] « White Flame Dancing on the Graves of his Enemies
Title: .

Concept:Eml}itterecl warrioy IZI

Player: Caste:Dusk !EI Merk
Attributes —— _
Strength *@® ® ® O O Charisma +@@@0O0 Perception_“@ @®@®@0O0
Dexteritg EOXOXOXOXO! Manipulation s@O0O000 Intelligence ENOJOXOXOXO)
Stamina SOXOXOXOXe) Appearance @@ ® OO Wits SHOXOXOXOX@)
Abilities - -
Dusk Midnight Daybreak
Archerg 00000 Integritg—s*O (ONONCHNO) D Craft- X O000O0
M Martial Arts @ @® OO0 [ Performance, 00000 O Investigation 00000
MW Melee *@@®@®@®@® [ Presence *@@®@®O00 [ Loe ~“@@®@®0O0
Thrown, 00000 E Resistance_______ 5% (ONONOXOXO) D Medicine________ 5 O000O0
War, S Q@@®@@®@® [ Suvival = @O0000 OOt H@@@®0O0
Day Moonshadow Other
M Athletics T Q@@@0 [] Bureaucracy 00000 O 00000
M Awareness “@@®@®00 [ Linguistics “®@0000 O 00000
M Dodge “@@@®@®@® [] Ride “@0000 O 00000
O Larceny 00000 O sai 00000 O 00000
O Stealth £ OO0 000 [ Socialize “@0000 O 00000
Essence = - -
Cause the anim a{/éé?oiv}%lr&}yi{{e(:ts Waite Anima Banner Levels
o STeuh o eed by for o scere (1 mote) @ ©@ ®@ ®@ O 1- 3 motes: Prominent caste mark
infused creatures and objects within Perception + Awareness to notice
Fiﬁﬁgfiafui%og”fe%;' gfriiage froma 4 _7 motes: Bleecling caste mark
gr?ﬁplizvgzin:xn:;);e:s z i‘esag;i'ﬁ;e's + Stealth at -2e difficulty
AL(er)g o% :Dreelld.( -1te><t. pe7nalt)tl to all ?’:{ttacks Personal: c21/ Celculate 8 —10 motes: Dark aura
against player (5 wp to ignore). . :
Difficulty to coordinate attacks against Stealth impossible
o DV againat a atacks Peripheral: 49, 11 - 15 motes: Bonfire dark aura
Immunity to fear-based emotion effects. 18 att

) Anima power auto-activation
Mass combat units forced to check for rout

due to player's actions suffer -2 ext. penalty.
(5 motes) Works automatic after spending 11
motes peripheral essence.

16+:Iconic cold 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

Ghostly cloak woven of
smoke and souls

Aclvancecl =

Specialties

Health Levels

~0iBruised ] W] [BN] (O] (O] (O] [ [ ] (] ] @@®@®Daiklaves (Melee) OO0
~1i Hurt OOO0000 mmmmm ® @00 actcs (War) 000
(] C (0] ] [ ) [ (] [ [ 000 000
~2i Wounded [0 (] [ ][] [N] (o () (O] [N} 000 000
(] o] [ [ ] [ (] [ [ 000 000
~4i Cripplecl | 000 000
Incapacitated O
Healing Times, for each health level 000 000
Eashing: 3 gurs per lev(e)l on Ly o000 o000
ethal and ravated: -0: ours, -1: ays,
-2: 4 days, 4 ind 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)

—#


strength

archery

essence

essence

essence

essence

essence

strength

strength

strength

strength

archery

archery

archery

archery

dexterity

dexterity

dexterity

dexterity

dexterity

stamina

stamina

stamina

stamina

stamina

charisma

charisma

charisma

charisma

charisma

manipulation

manipulation

manipulation

manipulation

manipulation

appearance

appearance

appearance

appearance

appearance

perception

perception

perception

perception

perception

intelligence

intelligence

intelligence

intelligence

intelligence

wits

wits

wits

wits

wits

martial arts

martial arts

martial arts

martial arts

martial arts

melee

melee

melee

melee

melee

thrown

thrown

thrown

thrown

thrown

war

war

war

war

war

athletics

athletics

athletics

athletics

athletics

awareness

awareness

awareness

awareness

awareness

dodge

dodge

dodge

dodge

dodge

larceny

larceny

larceny

larceny

larceny

stealth

stealth

stealth

stealth

stealth

integrity

integrity

integrity

integrity

integrity

craft

craft

craft

craft

craft

investigation

investigation

investigation

investigation

investigation

lore

lore

lore

lore

lore

medicine

medicine

medicine

medicine

medicine

occult

occult

occult

occult

occult

other 1

other 1

other 1

other 1

other 1

other 2

other 2

other 2

other 2

other 2

other 3

other 3

other 3

other 3

other 3

other 4

other 4

other 4

other 4

other 4

other 5

other 5

other 5

other 5

other 5

performance

performance

performance

performance

performance

presence

presence

presence

presence

presence

resistance

resistance

resistance

resistance

resistance

survival

survival

survival

survival

survival

socialize

socialize

socialize

socialize

socialize

bureaucracy

bureaucracy

bureaucracy

bureaucracy

bureaucracy

linguistics

linguistics

linguistics

linguistics

linguistics

ride

ride

ride

ride

ride

sail

sail

sail

sail

sail


il Social Traits

Dodge MDV:9 Join Combat:7

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

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

Social Attacks

Ability Speed Acc(Cha/Man) PMDV(Cha/Man) Rate Notes Coleulate
Investigation 5 3/1 2. /1. 2
Performance 6 3/1 2./1. 1 Attacks a whole area
Presence 4 6/4 3/2 2
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
@ O O O O ’ @ o O O ® Build or maintain positive Intimacies with the living or D D D D D 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 ° Usiug Flawed Virtue (onlg 1 point)
® Disobeying the Neverborn o Reverence to a divine power other than the Neverborn
g 8 8 8 8 E 8 8 8 8 o Protecting a living being from harm or Oblivion
o Resist unnatural mental influence ( only 1 point per scene) Fl awecl Virtue:Comp assion B
Intimacies

Mask of Winters (pogarda)

Lover i jej stugi (niechecC) Jol ( )
Dante (irytacja) Ohann\szacune

Kapelusznik (niechec) Serena(respekt)

Gwiazclka(sq mpatia)

Motivation

Win a war that shall end the Age. Break the chains that bind him.

- — %




SOdk ancl De{ense

Calculate
Bashing Soak:19 Lethal Soak:15 Aggravated Soak:14
Stamina + Armor (B) Stamina / 2 + Armor (L) Armor (L)
Calculate
Dodge DV.9+1 Join Combat: 7 Move /Dash:3/ 9
(Dex. + Dodge + Essence + spe.) / 2 Wits + Awareness Dex. - armor mobility (+ 6)
Weapons —
Weapon Speed Acc Damage PDV Rate Range Tags Notes Coleulate
base 10 3/1 o)
l)onus +921 (col rn 2 soak
Soulsteel Grand Daiklave 5 +4(+7) +11L./4 +0(+2) 1 0 QOR [rns Essencehmoteswhen it east Ll evelof damage
knife 4 +2 +1L. +0 3 0 T
warstridey base 10 12/1 5
Warstrider Soulsteel Goremaul | 5 +3 20L/4 +0 2 0 (O |rais (Essence) motes when ifitsat east healt eve of damage
Clinch 6 |7(+0)|4B (+0B) | 2 (+0) 1 - IC,N,P
Kick 5 7(+0) | 7B (+3B) | 1 (-2) 2 = N
Punch 5 8 (+1) | 4B (+0B) | 3 (+2) 3 - N
Aymor =
Armor Type Soak(L/B)  Hardness Fatigue Mobility Notes
Articulated Soulsteel Plate| Heavy +141L/16B 9L/9B 1 -2
Soulsteel Royal Warstrider Warstrider| 26L/26B 13L/13B 2 -2
14 16 -2
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.

