
Advanced 
Health Levels 

-0i Bruised    
-1i  Hurt    
    
-2i Wounded    
    
-4i Crippled    
Incapacitated    
Dying    
    
Healing Times, for each health level 
Bashing: 3 hours per level 
Lethal and Aggravated: -0: 6 hours, -1: 2 days, 
-2: 4 days, -4 and incapacitated: 1 week 
Dying: Losing one dying level per 5 tick, can be saved with a  
Wits + Medicine, diff: 5 + (number of dying levels lost) 

 

Specialties 
    
    
    
    
    
    
    
    
    
    
    
    

 

 
 
 
 
 
 
 
 
 

 
Name:  Concept:  
 
Player: 
 

  
Caste: 

 

 

Strength  Charisma  Perception  
Dexterity  Manipulation  Intelligence  
Stamina  Appearance  Wits  

 

 Dawn  Zenith  Twilight 
 Archery  Integrity  Craft 
 Martial Arts  Performance  Investigation 
 Melee  Presence  Lore 
 Thrown  Resistance  Medicine 
 War  Survival  Occult 
 Night  Eclipse  Other 

 Athletics  Bureaucracy   
 Awareness  Linguistics   
 Dodge  Ride   
 Larceny  Sail   
 Stealth  Socialize   

 
 

Anima Effects 
 

 

Anima Banner Levels 
1 – 3 motes: Weak caste mark 

Perception + Awareness to notice 

4 – 7 motes: Strong caste mark 
Stealth at -2e difficulty 

8 – 10 motes: Mild aura 
Stealth impossible 

11 – 15 motes: Bonfire aura 
Anima power auto-activation 

16+: Iconic aura 
Fades when no peripherally essence is used 

 
 
 
Personally:             / 
 
Peripherally:                / 
 

Anima Banner 

Essence 

Abilities 

Attributes 



Action Options (Speed / DV modifier) 
Attack (weapon/-2): Attack a target 
Coordinated Attack (5/-2): Charisma + Socialize, diff:  

number of participants / 2 
Dash(3/-3): Sprint: 10 * (Dex. + 6 - Armor mobility)  

meters per long tick 
Flurry (longest action/sum of defense penalties): Multiple  

actions 
Guard (3/none): Doing nothing, may be aborted 
Inactive (3/special): Social invulnerable 
Miscellaneous Action (5/-1 to -3): Do something else 
Monologue/Study (3/-2) : +1D per long tick, may be 

aborted to attack 
Move (0/none): Move 10 * (Dex. - Armor mobility) meters  

per long tick 

In Debate 

 
Social Traits 

Dodge MDV: 
(Wp + Integrity + Essence + spe) / 2 

Join Combat: 
Wits + Awareness 

 
Willpower:  

 

 
 
 
 
 
 

Social Attacks  
 
 
 
 

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

 
 Additional 

Attack support an Intimacy: -1 to DV 
Attack according to dominating Virtue (rate 3+): -2 to DV 
Attack aligned with Motivation: -3 to DV 
Appearance: (Defenders App – Attackers App) to DV (max ±3) 
 
If the attack violates Motivation: Must refuse to consent 
Natural persuasion: Can only spend 2 Willpower per scene,  

will become jaded and suspicious (attack automatically fails) 
– a stunt and new attack approach is needed for further 
attacks 

Unnatural persuasion: Exalted gain 1 point of Limit when  
resisting the attack 
 

Consent to the attack: Performing the behavior described in  
the initial attack 

Refuse to consent: Reflexive pay 1 Willpower point to resist. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
  
   

Virtue Flaw: Limit points 
Duration:     
Limit Break Condition:  
Partial Control:  
No Control:  
 

Compassion Temperance 
    
  

Conviction Valor 
    
  
 

Effects of Social Attacks 
Building / Eroding Intimacies: Takes Conviction success full 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. 

Intimacies 

  

Virtues 

Motivation 



 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 Weapon  Speed Acc Damage PDV Rate Range  Tags  Notes 
         
         
         
         
         
         
         
         
         
         
         
         
         
         
         

Soak and Defense 
Bashing Soak:  
Stamina + Armor (B)  

Lethal Soak:  
Stamina / 2 + Armor (L) 

Aggravated Soak: 
Armor (L) 

   
Dodge DV: 
(Dex. + Dodge + Essence + spe) / 2 

Join Combat: 
Wits + Awareness 

Move / Dash: 
Dex. – armor mobility (+ 6) 

 
Weapons 

 Armor 
 
 
 
 
 
 
 
 

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

 
 

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. 

