PERSONAL INFO

ESSENCE & ANIMA

NAME PLAYER PERMANENT ESSENCE
CONCEPT [ ] O O O O
CASTE PERSONALITY PERSONAL y
TOTEM ANIMAL TELL
\ANIMA TOTEM FACE/RANK )
ATTRIBUTES WILLPOWER
STRENGTH 0000 O0OO0O0OOOOOOO PERIPHERAL /
DBT + =
DEXTERITY @®0000 ooooooooon
DBT + = NATURE
STAMINA @®0000
R Regain WILLPOWER when: _
CHARISMA ©0000 - - COMMITTED (a/rtnfact, charm or spell/mjtes)
MANIPULATION [ Jelelele y y
°°°% | T
ANIMA EFFECTS
PERCEPTION
DBT + €0000 ] cOMPASSION [] TEMPERANCE + Cause c(aste mark and tattoos or anim)ag:o glow
= brightly (as 4-7 or 810 anima banner) (1 mote
INTELLIGENCE [ lelele]e] ® O0O0O @®00O0O0 + Cause TELL to become unmistakeable (I mote)
Oooo0oOoO0 Oooooa + Recognize day of the lunar month (1 mote)
WITS @®0000
\_ J SUCCOR: CUNNING: ¢ Caste abima ability:
CONVICTION [J vALOUR
ABILITIES =
®e OO0OO0OO @0 O0OO0OO0
[JARCHERY O0000 OO0 O0O00O ooOoogogoog BANNER FLARE STEALTH  LOCK?
[ JATHLETICS 00000 METTLE: GLORY: 1-3 | Caste mark glitters | Normal No
CJAWARENESS 00000 \ J
4_7 | Caste mark +2 No
[JBRAWL 00000 & tattoos burn
o [ LT ]
< g EISI)DDL(J;IEANCE 88888 8-10| Coruscant aura Impossible | No
= [ MARTIAL ARTS 00000 Of0O0O0Oooooon-g 1115 Brilliant bonfire | Impossible | Yes
[JMELEE O0000 GREAT CURSE: 16+  Totemic image Impossible ~ Yes
CJRESISTANCE 00000 N 4 /
O THROWN 00000
| - : ) 00000 WEAPONRY & ATTACKS
CRAFT
= CRAFT ( ) 00000 WEAPON SPD ACC DMG  DEF RATE RANGE
/S +[J LARCENY 00000
O LINGUISTICS 00000 Human Form:
w [JPERFORMANCE 00000 DB
&= [JPRESENCE 00000
— % [RIDE 00000 Human Form:
O sAIL 00000 DBT:
L \\ N\ [JSOCIALISE 00000
V. [ STEALTH 00000 Human Form:
CJSURVIVAL 00000 DBT:
¢ FIST: Spd +0 Acc +1 Dmg +OB Def +2 Rate 5 + KICK: Spd -3 Acc +1 Dmg +3B Def -3 Rate 3
[JBUREAUCRACY 00000 (* CLINCH: Spd —6 Acc +O Dmg +OB (piercing) Def +O Rate | )
O [INVESTIGATION 00000
2 oo 00000 | o VT S
Z [IMEDICINE 00000 ARMOUR
2 Ooccult 00000 ARMOUR SOAK (B/L) MOB PEN FATIGUE HARDNESS SHIELD COVER BONUS
Type Melee  Missile
/ yp
SPECITALTIES \ , y /
o]e)
000
000 SOAK & HEALTH
\‘:’ This ability is commonly affected by mobility penaltg/ HUMAN (B/L/A) DBT (B/L/A) + HEALING: Bashing damage heals | health
NATURALSONK [/ | [ /s | Il pr 3ot of e Lethl damage g
C OMBAT + ARMOUR / / / days; —4 = | week; Incapal:itated =1 \A;eek).
+ / / / / Double these times if not resting. Aggravated
HUMAN /DBT TOTAL / / / / damage cannot be healed magically but
BASE INITIATIVE / TOTAL (Piercing) / / / / otherwise is healed at the same rate as lethal.
(Dexterity + Wits — Wound Penalty) AL (Piercing + BLEEDING: Caused by L damage. Stamina
1 (difficulty 1) to close wounds by force of will or
DODGE POOL / .
- - -0 O / yds/tn| lose IL every few minutes.
(Dexterity + Dodge + Essence — Mobility Penalty) i o0 y yds/tn |+ INFECTION: Caused by L damage. Stamina +
+ KNOCKDOWN: Knocked down if receive over Resistance (difficulty | or more) to resist.
Stamina + Resistance pre—soak damage in a single 00 + DEATH & DYING: When character reduced
/ yds/tn  pelow Incapacitated, expires after (Stamina — |

—_— blow. Stamina + Resistance (difficulty 1) to avoid. -2
g At -2 to all dice pools until action is spent standing
up. Alternatively, may suffer knockback. Every 3
ﬁoints of raw damage throws them back one yard.
nockback never causes lethal damage.
KNOCKDOWN (Stamina + Resistance) / -4 O / yds/tn
/ + STUNNING: If take more damage than Stamina \. Incapacitated O No Movement

- in a single blow must make a reflexive Stamina +

per health level below incapacitated) turns.
Only magical healing which raises their health
to incapacitated can save the character.

Marking Damage: [7]Bashing[ZlLethal
[] Aggravated /

Resistance roll (difficulty equals the difference) or

\STUN DURATION (6 — Stamina) / ) \5) Check For Knockdown 6) Apply Soak 7) Roll Damage (minimum = essence) 8) Apply Damage 9) Check For Stun )

charactes are at —2 dice to all dice pools. C OMBAT S E QU ENCE

STUN THRESHOLD (Stamina) / 1) Attack Roll 2) Subtract Penalties (shields, cover, etc.) 3) Defence Roll (if successes remain) 4) Determine Damage
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CHARMS, GIFTS, COMBOS & SORCERY

NAME COST DURATION  TYPE EFFECT PAGE
+ Only a single charm may be used per turn, although the same charm may be used ¢+ By combining multiple charms into a COMBO, more than one charm can be used
multiple times if it is SUPPLEMENTAL or REFLEXIVE. in a turn, provided each charm used is part of that combo.

( Dice pools granted by EXTRA ACTION charms may not split. ¢+ Charms can only add up to ATTRIBUTE dice to any dice pool. )
BACKGROUNDS MERITS & FLAWS
00000 cosT
00000
00000
00000
00000
00000 \ )
00000
00000 LANGUAGES
00000
00000
POSSESSIONS
LOCATION LOCATION
APPEARANCE
HUMAN
DEADLY BEASTMAN
HEART’S BLOOD FORMS
STR STA NOTES
EXPERIENCE
FULL MOON CHANGING MOON NO MOON CHANGING MOON
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