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

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

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

Melee

Melee

Melee

Melee

Melee

Melee

Melee

Melee

Melee

Melee

Melee

IRRERRERERRRRE

Melee

el [=] [£

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 (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

&



Languages

OClawspeak OOHigh Realm [OSeatongue
OFlametongue OLow Realm [® Skytongue
OForest-tongue [JOId Realm O
OGuild Cant ERiverspeak O
Charms
Charm Cost Duration Type Keywords Fifect
[First Excellency [1m/die] | Melee, War, Integrity, MA,
| | | | Athletics, Awareness, Dodge
2m/
Second Excellency m/succ Res|stan ce
I P .l. o
| nfinite (Ability) mastery | | | Sllllpl e Melee
[Five Shadow Feint [2m/DV[ Instant [ Supplemental | COmbo-O |drops target's DV by 1 per 2
K motes spent
[Unfurling Iron Lotus (wersjaz IM) | 3m | Instant [ smesmesovs Comb(_)'OK' Sl il ammtsabn Dy
Obvious
7 _ i i 5m 1 7 Combo-0OK,
[Time-Scything Technique [5m 1wp | Instant | Extra Action oo Dex +1 attacks
linjury-Absorbing Discipline | 10m [ Instant | Supplemental | Combo-O [greatly increases heal rate or helps
K with other forms of healing
|Spirit-hardened frame |_2m | Instant [Reflexive(step7)| COMBDO-O |adds (Essence + Resistance) to bashing and
K lethal soak against a single attack
|Wounds Mean Nothing (Conviction) | 8m | Instant [Reflexive(step7)| ©OMBO-OK, Iperfectly defends against all
Obvious |damage from one source
[Morale Shattering Method [ 7m awp | Instant | smeeeeazoios |COMDO-OK,
Social, War
|Al‘ise and Slauqhter | 10m 1ahl | One Scene | Simple (speed 5 long ticks) Lomb(_)'OKy
Obvious
|Flitting Shadow Form | 1m [ Instant [Reflexive(step2)| COMbO-O [ignore all penalties to dodge
K DV for this attack
[Flickering Wisp Technique (Valor) | 8m | Instant [Reflexive(step2)| ©COMPO-OK, Iperfect dodge, reform in (
Obvious Essence) yards from attack
[Void Stares Back [ 3m [indefinite[ Simple C%TQ)DQ-OK, perfect sight in darkness
vious
|Ox-Body technique (x3) | - [ pemanent | Permanent | Stackable 2X(-1,-1), (_1’ _2’ _2)
[Raiton's Nimble Perch | 3m [ onescene [ Reflexive | COMDO-O [tz einm e ooy onom e tetasstongars v oo
K Eu?w\;?(:)seﬁ'ax::isg(h; ‘whzemn’::?glﬁtrr:;;‘r;g what movement and Athletics actions he can take and
|Uncanny Impulse Evasion | 1m | Instant | refexve(siep) | COMBDO-O [ adasmmtsoraniso Oblivion
K
|Undying Stagnation Defence [5m, 1wp| One Day [Reflexive(step2)| COMBDO-O |Protects from any Shaping effect that
K directly alters mind, body, spirit or traits
|Scathing Cynic Attitude [ 3m_ | Instant |Reflexive(step2)] COMb0o-O
K
: = an Abyssal with this Charm may pay fevels of
[Blood Before Surrender [ v wp | | Reflexive SOC|al lethal damage as if they were Willpower to
[Heart of Darkness [ 6m [ oe scene [Reflexive(step2)| comoox,  |AAAS Whispers to DM
Stackable, Social
. Avatar(1), Pertect mental detence. In case o1 direct
|Lesser Horrors Scorned [ 5m insinistom)[Reflexive(step2)| Zoroo Ok |avmck coues Eeconea)? eorants

backlash-in-attacker

[Hardened Killer Training Style

ﬁb\vlinuc’ Social

|[Faithful Killer's Reprieve | | | st

Underworld Executioner Stance ~ Permanent| Permanent Upgrades stunts when acting to kill/destroy,/cause mayhem. Negates
Resonance gain from fighting servants of Neverborn

[Walking Cadaver Grotesquerie | Im+ | Instant | Reflexive(Step?) | Combo~Ok [removes I die of post-soak damage

permotespentlminilidie)
7 e 7

Wound-Eating Invulnerability Om Ttick | Reflexive(Step7) Combo-Olk [lguers mintemurn gl ldhe(lragganatzd) Ominarsse
can stop damage from going past Incapacitated level.

Fternal Enmity Approach ~ Permanent| Peymanent Reinorces an intimacy of hatred towards
organization, iclea, widespyead social group ( ? )

|Sun1i,6.11t Bleeding Awau | ~ |Permaueut | Peymanent Overdrive

%



Charm

Cost

— Charms

Duration Type

Keywords

Effect

Savage Shade Style

11‘1‘1

Instant

Supplemental

Combo-Ok

|

|




— — > T -
C].'la.rll‘ls = — e
Charm Cost Duration T Keywords Fifect
ype Y
| | | |
| | | |
| | | |
| | | |
| | | |
| | | |
| | | |
| | | |
| | | |
| | | |
| | | |
| | | |
| | | |
| | | |
| | | |
| | | |
| | | |
| | | |
| | | |
| | | |
| | | |
| | | |
| | | |
[Measure The Wind | m@ny [ Instant | Reflexive | Combo-O T oA e o s B e e,
K spirit, ghost etc)
|Essence Bite I 3m (any) I One Scene I Simple (speed 5) CombO'O Adds Ai's (valor + essence) roll in L damage to MA attacks
K
|Camouf|aqe IlOm (A)I One Scene I Simple (speed 6) Combo-0O [Al's (Wits+iemperance) roll added
K to successes of any stealth attempt
|Donninq Spiritual Armor | 5m (A) | One Scene | Simple (speed 6) Combo-O Increases warstrider's L/B soak by Ai's (Temperance +
K Essence) and protects from environmental damage
|Uncannv Prowess I 2m (A, R) I Special I Reflexive Combo-O Adds Al's valor in dice to one dex-based roll. In case of
K extended action, adds bonus to all rolls of that action
|Spirit Cutting | 1m @) | Instant | Supplemental | COMDO-O [empowers a single warstrider attack
K to hit an unmanifested spirit
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Sorcery

Effect

Target

Duration

Type

Cost
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Aurtifacts & Panoply

Rating Name Description

®®®00 crand souisieel aidave I8, +2 accuracy, drains (4) essence on hit

@@@OO0 |Soulsteel Articulated Plate 6m’ +2 to L/B Soak’ +1 to L/B hardness

®@000smsen ez _IA) - +3DDV, -2 enemy's L/B Soak

ovees o s wasiel 1 5, +2 t0 L/B Soak, +1 to L/B hardness

@@OOO|WarstriderSoulsteelGoremaul 12m, +2 accuracy’ dralns (4) essence On hlt

eeeeewasiider Fign sysem M) flight at 5x base warstrider speed, (150mph)
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S — Backgrounds D —
Resources E @@ @ O O O Enemg E @ @ @ @ @ O

Currently in a portable form | Mask of Winters

Whispers E @@@00 0O Followers E @0@@@0O00 0O
(not to be trusted) in Gethamane's military
Resources E OOOOO O Resources E OOOOO O
Resources E OOOOO O Resources E OOOOO O
Resources E OOOOO O Resources E OOOOO O
Resources E OOOOO O Resources E OOOOO O
Resources E OOOOO O Resources E OOOOO O
Resources E O000O0O O  Resources E Q0000 O
Resources E OOOOO O Resources E OOOOO 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

Willpowerzo 0O Notes: e OOOOOOOOO



Rating Name

Manse ¢5° Hearthstones _ — _
Description
@@®@®O|Ice Gem [Abyssal] e e b et e e e et T et e e e el oo st (DR o8 h .

