Old Realm Authochtonic
O Guild Cant O Riverspeak O
AYY(’:IIJ S
Array Cost Charms
| Ist offensive compilation I 3 motes commit overall | AIM-CALIBRATING SENSORS+RECURSIVE FRACTAL TARGETING CALCULATIONS+TRANSMODAL RAPID

TARGETING SYSTEM+TECHNOMORPHIC INTEGRATION ENGINE+FIRST DEXTERITY AUGMENTATION

| 2nd defensive compilation | 3 motes commit overall | ACCELERATED RESPONSE SYSTEM+IMPENETRABLE REPULSOR FIELD
+ANTICIPATORY SIMULATION PROCESSOR+TOROIDAL SHOCKWAVE CATALYST

- R o || SIXTH(DEXTERITY) AUGMENTATION (dodge)+SIXTH (DEXTERITY) AUGMENTATION (archery)
[31d multipurpose compilation [5met toverall | ANSCENDENT MULTIMODAL ARTIFACT MATRIX +FOURTH DEXTERITY AUGMENTATION'T
| 4th infiltration compilation I 3 motes commit overall | INTEGRATED ARTIFACT TRANSMOGRIFIER +HUSK-SCULPTING APPARATUS
+FOURTH CHARISMA AUGMENTATION
| th spec-ops compilation | 3 motes commit overall | OPTICAL SHROUD+AURA-DAMPENING COMPONENT+FOURTH PERCEPCTION

AUGMENTATION+PERSONAL GRAVITY MANIPULATION APPARATUS
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Rating Name

Aurtifacts & Panoply

Description

©©@®©®| CELESTIAL BATILE ARMOR

Includes: Filtration Baﬂles, Sensorg Augmeutation Visor, Exomuscular Fi]:yers, Peyipatetic Gyeaves, Reinforced Gauntlets/ Boots,

Adaptive Camouflage Subsystem. Additional: Enhanced Healing, llusionary Disguise, Spirit Bane. 10 motes to attune

OOOOO| Unbound boclq rewiring matrix

Grants long distance access to vats. Allows for charm exchange and upgrades. 0 commit. D motes, basic

communication. 10 motes charm exchange. 1D motes attribute upgrade.

@©0000 | TRANSFORMATIVE CLOTHING

For 1 mote can become any clothing, ornament or combination you wish. 1 mote cleans and repairs itself. 0 commit

OOOOO Essence Capacitor

Basically a battery. 1 mote commit

©@®©0O0OO | DRAGONELY'SRANGING EYE

3 motes to attune. Allows to view from any point and direction no farther than (his Essence x 20) yards distant. Can orient their vantage to

locations beyond the user's line of sight. This allows the owner to scry through walls or other obstructions. 3 dot version can scry up to 1 mile away.

e/0/00'e]

00000|

O0000|

The ones below are made from charm but get a description.

O@OOO| Grand Daiklave (M_egatou)

Hundreds of tiny gyroscopes in the blade massively increase its momentum when swung. Parry successes are halved (rounded up) when defending against its attacks, as

ity thansibihedk ams At siht aesrsldrkptlasiaierselimaldnmysiogramlam/ e et

swung at.

OOOOO | Spike launcher

Basic concept is a rail gun. Magnets and accelerators within barrel give the spikes their firing speed. This is a 3dot version of the basic 2dot design. Extra dot comes from

it's ability to fire and create ammunition without any extra motes spent by user, draws essence from surrounding, Of course this is only needed when regular ammo runs
out. Uses small metal spikes. any blacksmith can make them easily. 2dot version needs I mote per shot to create and fire ammo.

m E.ssence Pulse Cal‘ll‘lOl‘l

OOOOO Siege Devestator

00000\

00000|

00000|

00000|

00000|

00000

00000|

00000\

00000|

00000\

00000

00000

00000

00000|

(e/0/00'e]

