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NAME PLAYER PERMANENT TSSENCE
CONCEPT _ [ ) ) O O O O
ASPECT ANIMA TOTEM PERSONAL /
ROUSE TTLE AGE
RAIR SKIN TYES
- J
RTTRIBUTES WILLPOWER
STRENGTH @0000 ONONONONORORONONOXO) PERIPRERAL /
PEXTERITY [ le]elele R
STAMINA @®0000 pbooddouoooo
+ THE GREAT CURSE: If temporary willpower
CHARISMA ®0000 reaches zero and anima is glowing, character
MANPULRATION @0O000 becomes violently possessed of aspects element as
APPEARANCE @0O000 their YIRTUE FLAYY takes effect.
VIRTUE FLAY ARIMR EFFECTS
PERCEPTION @0O000 ¢+ Cause skin to glow brightly (I mote)
INTELLIGENCE @0O000 ¢+ Cause anima banner to glow brightly enough
\st ®0000 ) NATURE t‘oléﬁgcxlo]ﬁufaolllois\;e\neelaﬂ{o‘: ?zae;specl's elemental
pole (1 mote)
¢ Spend 5 motes to:
ABILITIES Regain WILLPOWER when:
O LINGUISTICS 00000
00000
o D-ORE \- J BRETDING BANNER
= Uoccury 00000 03 4 5 FLARE
seTEaLTR 00000
O rumown oooco | EERTITIEE (- 7 oses
O] AW ARENESS 00000 COMPASSION TEMPERANCE g 47 36 2-5 |Skin glows brightly
X DICRRFT | ). 00000 0000 @€00CO0O0 o [810 79 68 [Mild Aura: 11/ minute
§ CRAFT ( ) O0000 oo ooodo E 11415 10-14 9-13|Bonfire Aura: 11./3 tns
w exnurance 00000 CONYICTION YALOUR = |16+ 45+ 44+ 'Iconic Aura: 11./1n
O MaARTIAL ARTS 00000 [ NONONONOIN NONONONO) . 1 1 . ]
+ Elemental anima damage effects anyone within
U resisTance 00000 \D o000 OOo0O0nOo D/ \characler's permenant essence in yards.
+OaTrLETICS 00000
w +[Inonge 00000 WEAPONRY >
® Omeree 00000 b
% O presence 00000 MELTE WEAPONS SPEED  ACCURACY DAMAGE DEFENCE RATE
Osociarise 00000
inc. modifiers:
I O BRAwL 00000
w O BuUREAUCRACY 00000 inc. modifiers:
2 OixvesTicanon 00000
=+ Larceny 00000 inc. modifiers:
Hean ©0000 MISSILE WEAPONS ACCURACY DAMAGE  RATE RANGE
O ARCRERY 00000
g [ MERICINE 00000 inc. modifiers:
O [ PeRFORMANCE 00000
= Ol RiDE 00000 inc. modifiers:
I SURYIYAL 00000 L FIST: Spd +0 Acc +1 Dmg Def +2 Rate 5 ¢ RICK: Spd -3 Acc +1 Dmg Def -5 Rate
SPECIALTIES
888 ARMOUR
000 ARMOUR SOAK (B/L) MOBPEN FATIGUE HMARDNESS SHITLD COYER BONUS
/ TYpe Melee  Missile
% This ability is commonly affected by mobilily penalty

J

BAST INTIATIVE
PONGE POOL

* KNOCKNOWN: Character may be knocked down
if receives more than Stamina + Resistance
pre-soak damage in a single blow. Stamina +
Resistance (difficulty 1) to avoid. Tallen
characters are at -2 1o all dice pools until an
action is spent standing up. Alternatively,
characters may suffer KNOCKBACK. [very three
points of raw damage throws them! yard back.
Knockback never causes lethal damage.

KROCKROWN

¢ STURNING: Characters who take more health
levels of damage than their Stamina in a single
blow must make a reflexive Stamina +
Resistance roll (difficully equal to the difference)
or be stunned for (6 - Stamina) turns. Stunned
charactes are at -2 dice to all dice pools.

STUN THRESKOLD
STUN DURATION
.
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BASE SOAK (B/L.) /

+ ARMOUR (B/L/R) / /

+ (B//R) / /

= TOTAN (B/%/R) / /

= T7O7TA% YS. PIERCING / /
-0 O yds/tn
-1 Od yds/in
-2 oad yds/tn
-4 O yds/tn
INCAPACITATED 0 No Movement

e ——

¢ RERLING: Bashing damage heals 1 health level per 3
hours of rest. Lethal damage healing rate varies (-0 = 6
hours; -1 = 2 days; -2 = 4 days; -4 = 1 week;
Incapacitated = 1 week). Double these times if not
resting. Aggravated damage cannot be healed magically
but otherwise is healed at the same rate as lethal.

1 ¢ BLEEDING: Caused by L. damage. Stamina (difficulty

1) to close wounds by force of will or lose 11. every few
minules.

¢ INFECTION: Caused by 1. damage. Stamina +
Resistance (difficully 1 or more) to resist.

¢ DERATR & DYING: When character reduced below
Incapacitated, expires after (Stamina - 1 per health level
below incapacitated) turns. Only magical healing which

\MJKRK)NG PAMAGE: [7]Bashing Xl eihal [ Aggravated raises their health to incapacitated can save the chzn'acler)

COMBAT SEQUENCE

1) Altack Roll 2) Sublract Penalties (shields, cover, elc.) 3) Defence Roll (if successes remain) 4) Determine Damage
\5) Check For Knockdown 7) Apply Soak 6) Roll Damage (minimum = essence) 7) Appl Damage 8) Check For Stun Y,

Exalted Dragon Blooded Character Sheet v2.3 (Power Wombat Version) by voidstate -

feedback welcome -

contact me at ferg@voidstate.com
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CRARMS, COMBOS & SORCERY <

N.B. Charms of a different aspect to your element cost one extra mote to acliviate. If a charm is used more than once in a single turn, the extra mote need be paid only for the first activation. Charms can only
\\double an ability + specially dice pool (not abilily + attribute as with Solar Exalted). However, dragon blooded characters can use reflexive charms in the same turn as other charms without the need for a comboy
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