@OOOO|JeweI of the Flying Heart [Air]

This blood-red, triangular stone increases the bearer's Dodge DV by one. (This bonus applies to the final value, not the pool used to calculate it

.) Setting this hearthstone in an edged weapon also grants a +1 bonus to all Melee attacks the bearer makes with that weapon.
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Possessions

food supplies, spare clothing, Creation
Survival Kit(TM), several daggers, flask
of good wine

Experience

Total:250

Total spent:250+40debt

Spent on:

integrity (1->3) - Ixp,3xp

awareness (2->3) - 3xp

4 charms - 32xp

[Uncanny Impulse Evasion - 8xp

Hidden Manse (1dot) - 3xp

Essence (3->4) - 24xp, Wits (3->4) - 12xp

Royal Warstrider - 13xp, Al - Dxp, flying - 19xp, warstrider goremaul - Gxp

excellency retcon - +24xp, undying stagnation defence, scathing cynic attitude - 18xp, integrity (3->4) - Dxp,
Blood Before Surrender -8 xp

Oxp, MA (2) - 3 xp, Occult(l) - 3xp, Faithful Killer's Reprieve - 8xp, Lore (I->3) - 6xp, Integrity(4->5) - Txp
Underworld Executioner Stance - 8xp, Occult(1->3) - 6xp, Walking Cadaver Grotesquerie - 8xp

Whispers(3), Heart of Darkness, Lesser Horrors Scorned - 16xp, Hardened Killer training Style - 8xp, followers -

'Wound-Eating Invulnerability, Infinite Melee Mastery, Fternal

Enmity Approach, Sunlight Bleeding Away, Savage Shade Style
(40xp clel)t)

enemy 5(Mask of Winters) - +15xp

Description
Age,actual:30 at exaltation Age, apparent:35
Height:190 cm Weight: 100 kg
Gender:male

Dark Master:Mask of Winters (now rogue)

Eges:dark

Hair:dark, short

Homeland:N€XUS

Skin:pale_gray

T — Picture T ——

T — I_Iistorg I ——
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	Name: White Flame Dancing on the Graves of his Enemies
	Concept: [Embittered warrior]
	Player: 
	Caste: [Dusk]
	btnCaste: 
	strengthE: 
	strength 1: Yes
	strength 2: Yes
	strength 3: Yes
	strength 4: Off
	strength 5: Off
	charismaE: 
	charisma 1: Yes
	charisma 2: Yes
	charisma 3: Yes
	charisma 4: Off
	charisma 5: Off
	perceptionE: 
	perception 1: Yes
	perception 2: Yes
	perception 3: Yes
	perception 4: Off
	perception 5: Off
	dexterityE: 
	dexterity 1: Yes
	dexterity 2: Yes
	dexterity 3: Yes
	dexterity 4: Yes
	dexterity 5: Yes
	manipulationE: 
	manipulation 1: Yes
	manipulation 2: Off
	manipulation 3: Off
	manipulation 4: Off
	manipulation 5: Off
	intelligenceE: 
	intelligence 1: Yes
	intelligence 2: Yes
	intelligence 3: Yes
	intelligence 4: Off
	intelligence 5: Off
	staminaE: 
	stamina 1: Yes
	stamina 2: Yes
	stamina 3: Yes
	stamina 4: Off
	stamina 5: Off
	appearanceE: 
	appearance 1: Yes
	appearance 2: Yes
	appearance 3: Yes
	appearance 4: Off
	appearance 5: Off
	witsE: 
	wits 1: Yes
	wits 2: Yes
	wits 3: Yes
	wits 4: Yes
	wits 5: Off
	archery favored: Yes
	archeryE: 
	archery 1: Off
	archery 2: Off
	archery 3: Off
	archery 4: Off
	archery 5: Off
	integrity favored: Yes
	integrityE: 
	integrity 1: Yes
	integrity 2: Yes
	integrity 3: Yes
	integrity 4: Yes
	integrity 5: Yes
	craft favored: Off
	Craft Type: []
	martial arts 3: Off
	martial arts 4: Off
	martial arts 5: Off
	performance favored: Off
	melee 1: Yes
	performanceE: 
	performance 1: Off
	performance 2: Off
	performance 3: Off
	performance 4: Off
	performance 5: Off
	investigation favored: Off
	craftE: 
	craft 1: Off
	craft 2: Off
	craft 3: Off
	craft 4: Off
	craft 5: Off
	martial arts favored: Yes
	martial artsE: 
	martial arts 1: Yes
	martial arts 2: Yes
	investigationE: 
	investigation 1: Off
	investigation 2: Off
	investigation 3: Off
	investigation 4: Off
	investigation 5: Off
	melee favored: Yes
	meleeE: 
	melee 2: Yes
	melee 3: Yes
	melee 4: Yes
	melee 5: Yes
	presence favored: Off
	presenceE: 
	presence 1: Yes
	presence 2: Yes
	presence 3: Yes
	presence 4: Off
	presence 5: Off
	lore favored: Off
	lore 1: Yes
	lore 2: Yes
	lore 3: Yes
	lore 4: Off
	lore 5: Off
	thrown favored: Yes
	thrownE: 
	thrown 1: Off
	thrown 2: Off
	thrown 3: Off
	thrown 4: Off
	thrown 5: Off
	resistance 2: Yes
	loreE: 
	resistance favored: Yes
	resistanceE: 
	resistance 1: Yes
	resistance 3: Yes
	resistance 4: Yes
	resistance 5: Yes
	medicine favored: Off
	medicineE: 
	medicine 1: Off
	medicine 2: Off
	medicine 3: Off
	medicine 4: Off
	medicine 5: Off
	war favored: Yes
	warE: 
	war 1: Yes
	war 2: Yes
	war 3: Yes
	war 4: Yes
	war 5: Yes
	survival favored: Off
	survivalE: 
	survival 1: Yes
	survival 2: Off
	survival 3: Off
	survival 4: Off
	survival 5: Off
	occult favored: Off
	occultE: 
	occult 1: Yes
	occult 2: Yes
	occult 3: Yes
	occult 4: Off
	occult 5: Off
	athletics favored: Yes
	athleticsE: 
	athletics 1: Yes
	athletics 2: Yes
	athletics 3: Yes
	athletics 4: Yes
	athletics 5: Off
	bureaucracy favored: Off
	other 1 3: Off
	other 1 4: Off
	awareness favored: Yes
	awarenessE: 
	awareness 1: Yes
	awareness 2: Yes
	awareness 3: Yes
	awareness 4: Off
	awareness 5: Off
	linguistics favored: Off
	bureaucracyE: 
	bureaucracy 1: Off
	bureaucracy 2: Off
	bureaucracy 3: Off
	bureaucracy 4: Off
	bureaucracy 5: Off
	other favored 1: Off
	Other 1: 
	other 1 1: Off
	other 1 2: Off
	linguistics 2: Off
	other 1E: 
	other 1 5: Off
	linguisticsE: 
	linguistics 1: Yes
	linguistics 3: Off
	linguistics 4: Off
	linguistics 5: Off
	other favored 2: Off
	Other 2: 
	other 2E: 
	other 2 1: Off
	other 2 2: Off
	other 2 3: Off
	other 2 4: Off
	other 2 5: Off
	dodge favored: Yes
	dodgeE: 
	dodge 1: Yes
	dodge 2: Yes
	dodge 3: Yes
	dodge 4: Yes
	dodge 5: Yes
	ride favored: Off
	rideE: 
	ride 1: Yes
	ride 2: Off
	ride 3: Off
	ride 4: Off
	ride 5: Off
	other favored 3: Off
	Other 3: 
	other 3E: 
	other 3 1: Off
	other 3 2: Off
	other 3 3: Off
	other 3 4: Off
	other 3 5: Off
	larceny favored: Off
	larceny 5: Off
	sail favored: Off
	other 4E: 
	other 4 1: Off
	other 4 2: Off
	other 4 3: Off
	other 4 4: Off
	other 4 5: Off
	stealthE: 
	stealth 1: Off
	stealth 2: Off
	stealth 3: Off
	stealth 4: Off
	stealth 5: Off
	socialize favored: Off
	sailE: 
	sail 1: Off
	sail 2: Off
	sail 3: Off
	sail 4: Off
	sail 5: Off
	other favored 4: Off
	Other 4: 
	stealth favored: Off
	larcenyE: 
	larceny 1: Off
	larceny 2: Off
	larceny 3: Off
	larceny 4: Off
	socializeE: 
	socialize 1: Yes
	socialize 2: Off
	socialize 3: Off
	socialize 4: Off
	socialize 5: Off
	other favored 5: Off
	Other 5: 
	other 5E: 
	other 5 1: Off
	other 5 2: Off
	other 5 3: Off
	other 5 4: Off
	other 5 5: Off
	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).