00000

00000




Backgrouncls
Class @O©©00 O  Arifacts ®eo®® O

CELESTIAL BATTLE ARMOR, Unbound ]aoclg rewiring
matrix, IRANSFORMATIVE CLOTHING, Essence
Capacitor, DRAGONFLY'SRANGINGEYE
Backing 000000 Artifacts 000000
Regulators These are extra templates installed in the TRANSCENDENT
MULTIMODAL ARTIFACTMATRIX. Siege Devastator,
Grand Daiklave (Megaton), Spike Launcher
00000 O 00000 O
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 OOO00 O

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

Creature: Doclge/ Soak (L/ B): -0 D D D D D D D D D

Str/ Dex/ Sta: Abilities: -1 D D D D D D D D D

Cha,/Man/App: 5> I o o

Per/lnt/Wits: -4 DDDDDDDDD

Willpowerzo OO0OO0OO0O0O00O0O0 Notes: Inc. D D D D D D D D D
O0Ooooooan

8 :



Elemental Cores

Rating Name Description

00000
00000|
00000
00000|
00000|
00000|
00000|
00000|
00000|
00000|
00000
00000|
00000|
00000|
00000|
00000|
00000|
00000|
00000
00000|
00000|
00000|
00000|
00000
00000|
00000|
00000|
00000|
00000

_——




Total: 200

Possessions

E)(periel‘lce PV Y Sy

Total spent:214

Spent on:

200xp character creation stuff

14 dt ug

Flaws:
Vice-cheesecake Ipoint
Curiositg onints (AEon)

Description PP W Y
Age, actual: 42 Age, apparent: 21

Height: 174 cm Weight: don't ask
Gender: Female

Eg es: Yellow flecked with green

Hair: Long, shade of white

Homestate: To be announced

Skin: Blueish arey

Y T S S T Yy PiCture T TV W W S
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	CharmUseE 1: 
	1: Yes

	CharmNameE 1: 
	1: AIM-CALIBRATING SENSORS +submod IFR

	CharmCostE 1: 
	1: 3m, 6m [1m]

	CharmDurationE 1: 
	1: Instant

	CharmTypeE 1: 
	1: Supplemental

	CharmsKeywordsE 1: 
	1: Combo-OK

	CharmEffectE 1: 
	1: compensates for all external or internal (except multi action) penalties to the enhanced attack. Can compensate both internal and external penalties for a cost of six motes

	CharmSubE 1: 
	1: 

	CharmUseE 2: 
	1: Yes

	CharmNameE 2: 
	1: RECURSIVE FRACTAL TARGETING CALCULATIONS

	CharmCostE 2: 
	1: 7m, 1wp [1m]

	CharmDurationE 2: 
	1: Instant

	CharmTypeE 2: 
	1: Extra Action

	CharmsKeywordsE 2: 
	1: Combo-OK

	CharmEffectE 2: 
	1: Flurry at the  full dice pool. Number of attacks  equal to lower of Dexterity or Wits, ignoring Rate. All on 1 target. If attack fails to strike cumulatively adds 1 die to  next attack in flurry. Successfully hitting the target resets this bonus to zero

	CharmSubE 2: 
	1: 

	CharmUseE 3: 
	1: Yes

	CharmNameE 3: 
	1: TRANSMODAL RAPID TARGETING SYSTEM

	CharmCostE 3: 
	1: 3m/target [1m]

	CharmDurationE 3: 
	1: Instant

	CharmTypeE 3: 
	1: Extra Action

	CharmsKeywordsE 3: 
	1: Combo-OK, Obvious

	CharmEffectE 3: 
	1: Flurry on many targets. Up to (Essence + 1) attacks. Every attack that does damage  reimburses two motes of its cost through sympathetic Essence resonance.