Action Options (Speed / DV modifier) 

 
 
 
 
 
 
 
  
   

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 

 

In Combat 
Special Attacks 

Coup de Grace (-1e): Maim instead of  
killing 

Disarming (-2e close or -4e range):  
Reflexive Wits + Ability to hold on to 
weapon 

Fierce Blows (-1e): +2 lethal or aggravated,  
or +3 bashing damage to target 

Pulling Blows (-1e): Makes lethal or  
aggravated damage bashing 

Showing Off (-1e to -4e): Make the ‘Z’ on  
an opponent 

Sweeping (-1e): Target must test for  
knockdown 

Aim (3/-1): +1D per tick, may be aborted to attack 
Attack (weapon/-1): Attack a target 
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 
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 0 ticks 
Jump (5/-1): Up: Strength + Athletics. Ahead: 2 * Up 
Miscellaneous Action (5/-1 to -3): Do something else 
Move (0/none): Move Dex. - Armor mobility meters per tick 
Read Strategy (5/-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: x0 –> x1: -0e, x1 –> x2: -1e, x2 –> x3: -2e 



 
Languages 

      

      

      

      

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Combos  
 
 
 
 
 
 
 
  

 Charm  Cost  Duration  Type Keywords Effect 
      
      
      
      
      
      
      
      
      
      
      
      
      
      
      
      
      
      
      
      
      
      
      
      
      
      

 Combo  Cost  Charms 
  

 
  
  

 
  
  

 
  
  

 
  

 Sorcery Cost  Duration  Type Target  Effect 
      
      
      
      
      
      
      
      
      
      
      
      
      
      
      
      

Charms 

Sorcery 



 
Languages 

      

      

      

      

 

 
 
 
 
 
 
 
 

Artifacts 

 
 
 
 
 
 
 
 
 
 
 
 

       
       

       
       

       
       

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.  
     

Backgrounds 

Manse & Hearthstones 
 

 Rate  Name Description 
   
   
   
   
   
   
   
   
   
   
   
   
   
   
   
   

  

 Rate  Name Description 
   
   
   
   
   
   
   
   

  Familiar 



Age, actual:  Age, apparent: 
Height:  Weight: 
Gender: 
 
Eyes: 
 
Hair: 
 
Homeland: 
 
Skin: 
 

History 

Description Experience 
Total: 
Total spent: 
 

Spent on: 
 

 

 

 

 
 

 
 
 
 
 
 
 

Possessions 
 

 