Aura of Dread. -1 ext. penalty to all attacks 

   against player (5 wp to ignore).

   Difficulty to coordinate attacks against 

   player increases by 2.

   + 2 to DV against all attacks.

   Immunity to fear-based emotion effects.

   Mass combat units forced to check for rout

   due to player's actions suffer -2 ext. penalty.

   (5 motes) Works automatic after spending 11

   motes peripheral essence.
	btnAnima: 
	essenceE: 
	essence 1: Yes
	essence 2: Yes
	essence 3: Yes
	essence 4: Yes
	essence 5: Off
	Essence Personally In all: 21
	Essence Personally For use: 
	btnEssence: 
	Essence Peripherally In all: 49
	Essence Peripherally For use: 18 att
	Anima Banner: Ghostly cloak woven of smoke and souls


	bruised 1: Off
	bruised 2: Yes
	bruised 3: Yes
	bruised 4: Yes
	bruised 5: Yes
	bruised 6: Yes
	bruised 7: Yes
	bruised 8: Yes
	bruised 9: Yes
	bruised 10: Yes
	bruised 11: Yes
	specialty 1 1: Yes
	specialty 1 2: Yes
	specialty 1 3: Yes
	Specialty 1: Daiklaves (Melee)
	specialty 13 1: Off
	specialty 13 2: Off
	specialty 13 3: Off
	Specialty 13: 
	hurt 1: Off
	hurt 2: Off
	hurt 3: Off
	hurt 4: Off
	hurt 5: Off
	hurt 11: Yes
	hurt 12: Yes
	hurt 13: Yes
	hurt 14: Yes
	hurt 15: Yes
	hurt 21: Yes
	specialty 2 1: Yes
	specialty 2 2: Off
	specialty 2 3: Off
	Specialty 2: Tactics (War)
	specialty 14 1: Off
	specialty 14 2: Off
	specialty 14 3: Off
	Specialty 14: 
	hurt 6: Off
	hurt 7: Off
	hurt 8: Yes
	hurt 9: Yes
	hurt 10: Yes
	hurt 16: Yes
	hurt 17: Yes
	hurt 18: Yes
	hurt 19: Yes
	hurt 20: Yes
	hurt 22: Yes
	specialty 3 1: Off
	specialty 3 2: Off
	specialty 3 3: Off
	Specialty 3: 
	specialty 15 1: Off
	specialty 15 2: Off
	specialty 15 3: Off
	Specialty 15: 
	wounded 1: Off
	wounded 2: Off
	wounded 3: Off
	wounded 4: Off
	wounded 5: Yes
	wounded 11: Yes
	wounded 12: Yes
	wounded 13: Yes
	wounded 14: Yes
	wounded 15: Yes
	wounded 21: Yes
	specialty 4 1: Off
	specialty 4 2: Off
	specialty 4 3: Off
	Specialty 4: 
	specialty 16 1: Off
	specialty 16 2: Off
	specialty 16 3: Off
	Specialty 16: 
	wounded 6: Yes
	wounded 7: Yes
	wounded 8: Yes
	wounded 9: Yes
	wounded 10: Yes
	wounded 16: Yes
	wounded 17: Yes
	wounded 18: Yes
	wounded 19: Yes
	wounded 20: Yes
	wounded 22: Yes
	specialty 5 1: Off
	specialty 5 2: Off
	specialty 5 3: Off
	Specialty 5: 
	specialty 17 1: Off
	specialty 17 2: Off
	specialty 17 3: Off
	Specialty 17: 
	crippled 1: Off
	incapacitated 1: Off
	incapacitated levels: 
	specialty 6 1: Off
	specialty 6 2: Off
	specialty 6 3: Off
	Specialty 6: 
	specialty 18 1: Off
	specialty 18 2: Off
	specialty 18 3: Off
	Specialty 18: 
	dying 1: Off
	dying 2: Off
	dying 3: Off
	dying 4: Yes
	dying 5: Yes
	dying 6: Yes
	dying 7: Yes
	dying 8: Yes
	dying 9: Yes
	dying 10: Yes
	specialty 7 1: Off
	specialty 7 2: Off
	specialty 7 3: Off
	Specialty 7: 
	specialty 19 1: Off
	specialty 19 2: Off
	specialty 19 3: Off
	Specialty 19: 
	specialty 8 1: Off
	specialty 8 2: Off
	specialty 8 3: Off
	Specialty 8: 
	specialty 20 1: Off
	specialty 20 2: Off
	specialty 20 3: Off
	Specialty 20: 
	specialty 9 1: Off
	specialty 9 2: Off
	specialty 9 3: Off
	Specialty 9: 
	specialty 21 1: Off
	specialty 21 2: Off
	specialty 21 3: Off
	Specialty 21: 
	specialty 10 1: Off
	specialty 10 2: Off
	specialty 10 3: Off
	Specialty 10: 
	specialty 22 1: Off
	specialty 22 2: Off
	specialty 22 3: Off
	Specialty 22: 
	specialty 11 1: Off
	specialty 11 2: Off
	specialty 11 3: Off
	Specialty 11: 
	specialty 23 1: Off
	specialty 23 2: Off
	specialty 23 3: Off
	Specialty 23: 
	specialty 12 1: Off
	specialty 12 2: Off
	specialty 12 3: Off
	Specialty 12: 
	specialty 24 1: Off
	specialty 24 2: Off
	specialty 24 3: Off
	Specialty 24: 
	Page NumberE 1: 1
	btnHiddenE 1: 
	btnSC_DDVJC: 
	Social Combat Dodge DV: 9
	Social Combat Join Combat: 7
	willpower 1: Yes
	willpower 2: Yes
	willpower 3: Yes
	willpower 4: Yes
	willpower 5: Yes
	willpower 6: Yes
	willpower 7: Yes
	willpower 8: Yes
	willpower 9: Yes
	willpower 10: Off
	tempwillpower 1: Off
	tempwillpower 2: Off
	tempwillpower 3: Off
	tempwillpower 4: Off
	tempwillpower 5: Off
	tempwillpower 6: Off
	tempwillpower 7: Off
	tempwillpower 8: Off
	tempwillpower 9: Off
	tempwillpower 10: Off
	btnSC: 
	Social Combat Ability 1: Investigation
	Social Combat Speed 1: 5
	Social Combat Accuracy 1: 3 / 1
	Social Combat PDV 1: 2. / 1.
	Social Combat Rate 1: 2
	Social Combat Notes 1: 
	Social Combat Ability 2: Performance
	Social Combat Speed 2: 6
	Social Combat Accuracy 2: 3 / 1
	Social Combat PDV 2: 2. / 1.
	Social Combat Rate 2: 1
	Social Combat Notes 2: Attacks a whole area
	Social Combat Ability 3: Presence
	Social Combat Speed 3: 4
	Social Combat Accuracy 3: 6 / 4
	Social Combat PDV 3: 3 / 2
	Social Combat Rate 3: 2
	Social Combat Notes 3: 
	compassion 1: Yes
	compassion 2: Yes
	compassion 3: Off
	compassion 4: Off
	compassion 5: Off
	temperance 1: Yes
	temperance 2: Yes
	temperance 3: Yes
	temperance 4: Off
	temperance 5: Off
	tempcompassion 1: Off
	tempcompassion 2: Off
	tempcompassion 3: Off
	tempcompassion 4: Off
	tempcompassion 5: Off
	temptemperance 1: Off
	temptemperance 2: Off
	temptemperance 3: Off
	temptemperance 4: Off
	temptemperance 5: Off
	limit break 1: Off
	limit break 2: Off
	limit break 3: Off
	limit break 4: Off
	limit break 5: Off
	limit break 6: Off
	limit break 7: Off
	limit break 8: Off
	limit break 9: Off
	limit break 10: Off
	conviction 1: Yes
	conviction 2: Yes
	conviction 3: Yes
	conviction 4: Off
	conviction 5: Off
	valor 1: Yes
	valor 2: Yes
	valor 3: Yes
	valor 4: Yes
	valor 5: Off
	tempconviction 1: Off
	tempconviction 2: Off
	tempconviction 3: Off
	tempconviction 4: Off
	tempconviction 5: Off
	tempvalor 1: Off
	tempvalor 2: Off
	tempvalor 3: Off
	tempvalor 4: Off
	tempvalor 5: Off
	Flawed Virtue: [Compassion]
	Intimacies 1: Mask of Winters (pogarda)