	CharmSubE 3: 
	1: 

	CharmUseE 4: 
	1: Yes

	CharmNameE 4: 
	1: FOURTH DEXTERITY AUGMENTATION *3

	CharmCostE 4: 
	1: [1m, first only]

	CharmDurationE 4: 
	1: Permanent

	CharmTypeE 4: 
	1: Permanent

	CharmsKeywordsE 4: 
	1: Obvious, Stackable

	CharmEffectE 4: 
	1: Raises max and current dexterity attribute

	CharmSubE 4: 
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	1: Yes

	CharmNameE 5: 
	1: FOURTH WITS AUGMENTATION *3

	CharmCostE 5: 
	1: [1m, first only]

	CharmDurationE 5: 
	1: Permanent

	CharmTypeE 5: 
	1: Permanent

	CharmsKeywordsE 5: 
	1: Obvious, Stackable

	CharmEffectE 5: 
	1: Raises max and current wits attribute

	CharmSubE 5: 
	1: 

	CharmUseE 6: 
	1: Off

	CharmNameE 6: 
	1: FIFTH DEXTERITY AUGMENTATION 

	CharmCostE 6: 
	1: 3m [1m]

	CharmDurationE 6: 
	1: One scene

	CharmTypeE 6: 
	1: Simple (Speed 5)

	CharmsKeywordsE 6: 
	1: Obvious, Stackable

	CharmEffectE 6: 
	1: Temp raises Dex by 1 dot. counts as a bonus die from Charms and can’t exceed the limits for such. Carries 1 Will surcharge the first time it is activated in a scene. Further activations waive this cost
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	1: 

	CharmUseE 7: 
	1: Yes

	CharmNameE 7: 
	1: SIXTH (DEXTERITY) AUGMENTATION (dodge) + SCU*3

	CharmCostE 7: 
	1: — [1m]

	CharmDurationE 7: 
	1: Permanent

	CharmTypeE 7: 
	1: Permanent

	CharmsKeywordsE 7: 
	1: Internal

	CharmEffectE 7: 
	1: Any Dex+dodge rolls have dodge 5, also gets 3 dodge specialities.
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	1: 

	CharmUseE 8: 
	1: Yes

	CharmNameE 8: 
	1: SIXTH (DEXTERITY) AUGMENTATION (archery) + SCU*3

	CharmCostE 8: 
	1: — [1m]

	CharmDurationE 8: 
	1: Permanent

	CharmTypeE 8: 
	1: Permanent

	CharmsKeywordsE 8: 
	1: Internal

	CharmEffectE 8: 
	1: Any Dex+archery rolls have archery 5, also gets 3 archery specialities.

	CharmSubE 8: 
	1: 

	CharmUseE 9: 
	1: Yes

	CharmNameE 9: 
	1: MANIFOLD TRANSHUMAN IMPLANTS

	CharmCostE 9: 
	1: — [1m]

	CharmDurationE 9: 
	1: Permanent

	CharmTypeE 9: 
	1: Permanent

	CharmsKeywordsE 9: 
	1: Obvious, Stackable

	CharmEffectE 9: 
	1: I has WINGS! (fly x2 norm running speed, up at normal, dive at x10) and Wolf’s Pace (+2 Dex for combat movement, +2Str for jumping dist), Night Vision

	CharmSubE 9: 
	1: 

	CharmUseE 10: 
	1: Yes

	CharmNameE 10: 
	1: TECHNOMORPHIC INTEGRATION ENGINE +PTA + IAU

	CharmCostE 10: 
	1: 1m or Varies [1m]

	CharmDurationE 10: 
	1: Indefinite

	CharmTypeE 10: 
	1: Simple (Speed 4)

	CharmsKeywordsE 10: 
	1: Combo-OK, Obvious, Stackable, Touch

	CharmEffectE 10: 
	1: 1 mote, can internalize artifact he owns and is touching. Commited. End commit art comes out. Or pay commit cost and art comes out attuned. Can put in non magic objects. Artif armor attuned comes out on body.

	CharmSubE 10: 
	1: 

	CharmUseE 11: 
	1: Yes

	CharmNameE 11: 
	1: TRANSCENDENT MULTIMODAL ARTIFACT MATRIX

	CharmCostE 11: 
	1: Varies [1m]

	CharmDurationE 11: 
	1: Indefinite

	CharmTypeE 11: 
	1: Simple

	CharmsKeywordsE 11: 
	1: Combo-OK, Obvious

	CharmEffectE 11: 
	1: Has following templates installed. 
Essence Pulse Cannon, Siege Devastator, Grand Daiclave

	CharmSubE 11: 
	1: 