Picture 
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	Name: Johann von Schwarzenberg
	Concept: [judge and warrior-poet]
	Player: Ysengrinn
	Caste: [Zenith]
	btnCaste: 
	strength 1: Yes
	strength 2: Yes
	strength 3: Yes
	strength 4: Yes
	strength 5: Yes
	charisma 1: Yes
	charisma 2: Yes
	charisma 3: Yes
	charisma 4: Yes
	charisma 5: Off
	perception 1: Yes
	perception 2: Yes
	perception 3: Off
	perception 4: Off
	perception 5: Off
	dexterity 1: Yes
	dexterity 2: Yes
	dexterity 3: Yes
	dexterity 4: Yes
	dexterity 5: Yes
	manipulation 1: Yes
	manipulation 2: Off
	manipulation 3: Off
	manipulation 4: Off
	manipulation 5: Off
	intelligence 1: Yes
	intelligence 2: Yes
	intelligence 3: Yes
	intelligence 4: Yes
	intelligence 5: Off
	stamina 1: Yes
	stamina 2: Yes
	stamina 3: Yes
	stamina 4: Yes
	stamina 5: Off
	appearance 1: Yes
	appearance 2: Yes
	appearance 3: Yes
	appearance 4: Off
	appearance 5: Off
	wits 1: Yes
	wits 2: Yes
	wits 3: Yes
	wits 4: Off
	wits 5: Off
	archery favored: Off
	archery 1: Off
	archery 2: Off
	archery 3: Off
	archery 4: Off
	archery 5: Off
	integrity favored: Yes
	integrity 1: Yes
	integrity 2: Yes
	integrity 3: Yes
	integrity 4: Yes
	integrity 5: Yes
	craft favored: Off
	Craft Type: []
	craft 1: Off
	craft 2: Off
	craft 3: Off
	craft 4: Off
	craft 5: Off
	martial arts favored: Off
	martial arts 1: Off
	martial arts 2: Off
	martial arts 3: Off
	martial arts 4: Off
	martial arts 5: Off
	performance favored: Yes
	performance 1: Yes
	performance 2: Yes
	performance 3: Yes
	performance 4: Yes
	performance 5: Yes
	investigation favored: Yes
	investigation 1: Yes
	investigation 2: Yes
	investigation 3: Yes
	investigation 4: Off
	investigation 5: Off
	melee favored: Yes
	melee 1: Yes
	melee 2: Yes
	melee 3: Yes
	melee 4: Yes
	melee 5: Yes
	presence favored: Yes
	presence 1: Yes
	presence 2: Yes
	presence 3: Yes
	presence 4: Yes
	presence 5: Yes
	lore favored: Off
	lore 1: Yes
	lore 2: Yes
	lore 3: Yes
	lore 4: Yes
	lore 5: Off
	thrown favored: Off
	thrown 1: Off
	thrown 2: Off
	thrown 3: Off
	thrown 4: Off
	thrown 5: Off
	resistance favored: Yes
	resistance 1: Yes
	resistance 2: Yes
	resistance 3: Yes
	resistance 4: Yes
	resistance 5: Yes
	medicine favored: Off
	medicine 1: Off
	medicine 2: Off
	medicine 3: Off
	medicine 4: Off
	medicine 5: Off
	war favored: Off
	war 1: Off
	war 2: Off
	war 3: Off
	war 4: Off
	war 5: Off
	survival favored: Yes
	survival 1: Off
	survival 2: Off
	survival 3: Off
	survival 4: Off
	survival 5: Off
	occult favored: Off
	occult 1: Off
	occult 2: Off
	occult 3: Off
	occult 4: Off
	occult 5: Off
	athletics favored: Yes
	athletics 1: Yes
	athletics 2: Yes
	athletics 3: Yes
	athletics 4: Yes
	athletics 5: Off
	bureaucracy favored: Yes
	bureaucracy 1: Yes
	bureaucracy 2: Yes
	bureaucracy 3: Yes
	bureaucracy 4: Off
	bureaucracy 5: Off
	other favored 1: Off
	Other 1: 
	other 1 1: Off
	other 1 2: Off
	other 1 3: Off
	other 1 4: Off
	other 1 5: Off
	awareness favored: Off
	awareness 1: Yes
	awareness 2: Yes
	awareness 3: Yes
	awareness 4: Yes
	awareness 5: Yes
	linguistics favored: Off
	linguistics 1: Yes
	linguistics 2: Yes
	linguistics 3: Yes
	linguistics 4: Off
	linguistics 5: Off
	other favored 2: Off
	Other 2: 
	other 2 1: Off
	other 2 2: Off
	other 2 3: Off
	other 2 4: Off
	other 2 5: Off
	dodge favored: Off
	dodge 1: Off
	dodge 2: Off
	dodge 3: Off
	dodge 4: Off
	dodge 5: Off
	ride favored: Off
	ride 1: Off
	ride 2: Off
	ride 3: Off
	ride 4: Off
	ride 5: Off
	other favored 3: Off
	Other 3: 
	other 3 1: Off
	other 3 2: Off
	other 3 3: Off
	other 3 4: Off
	other 3 5: Off
	larceny favored: Off
	larceny 1: Off
	larceny 2: Off
	larceny 3: Off
	larceny 4: Off
	larceny 5: Off
	sail favored: Off
	sail 1: Off
	sail 2: Off
	sail 3: Off
	sail 4: Off
	sail 5: Off
	other favored 4: Off
	Other 4: 
	other 4 1: Off
	other 4 2: Off
	other 4 3: Off
	other 4 4: Off
	other 4 5: Off
	stealth favored: Off
	stealth 1: Off
	stealth 2: Off
	stealth 3: Off
	stealth 4: Off
	stealth 5: Off
	socialize favored: Yes
	socialize 1: Yes
	socialize 2: Yes
	socialize 3: Yes
	socialize 4: Yes
	socialize 5: Off
	other favored 5: Off
	Other 5: 
	other 5 1: Off
	other 5 2: Off
	other 5 3: Off
	other 5 4: Off
	other 5 5: Off
	btnAnima: 
	essence 1: Yes
	essence 2: Yes
	essence 3: Yes
	essence 4: Yes
	essence 5: Off
	Essence Personally In all: 19
	Essence Personally For use: 19
	btnEssence: 
	Essence Peripherally In all: 46
	Essence Peripherally For use: 46
	Anima Power: Cause the caste mark to glow brightly 

   for a scene (1 mote).

Cause the anima to glow brightly 

   enough to read by for a scene (1 mote).

Know the precise time of the day 

   (1 mote).

After damage has been rolled, 

   substract (in step 10) 1 success for 

   every dot of permanent Essence 

   (5 motes).