Lover i jej sługi (niechęć)

Dante (irytacja)

Kapelusznik (niechęć)


	Intimacies 2: Gwiazdka(sympatia)

Johann(szacunek)

Serena(respekt)


	Motivation: Win a war that shall end the Age. Break the chains that bind him. 


	Page Number 3: 2
	btnHidden 3: 
	btnSoaks: 
	Bashing Soak: 19
	Lethal Soak: 15
	Aggravated Soak: 14
	btnDJM: 
	Dodge DV: 9+1
	Join Combat: 7
	MoveDash: 3 / 9
	btnWeapons: 
	Weapon Name 1: base
	Weapon Speed 1: 
	Weapon Accuracy 1: 10
	Weapon Damage 1: 3/1
	Weapon PDV 1: 5
	Weapon Rate 1: 
	Weapon Range 1: 
	Weapon Tags 1: 
	Weapon Notes 1: 
	Weapon Ability 1: [Melee]
	Weapon Name 2: bonus
	Weapon Speed 2: 
	Weapon Accuracy 2: 
	Weapon Damage 2: +2L(cold)
	Weapon PDV 2: 
	Weapon Rate 2: 
	Weapon Range 2: 
	Weapon Tags 2: 
	Weapon Notes 2: -2 soak
	Weapon Ability 2: [Melee]
	Weapon Name 3: Soulsteel Grand Daiklave
	Weapon Speed 3: 5
	Weapon Accuracy 3: +4(+7)
	Weapon Damage 3: +11L/4
	Weapon PDV 3: +0 (+2.)
	Weapon Rate 3: 1
	Weapon Range 3: 0
	Weapon Tags 3: 2.O,R
	Weapon Notes 3: drains (Essence) motes when inflicts at least 1health level of damage
	Weapon Ability 3: [Melee]
	Weapon Name 4: knife
	Weapon Speed 4: 4
	Weapon Accuracy 4: +2
	Weapon Damage 4: +1L
	Weapon PDV 4: +0
	Weapon Rate 4: 3
	Weapon Range 4: 0
	Weapon Tags 4: T
	Weapon Notes 4: 
	Weapon Ability 4: [Melee]
	Weapon Name 5: 
	Weapon Speed 5: 
	Weapon Accuracy 5: 
	Weapon Damage 5: 
	Weapon PDV 5: 
	Weapon Rate 5: 
	Weapon Range 5: 
	Weapon Tags 5: 
	Weapon Notes 5: 
	Weapon Ability 5: [Melee]
	Weapon Name 6: 
	Weapon Speed 6: 
	Weapon Accuracy 6: 
	Weapon Damage 6: 
	Weapon PDV 6: 
	Weapon Rate 6: 
	Weapon Range 6: 
	Weapon Tags 6: 
	Weapon Notes 6: 
	Weapon Ability 6: [Melee]
	Weapon Name 7: 
	Weapon Speed 7: 
	Weapon Accuracy 7: 
	Weapon Damage 7: 
	Weapon PDV 7: 
	Weapon Rate 7: 
	Weapon Range 7: 
	Weapon Tags 7: 
	Weapon Notes 7: 
	Weapon Ability 7: [Melee]
	Weapon Name 8: 
	Weapon Speed 8: 
	Weapon Accuracy 8: 
	Weapon Damage 8: 
	Weapon PDV 8: 
	Weapon Rate 8: 
	Weapon Range 8: 
	Weapon Tags 8: 
	Weapon Notes 8: 
	Weapon Ability 8: [Melee]
	Weapon Name 9: warstrider base
	Weapon Speed 9: 
	Weapon Accuracy 9: 10
	Weapon Damage 9: 12/1
	Weapon PDV 9: 5
	Weapon Rate 9: 
	Weapon Range 9: 
	Weapon Tags 9: 
	Weapon Notes 9: 
	Weapon Ability 9: [Melee]
	Weapon Name 10: Warstrider Soulsteel Goremaul
	Weapon Speed 10: 5
	Weapon Accuracy 10: +3
	Weapon Damage 10: 20b/4
	Weapon PDV 10: +0
	Weapon Rate 10: 2
	Weapon Range 10: 0
	Weapon Tags 10: O
	Weapon Notes 10: drains (Essence) motes when inflicts at least 1health level of damage
	Weapon Ability 10: [Melee]
	Weapon Name 11: 
	Weapon Speed 11: 
	Weapon Accuracy 11: 
	Weapon Damage 11: 
	Weapon PDV 11: 
	Weapon Rate 11: 
	Weapon Range 11: 
	Weapon Tags 11: 
	Weapon Notes 11: 
	Weapon Ability 11: [Melee]
	Weapon Name 12: 
	Weapon Speed 12: 
	Weapon Accuracy 12: 
	Weapon Damage 12: 
	Weapon PDV 12: 
	Weapon Rate 12: 
	Weapon Range 12: 
	Weapon Tags 12: 
	Weapon Notes 12: 
	Weapon Ability 12: [Melee]
	Weapon Name 13: Clinch
	Weapon Speed 13: 6
	Weapon Accuracy 13: 7 (+0)
	Weapon Damage 13: 4B (+0B)
	Weapon PDV 13: 2 (+0)
	Weapon Rate 13: 1
	Weapon Range 13: -
	Weapon Tags 13: C, N, P
	Weapon Notes 13: 
	Weapon Ability 13: [Martial Arts]
	Weapon Name 14: Kick
	Weapon Speed 14: 5
	Weapon Accuracy 14: 7 (+0)
	Weapon Damage 14: 7B (+3B)
	Weapon PDV 14: 1 (-2)
	Weapon Rate 14: 2
	Weapon Range 14: -
	Weapon Tags 14: N
	Weapon Notes 14: 
	Weapon Ability 14: [Martial Arts]
	Weapon Name 15: Punch
	Weapon Speed 15: 5
	Weapon Accuracy 15: 8 (+1)
	Weapon Damage 15: 4B (+0B)
	Weapon PDV 15: 3 (+2)
	Weapon Rate 15: 3
	Weapon Range 15: -
	Weapon Tags 15: N
	Weapon Notes 15: 
	Weapon Ability 15: [Martial Arts]
	Armor Name 1: Articulated Soulsteel Plate
	Armor Type 1: Heavy
	Armor Soak 1: +14L/16B
	Armor Hardness 1: 9L/9B
	Armor Fatigue 1: 1
	Armor Mobility 1: -2
	Armor Notes 1: 
	Armor Name 2: 
	Armor Type 2: 
	Armor Soak 2: 
	Armor Hardness 2: 
	Armor Fatigue 2: 
	Armor Mobility 2: 
	Armor Notes 2: 
	Armor Name 3: 
	Armor Type 3: 
	Armor Soak 3: 
	Armor Hardness 3: 
	Armor Fatigue 3: 
	Armor Mobility 3: 
	Armor Notes 3: 
	Armor Name 4: 
	Armor Type 4: 
	Armor Soak 4: 
	Armor Hardness 4: 
	Armor Fatigue 4: 
	Armor Mobility 4: 
	Armor Notes 4: 
	Armor Name 5: 
	Armor Type 5: 
	Armor Soak 5: 
	Armor Hardness 5: 
	Armor Fatigue 5: 
	Armor Mobility 5: 
	Armor Notes 5: 
	Armor Name 6: 
	Armor Type 6: 
	Armor Soak 6: 
	Armor Hardness 6: 
	Armor Fatigue 6: 
	Armor Mobility 6: 
	Armor Notes 6: 
	Armor Name 7: 
	Armor Type 7: 
	Armor Soak 7: 
	Armor Hardness 7: 
	Armor Fatigue 7: 
	Armor Mobility 7: 
	Armor Notes 7: 
	Armor Name 8: Soulsteel Royal Warstrider
	Armor Type 8: Warstrider
	Armor Soak 8: 26L/26B
	Armor Hardness 8: 13L/13B
	Armor Fatigue 8: 2
	Armor Mobility 8: -2
	Armor Notes 8: 
	Armor select lethal: 14
	Armor select bashing: 16
	Armor select mobility: -2
	Page Number 4: 3
	btnHidden 4: 
	LanguageChaE 13: 
	1: 