	CharmUseE 12: 
	1: Yes

	CharmNameE 12: 
	1: ANTICIPATORY SIMULATION PROCESSOR

	CharmCostE 12: 
	1: 1m–3m [1m]

	CharmDurationE 12: 
	1: Instant

	CharmTypeE 12: 
	1: Reflexive (Step 2)

	CharmsKeywordsE 12: 
	1: Combo-OK, Internal

	CharmEffectE 12: 
	1: Makes unexpected phys attack expected. For seen attacks negates all onslaught or coordinated attack penalties associated with attack. 1m for mortals, 2m normal, 3m outside fate or autoch design.

	CharmSubE 12: 
	1: 

	CharmUseE 13: 
	1: Yes

	CharmNameE 13: 
	1: ACCELERATED RESPONSE SYSTEM (parry config)

	CharmCostE 13: 
	1: 2m [1m]

	CharmDurationE 13: 
	1: Instant

	CharmTypeE 13: 
	1: Reflexive (Step 2)

	CharmsKeywordsE 13: 
	1: Combo-OK, Internal

	CharmEffectE 13: 
	1: eliminate penalty values against the character’s
Parry DV equal to the character’s (Dexterity

	CharmSubE 13: 
	1: 

	CharmUseE 14: 
	1: Yes

	CharmNameE 14: 
	1: IMPENETRABLE REPULSOR FIELD + OM

	CharmCostE 14: 
	1: 6m [1m]

	CharmDurationE 14: 
	1: Instant

	CharmTypeE 14: 
	1: Reflexive (Step 2)

	CharmsKeywordsE 14: 
	1: Combo-OK, Obvious

	CharmEffectE 14: 
	1: perfect parry against any attack or environmental effect Alchem is aware of, even those that are unblockable or all-encompassing (TEMPERANCE FLAW). +3m makes duration 1 action. upper body erupts in lightning.

	CharmSubE 14: 
	1: 

	CharmUseE 15: 
	1: Yes

	CharmNameE 15: 
	1: INTEGRATED ARTIFACT TRANSMOGRIFIER + EMB +LSM

	CharmCostE 15: 
	1: 5m [1m]

	CharmDurationE 15: 
	1: Indefinite

	CharmTypeE 15: 
	1: Simple (Speed 3)

	CharmsKeywordsE 15: 
	1: Combo-OK, Internal

	CharmEffectE 15: 
	1: Can hide obvious charms. Turn appearance into human. Can pose as Essence 1 mortal. If an opposing Charm seeks to penetrate an active Essence cloak, add the Exalt’s Appearance rating as bonus dice to the roll-off. LSM za free

	CharmSubE 15: 
	1: 

	CharmUseE 16: 
	1: Yes

	CharmNameE 16: 
	1: TRANS-CHOSEN EMULATOR + MC

	CharmCostE 16: 
	1: —

	CharmDurationE 16: 
	1: Permanent

	CharmTypeE 16: 
	1: Permanent

	CharmsKeywordsE 16: 
	1: Internal, Obvious, Shaping

	CharmEffectE 16: 
	1: While using the Integrated Artifact Transmogrifier, the Champion can
reflexively alter her anima banner to resemble any other specific caste or aspect of Exalt she has personally witnessed. Exalt may choose how his iconic anima manifests

	CharmSubE 16: 
	1: 

	CharmUseE 17: 
	1: Yes

	CharmNameE 17: 
	1: FOURTH CHARISMA AUGMENTATION 

	CharmCostE 17: 
	1: [1m, first only]

	CharmDurationE 17: 
	1: Permanent

	CharmTypeE 17: 
	1: Permanent

	CharmsKeywordsE 17: 
	1: Obvious, Stackable

	CharmEffectE 17: 
	1: Raises max and current charisma attribute

	CharmSubE 17: 
	1: 

	CharmUseE 18: 
	1: Yes

	CharmNameE 18: 
	1: PROGRAMMED CATECHISM REBUTTAL

	CharmCostE 18: 
	1: 4m or 6m [1m]

	CharmDurationE 18: 
	1: Instant

	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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