   Works automatic after spending 11 

   motes peripheral Essence.
	Anima Banner: Imperial gothic Eagle




	bruised 1: Off
	bruised 2: Off
	bruised 3: Off
	bruised 4: Off
	bruised 5: Yes
	bruised 6: Yes
	specialty 1 1: Yes
	specialty 1 2: Yes
	specialty 1 3: Yes
	Specialty 1: (Lore)Prawo
	specialty 13 1: Off
	specialty 13 2: Off
	specialty 13 3: Off
	Specialty 13: 
	hurt 1: Off
	hurt 3: Yes
	hurt 5: Yes
	hurt 7: Yes
	hurt 9: Yes
	hurt 11: Yes
	specialty 2 1: Yes
	specialty 2 2: Yes
	specialty 2 3: Yes
	Specialty 2: (Melee) Daiclaves
	specialty 14 1: Off
	specialty 14 2: Off
	specialty 14 3: Off
	Specialty 14: 
	hurt 2: Off
	hurt 4: Yes
	hurt 6: Yes
	hurt 8: Yes
	hurt 10: Yes
	hurt 12: Yes
	specialty 3 1: Yes
	specialty 3 2: Yes
	specialty 3 3: Yes
	Specialty 3: Integrity (Autorytarny Mówca +3)
	specialty 15 1: Off
	specialty 15 2: Off
	specialty 15 3: Off
	Specialty 15: 
	wounded 1: Off
	wounded 3: Yes
	wounded 5: Yes
	wounded 7: Yes
	wounded 9: Yes
	wounded 11: Yes
	specialty 4 1: Yes
	specialty 4 2: Yes
	specialty 4 3: Yes
	Specialty 4: Presence  (Autorytarny Mówca +3)
	specialty 16 1: Off
	specialty 16 2: Off
	specialty 16 3: Off
	Specialty 16: 
	wounded 2: Off
	wounded 4: Yes
	wounded 6: Yes
	wounded 8: Yes
	wounded 10: Yes
	wounded 12: Yes
	specialty 5 1: Yes
	specialty 5 2: Yes
	specialty 5 3: Yes
	Specialty 5: Performance (Autorytarny Mówca +3)
	specialty 17 1: Off
	specialty 17 2: Off
	specialty 17 3: Off
	Specialty 17: 
	crippled 1: Off
	incapacitated 1: Off
	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: Off
	dying 5: 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 NumberY 1: 1
	btnHiddenY 1: 
	btnSC_DDVJC: 
	Social Combat Dodge DV: 
	Social Combat Join Combat: 
	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: Yes
	tempwillpower 1: Yes
	tempwillpower 2: Yes
	tempwillpower 3: Yes
	tempwillpower 4: Yes
	tempwillpower 5: Yes
	tempwillpower 6: Yes
	tempwillpower 7: Off
	tempwillpower 8: Yes
	tempwillpower 9: Yes
	tempwillpower 10: Yes
	btnSC: 
	Social Combat Ability 1: Investigation
	Social Combat Speed 1: 5
	Social Combat Accuracy 1: 
	Social Combat PDV 1: 
	Social Combat Rate 1: 2
	Social Combat Notes 1: 
	Social Combat Ability 2: Performance
	Social Combat Speed 2: 6
	Social Combat Accuracy 2: 
	Social Combat PDV 2: 
	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: 
	Social Combat PDV 3: 
	Social Combat Rate 3: 2
	Social Combat Notes 3: 
	Virtue Flaw Name: [Berserk Anger]
	btnVirtue: 
	compassion 1: Yes
	compassion 2: Yes
	compassion 3: Off
	compassion 4: Off
	compassion 5: Off
	temperance 1: Yes
	temperance 2: Yes
	temperance 3: Off
	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
	Virtue Flaw Duration: One full day.
	limit break 1: Yes
	limit break 2: Yes
	limit break 3: Yes
	limit break 4: Yes
	limit break 5: Yes
	limit break 6: Yes
	limit break 7: Off
	limit break 8: Off
	limit break 9: Off
	limit break 10: Off
	Virtue Flaw Limit Break Condition: 
	conviction 1: Yes
	conviction 2: Yes
	conviction 3: Yes
	conviction 4: Yes
	conviction 5: Off
	valor 1: Yes
	valor 2: Yes
	valor 3: Yes
	valor 4: Yes
	valor 5: Yes
	Virtue Flaw Partial Control: Is without fear but not without sence.
	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
	Virtue Flaw No Control: Knows on fear. Challenges the enemy to single combat.
	Intimacies 1: 1. Honor