	LanguageBoxChaE 1: 
	1: Off

	LanguageChaE 1: 
	1: Clawspeak

	LanguageBoxChaE 5: 
	1: Off

	LanguageChaE 5: 
	1: High Realm

	LanguageBoxChaE 9: 
	1: Off

	LanguageChaE 9: 
	1: Seatongue

	lanEmpChaE : 
	1: Off

	LanguageBoxChaE 2: 
	1: Off

	LanguageChaE 2: 
	1: Flametongue

	LanguageBoxChaE 6: 
	1: Off

	LanguageChaE 6: 
	1: Low Realm

	LanguageBoxChaE 10: 
	1: Yes

	LanguageChaE 10: 
	1: Skytongue

	lan2ndAgeChaE : 
	1: Yes

	LanguageBoxChaE 3: 
	1: Off

	LanguageChaE 3: 
	1: Forest-tongue

	LanguageBoxChaE 7: 
	1: Off

	LanguageChaE 7: 
	1: Old Realm

	LanguageBoxChaE 11: 
	1: Off

	LanguageChaE 11: 
	1: 

	lan1stAgeChaE : 
	1: Off

	LanguageBoxChaE 4: 
	1: Off

	LanguageChaE 4: 
	1: Guild Cant

	LanguageBoxChaE 8: 
	1: Yes

	LanguageChaE 8: 
	1: Riverspeak

	LanguageBoxChaE 12: 
	1: Off

	LanguageChaE 12: 
	1: 

	CharmNameE 1: 
	1: First Excellency
	2: Savage Shade Style
	3: 

	CharmCostE 1: 
	1: 1m/die
	2: 1m
	3: 

	CharmDurationE 1: 
	1: 
	2: Instant
	3: 

	CharmTypeE 1: 
	1: 
	2: Supplemental
	3: 

	CharmsKeywordsE 1: 
	1: 
	2: Combo-Ok
	3: 

	CharmEffectE 1: 
	1: Melee, War, Integrity, MA, Athletics, Awareness, Dodge
	2: 
	3: 

	CharmNameE 2: 
	1: Second Excellency
	2: 
	3: 

	CharmCostE 2: 
	1: 2m/succ
	2: 
	3: 

	CharmDurationE 2: 
	1: 
	2: 
	3: 

	CharmTypeE 2: 
	1: 
	2: 
	3: 

	CharmsKeywordsE 2: 
	1: 
	2: 
	3: 

	CharmEffectE 2: 
	1: Resistance
	2: 
	3: 

	CharmNameE 3: 
	1: Infinite (Ability) mastery
	2: 
	3: 

	CharmCostE 3: 
	1: 
	2: 
	3: 

	CharmDurationE 3: 
	1: 
	2: 
	3: 

	CharmTypeE 3: 
	1: 
	2: 
	3: 

	CharmsKeywordsE 3: 
	1: Simple
	2: 
	3: 

	CharmEffectE 3: 
	1: Melee
	2: 
	3: 

	CharmNameE 4: 
	1: Five Shadow Feint
	2: 
	3: 

	CharmCostE 4: 
	1: 2m/DV
	2: 
	3: 

	CharmDurationE 4: 
	1: Instant
	2: 
	3: 

	CharmTypeE 4: 
	1: Supplemental
	2: 
	3: 

	CharmsKeywordsE 4: 
	1: Combo-OK
	2: 
	3: 

	CharmEffectE 4: 
	1: drops target's DV by 1 per 2 motes spent
	2: 
	3: 

	CharmNameE 5: 
	1: Unfurling Iron Lotus (wersja z IM)
	2: 
	3: 

	CharmCostE 5: 
	1: 3m
	2: 
	3: 

	CharmDurationE 5: 
	1: Instant
	2: 
	3: 

	CharmTypeE 5: 
	1: Simple (Speed 5 DV -1)
	2: 
	3: 

	CharmsKeywordsE 5: 
	1: Combo-OK, Obvious
	2: 
	3: 

	CharmEffectE 5: 
	1: 

Standard attack at full melee pool, applied at all enemies within 3 yds


	2: 
	3: 

	CharmNameE 6: 
	1: Time-Scything Technique
	2: 
	3: 

	CharmCostE 6: 
	1: 5m 1wp
	2: 
	3: 

	CharmDurationE 6: 
	1: Instant
	2: 
	3: 

	CharmTypeE 6: 
	1: Extra Action
	2: 
	3: 

	CharmsKeywordsE 6: 
	1: Combo-OK, Obvious
	2: 
	3: 

	CharmEffectE 6: 
	1: (Dex +1) attacks
	2: 
	3: 

	CharmNameE 7: 
	1: Injury-Absorbing Discipline
	2: 
	3: 

	CharmCostE 7: 
	1: 10m
	2: 
	3: 

	CharmDurationE 7: 
	1: Instant
	2: 
	3: 

	CharmTypeE 7: 
	1: Supplemental
	2: 
	3: 

	CharmsKeywordsE 7: 
	1: Combo-OK
	2: 
	3: 

	CharmEffectE 7: 
	1: greatly increases heal rate or helps with other forms of healing
	2: 
	3: 

	CharmNameE 8: 
	1: Spirit-hardened frame
	2: 
	3: 

	CharmCostE 8: 
	1: 2m
	2: 
	3: 

	CharmDurationE 8: 
	1: Instant
	2: 
	3: 

	CharmTypeE 8: 
	1: Reflexive(step7)
	2: 
	3: 

	CharmsKeywordsE 8: 
	1: Combo-OK
	2: 
	3: 

	CharmEffectE 8: 
	1: adds (Essence + Resistance) to  bashing and lethal soak against a single attack
	2: 
	3: 

	CharmNameE 9: 
	1: Wounds Mean Nothing (Conviction)
	2: 
	3: 

	CharmCostE 9: 
	1: 8m
	2: 
	3: 

	CharmDurationE 9: 
	1: Instant
	2: 
	3: 

	CharmTypeE 9: 
	1: Reflexive(step7)
	2: 
	3: 

	CharmsKeywordsE 9: 
	1: Combo-OK, Obvious
	2: 
	3: 

	CharmEffectE 9: 
	1: perfectly defends against all damage from one source
	2: 
	3: 

	CharmNameE 10: 
	1: Morale Shattering Method
	2: 
	3: 

	CharmCostE 10: 
	1: 7m 1wp
	2: 
	3: 

	CharmDurationE 10: 
	1: Instant
	2: 
	3: 

	CharmTypeE 10: 
	1: Simple (speed 3 long ticks)
	2: 
	3: 

	CharmsKeywordsE 10: 
	1: Combo-OK, Social, War
	2: 
	3: 

	CharmEffectE 10: 
	1: 
	2: 
	3: 

	CharmNameE 11: 
	1: Arise and Slaughter
	2: 
	3: 

	CharmCostE 11: 
	1: 10m 1ahl
	2: 
	3: 

	CharmDurationE 11: 
	1: One Scene
	2: 
	3: 

	CharmTypeE 11: 
	1: Simple (speed 5 long ticks)
	2: 
	3: 

	CharmsKeywordsE 11: 
	1: Combo-OK, Obvious
	2: 
	3: 

	CharmEffectE 11: 
	1: 
	2: 
	3: 

	CharmNameE 12: 
	1: Flitting Shadow Form
	2: 
	3: 

	CharmCostE 12: 
	1: 1m
	2: 
	3: 

	CharmDurationE 12: 
	1: Instant
	2: 
	3: 

	CharmTypeE 12: 
	1: Reflexive(step2)
	2: 
	3: 

	CharmsKeywordsE 12: 
	1: Combo-OK
	2: 
	3: 

	CharmEffectE 12: 
	1: ignore all penalties to dodge DV for this attack
	2: 
	3: 

	CharmNameE 13: 
	1: Flickering Wisp Technique (Valor)
	2: 
	3: 

	CharmCostE 13: 
	1: 8m
	2: 
	3: 

	CharmDurationE 13: 
	1: Instant
	2: 
	3: 

	CharmTypeE 13: 
	1: Reflexive(step2)
	2: 
	3: 

	CharmsKeywordsE 13: 
	1: Combo-OK, Obvious
	2: 
	3: 

	CharmEffectE 13: 
	1: perfect dodge, reform in (Essence) yards from attack
	2: 
	3: 

	CharmNameE 14: 
	1: Void Stares Back
	2: 
	3: 

	CharmCostE 14: 
	1: 3m
	2: 
	3: 

	CharmDurationE 14: 
	1: Indefinite
	2: 
	3: 

	CharmTypeE 14: 
	1: Simple
	2: 
	3: 

	CharmsKeywordsE 14: 
	1: Combo-OK, Obvious
	2: 
	3: 

	CharmEffectE 14: 
	1: perfect sight in darkness
	2: 
	3: 

	CharmNameE 15: 
	1: Ox-Body technique (x3)
	2: 
	3: 

	CharmCostE 15: 
	1: -
	2: 
	3: 

	CharmDurationE 15: 
	1: Permanent
	2: 
	3: 

	CharmTypeE 15: 
	1: Permanent
	2: 
	3: 

	CharmsKeywordsE 15: 
	1: Stackable
	2: 
	3: 

	CharmEffectE 15: 
	1: 2x(-1,-1), (-1, -2, -2)
	2: 
	3: 

	CharmNameE 16: 
	1: Raiton's Nimble Perch
	2: 
	3: 

	CharmCostE 16: 
	1: 3m
	2: 
	3: 

	CharmDurationE 16: 
	1: One Scene
	2: 
	3: 

	CharmTypeE 16: 
	1: Reflexive
	2: 
	3: 

	CharmsKeywordsE 16: 
	1: Combo-OK
	2: 
	3: 

	CharmEffectE 16: 
	1: This Charm lets the Exalt automatically succeed on any valid Athletics action to keep his balance and let him keep his footing on any surface at least as strong and wide as a human hair. He treats it as a three-foot-wide ledge capable of supporting a thousand pounds of weight when determining what movement and Athletics actions he can take and what penalties to them might apply.
	2: 
	3: 

	CharmNameE 17: 
	1: Uncanny Impulse Evasion
	2: 
	3: 

	CharmCostE 17: 
	1: 1m
	2: 
	3: 

	CharmDurationE 17: 
	1: Instant
	2: 
	3: 

	CharmTypeE 17: 
	1: Reflexive (Step 2)
	2: 
	3: 

	CharmsKeywordsE 17: 
	1: Combo-OK
	2: 
	3: 

	CharmEffectE 17: 
	1: costs zero motes against ghosts, mortals, and raksha. 1 point of resonance in scene if used against servants of Oblivion


	2: 
	3: 

	CharmNameE 18: 
	1: Undying Stagnation Defence
	2: 
	3: 

	CharmCostE 18: 
	1: 5m, 1wp
	2: 
	3: 

	CharmDurationE 18: 
	1: One Day
	2: 
	3: 

	CharmTypeE 18: 
	1: Reflexive(step2)
	2: 
	3: 

	CharmsKeywordsE 18: 
	1: Combo-OK
	2: 
	3: 

	CharmEffectE 18: 
	1: protects from any Shaping  effect that directly alters mind, body, spirit or traits
	2: 
	3: 

	CharmNameE 19: 
	1: Scathing Cynic Attitude
	2: 
	3: 

	CharmCostE 19: 
	1: 3m
	2: 
	3: 

	CharmDurationE 19: 
	1: Instant
	2: 
	3: 

	CharmTypeE 19: 
	1: Reflexive(step2)
	2: 
	3: 

	CharmsKeywordsE 19: 
	1: Combo-OK
	2: 
	3: 

	CharmEffectE 19: 
	1: 
	2: 
	3: 

	CharmNameE 20: 
	1: Blood Before Surrender
	2: 
	3: 

	CharmCostE 20: 
	1: 1lhl/1 wp
	2: 
	3: 

	CharmDurationE 20: 
	1: 
	2: 
	3: 

	CharmTypeE 20: 
	1: Reflexive
	2: 
	3: 

	CharmsKeywordsE 20: 
	1: Social
	2: 
	3: 

	CharmEffectE 20: 
	1: an Abyssal with this Charm may pay levels of lethal damage as if they were Willpower to resist mental influence or Virtue compulsions
	2: 
	3: 