2. Niezwyciezone Slonce

3. Excel (głęboka sympatia i nadzieja, że kiedyś uda mu się szaloną lekarkę znowu spotkać)

4. Rufus (sympatia i wspólnota khem... zainteresowań)

5. Serena (sympatia)

6. Gwiazdka (sympatia i troska)

7. Revan (szacunek)

8. Symfonia (cos)

9. Plomien  (szacunek i wspólnota zainteresowań)

10. Cyrie (przeblyski uczuc z poprzedniego zycia)

11. Albert (Podaj mi piwo, kobieto)


	Intimacies 2: - Istoty Ciemnosci

- Infernale

- abysale (nie liczac Gwiazdki, Plomienia i Symfonii)

- Dynasci

- Niepokalanizm - zarowno wiara, jak filozofia

- Kochanica

- Maska Zim

- Xanatos

- Gethamane (zrobie tu k.. porzadek)






	Motivation: Zrobic porzadek na Polnocy; także zdobyc sławe wielkiego rycerza i poety. 
	Page Number 3: 2
	btnHidden 3: 
	btnSoaks: 
	Bashing Soak: 
	Lethal Soak: 
	Aggravated Soak: 
	btnDJM: 
	Dodge DV: 
	Join Combat: 1
	MoveDash: 
	btnWeapons: 
	Weapon Name 1: 
	Weapon Speed 1: 
	Weapon Accuracy 1: 
	Weapon Damage 1: 
	Weapon PDV 1: 
	Weapon Rate 1: 
	Weapon Range 1: 
	Weapon Tags 1: 
	Weapon Notes 1: 
	Weapon Ability 1: [Archery]
	Weapon Name 2: 
	Weapon Speed 2: 
	Weapon Accuracy 2: 
	Weapon Damage 2: 
	Weapon PDV 2: 
	Weapon Rate 2: 
	Weapon Range 2: 
	Weapon Tags 2: 
	Weapon Notes 2: 
	Weapon Ability 2: [Melee]
	Weapon Name 3: 
	Weapon Speed 3: 
	Weapon Accuracy 3: 
	Weapon Damage 3: 
	Weapon PDV 3: 
	Weapon Rate 3: 
	Weapon Range 3: 
	Weapon Tags 3: 
	Weapon Notes 3: 
	Weapon Ability 3: [Melee]
	Weapon Name 4: 
	Weapon Speed 4: 
	Weapon Accuracy 4: 
	Weapon Damage 4: 
	Weapon PDV 4: 
	Weapon Rate 4: 
	Weapon Range 4: 
	Weapon Tags 4: 
	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: 
	Weapon Speed 9: 
	Weapon Accuracy 9: 
	Weapon Damage 9: 
	Weapon PDV 9: 
	Weapon Rate 9: 
	Weapon Range 9: 
	Weapon Tags 9: 
	Weapon Notes 9: 
	Weapon Ability 9: [Melee]
	Weapon Name 10: 
	Weapon Speed 10: 
	Weapon Accuracy 10: 
	Weapon Damage 10: 
	Weapon PDV 10: 
	Weapon Rate 10: 
	Weapon Range 10: 
	Weapon Tags 10: 
	Weapon Notes 10: 
	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: +0
	Weapon Damage 13: +0B
	Weapon PDV 13: -
	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: +0
	Weapon Damage 14: +3B
	Weapon PDV 14: -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: +1
	Weapon Damage 15: +0B
	Weapon PDV 15: +2
	Weapon Rate 15: 3
	Weapon Range 15: -
	Weapon Tags 15: N
	Weapon Notes 15: 
	Weapon Ability 15: [Martial Arts]
	Armor Name 1: Chain Shirt 
	Armor Type 1: 
	Armor Soak 1: +3L/4B
	Armor Hardness 1: 
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	Possessions: 
	Total XP: Dług Expowy:18
	Age, actual:  35
	Age, apparent:  35
	Total XP spent: 
	Height: 200 cm
	Weight:  about 100 kg
	Gender:  Male
	Eyes: blue grey
	Experience Spend On 1: Zalecane niedługo (kolejność nieprzypadkowa):



Righteous Avengers Aspect (Ink Monkeys)

HEAVENLY GUARDIAN DEFENSE

INVINCIBLE FURY OF THE DAWN

FIVEFOLD BULWARK STANCE

SOLAR COUNTERATTACK

READY IN EIGHT DIRECTIONS STANCE
	Hair:  shoulder length, dark blond


	Homeland: Clarimunda
	Skin:  pinkish
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