	CharmNameE 21: 
	1: Heart of Darkness
	2: 
	3: 

	CharmCostE 21: 
	1: 6m
	2: 
	3: 

	CharmDurationE 21: 
	1: One Scene
	2: 
	3: 

	CharmTypeE 21: 
	1: Reflexive(step2)
	2: 
	3: 

	CharmsKeywordsE 21: 
	1: Avatar(1), Combo-OK, Stackable, Social
	2: 
	3: 

	CharmEffectE 21: 
	1: Adds Whispers to DMDV
	2: 
	3: 

	CharmNameE 22: 
	1: Lesser Horrors Scorned
	2: 
	3: 

	CharmCostE 22: 
	1: 5m
	2: 
	3: 

	CharmDurationE 22: 
	1: Instant(Story)
	2: 
	3: 

	CharmTypeE 22: 
	1: Reflexive(step2)
	2: 
	3: 

	CharmsKeywordsE 22: 
	1: Avatar(1), Combo-OK, Obvious, Social
	2: 
	3: 

	CharmEffectE 22: 
	1: Perfect mental defence. In case of direct attack, causes (Essence)/2 resonance backlash in attacker
	2: 
	3: 

	CharmNameE 23: 
	1: Hardened Killer Training Style
	2: 
	3: 

	CharmCostE 23: 
	1: 
	2: 
	3: 

	CharmDurationE 23: 
	1: 
	2: 
	3: 

	CharmTypeE 23: 
	1: 
	2: 
	3: 

	CharmsKeywordsE 23: 
	1: 
	2: 
	3: 

	CharmEffectE 23: 
	1: 
	2: 
	3: 

	CharmNameE 24: 
	1: Faithful Killer's Reprieve
	2: 
	3: Measure The Wind

	CharmCostE 24: 
	1: 
	2: 
	3: 1m (any)

	CharmDurationE 24: 
	1: 
	2: 
	3: Instant

	CharmTypeE 24: 
	1: Permanent
	2: 
	3: Reflexive

	CharmsKeywordsE 24: 
	1: 
	2: 
	3: Combo-OK

	CharmEffectE 24: 
	1: 


	2: 
	3: 

Determines essence of everyone in (essence) yds. Roll (Wits+perception) at -2 bonus to difficulty to detect hidden entities within same distance. Detect type of each creature (exalt, spirit, ghost etc)

	CharmNameE 25: 
	1: Underworld Executioner Stance
	2: 
	3: Essence Bite

	CharmCostE 25: 
	1: -
	2: 
	3: 3m (any)

	CharmDurationE 25: 
	1: Permanent
	2: 
	3: One Scene

	CharmTypeE 25: 
	1: Permanent
	2: 
	3: Simple (speed 5)

	CharmsKeywordsE 25: 
	1: 
	2: 
	3: Combo-OK

	CharmEffectE 25: 
	1: 

Upgrades stunts when acting to kill/destroy/cause mayhem. Negates Resonance gain from fighting servants of Neverborn


	2: 
	3: 

Adds Ai's (valor + essence) roll in L damage to MA attacks



	CharmNameE 26: 
	1: Walking Cadaver Grotesquerie
	2: 
	3: Camouflage

	CharmCostE 26: 
	1: 1m+
	2: 
	3: 10m (A)

	CharmDurationE 26: 
	1: Instant
	2: 
	3: One Scene

	CharmTypeE 26: 
	1: Reflexive (Step 7)
	2: 
	3: Simple (speed 6)

	CharmsKeywordsE 26: 
	1: Combo-Ok
	2: 
	3: Combo-OK

	CharmEffectE 26: 
	1: removes 1 die of post-soak damage per mote spent (min 1 die)
	2: 
	3: AI's (Wits+temperance) roll added to successes of any stealth attempt

	CharmNameE 27: 
	1: Wound-Eating Invulnerability
	2: 
	3: Donning Spiritual Armor

	CharmCostE 27: 
	1: 2m
	2: 
	3: 5m (A)

	CharmDurationE 27: 
	1: 1 tick
	2: 
	3: One Scene

	CharmTypeE 27: 
	1: Reflexive (Step 7)
	2: 
	3: Simple (speed 6)

	CharmsKeywordsE 27: 
	1: Combo-Ok
	2: 
	3: Combo-OK

	CharmEffectE 27: 
	1: 

lowers minimum damage by 1 die (unless aggravated). Once in a scene can stop damage from going past Incapacitated level.


	2: 
	3: 

Increases warstrider's L/B soak by Ai's (Temperance + Essence) and protects from environmental damage



	CharmNameE 28: 
	1: Eternal Enmity Approach
	2: 
	3: Uncanny Prowess

	CharmCostE 28: 
	1: -
	2: 
	3: 2m (A, R)

	CharmDurationE 28: 
	1: Permanent
	2: 
	3: Special

	CharmTypeE 28: 
	1: Permanent
	2: 
	3: Reflexive

	CharmsKeywordsE 28: 
	1: 
	2: 
	3: Combo-OK

	CharmEffectE 28: 
	1: Reinforces an intimacy of hatred towards organization, idea, widespread social group ( ? )
	2: 
	3: 

Adds AI's valor in dice to one dex-based roll. In case of extended action, adds bonus to all rolls of that action



	CharmNameE 29: 
	1: Sunlight Bleeding Away
	2: 
	3: Spirit Cutting

	CharmCostE 29: 
	1: -
	2: 
	3: 1m (any)

	CharmDurationE 29: 
	1: Permanent
	2: 
	3: Instant

	CharmTypeE 29: 
	1: Permanent
	2: 
	3: Supplemental

	CharmsKeywordsE 29: 
	1: Overdrive
	2: 
	3: Combo-OK

	CharmEffectE 29: 
	1: 
	2: 
	3: empowers a single warstrider attack to hit an unmanifested spirit
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	Possessions: food supplies, spare clothing, Creation Survival Kit(TM), several daggers, flask of good wine
	Total XP: 250
	Age, actual: 30 at exaltation
	Age, apparent: 35
	Total XP spent: 250+40debt
	Height: 190 cm
	Weight: 100 kg
	Gender: male
	Dark master: Mask of Winters (now rogue)
	Eyes: dark
	Experience Spend On 1: integrity (1->3) - 1xp,3xp

awareness (2->3) - 3xp

4 charms - 32 xp

Uncanny Impulse Evasion - 8xp

Hidden Manse (1 dot) - 3xp

Essence (3->4) - 24xp, Wits (3->4) - 12xp

Royal Warstrider - 15xp, AI - 15xp, flying - 15xp, warstrider goremaul - 6xp

excellency retcon - +24xp, undying stagnation defence, scathing cynic attitude - 18xp, integrity (3->4) - 5xp, Blood Before Surrender - 8 xp

Whispers(3), Heart of Darkness, Lesser Horrors Scorned - 16xp, Hardened Killer training Style - 8xp, followers - 9xp, MA (2) - 3 xp, Occult(1) - 3xp, Faithful Killer's Reprieve - 8xp, Lore (1->3) - 6xp, Integrity(4->5) - 7xp

Underworld Executioner Stance - 8xp, Occult(1->3) - 6xp, Walking Cadaver Grotesquerie - 8xp
	Hair: dark, short
	Homeland: Nexus
	Skin: pale-gray
	Experience Spend On 2: Wound-Eating Invulnerability, Infinite Melee Mastery, Eternal Enmity Approach, Sunlight Bleeding Away, Savage Shade Style(40xp debt)
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	Experience Spend On 4: enemy 5(Mask of Winters) - +15xp
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