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STUN BURATION
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ESSTNCE & ANIMA

5) Check For Knockdown 7) Apply Soak 6) Roll Damage (minimum = essence) 7) Apply Damage 8) Check For Stun Y,
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NAME PLAYER PERMANENT TSSENCE
CONCEPT _ . ‘ O O O O
ANIMA TOTEM PERSONAL /
CRETE ROMELAND AGE =
HRAR SKIN TYES
. J
RTTRIBUTES WILLPOWER
PERIPHERRL /
STRENGTH ©0000 O00000000O0
DEXTERITY @0000 OOoooooooon
STAMINA @®0000
NATURE
CHARISMA [ le]elele
MANIPULATION @0O000 Resain WILLPOWER when: COMMITTED B
APPEARANCE @0000 ~egamn when:
PERCEPTION @0O000 YIRTUE FLAYW
INTELLIGENCE ®0000 ANIMA EFFECTS
wTs [ Jelelele] . R + Cause Caste Mark to glow brightly (1 mote)
(g 4 LIMIT BRERX condition: + Cause anima to glow bcl"ighllq e?wugh to read
by for a scene (1 mote)
¢ Know the precise time of day for the rest of the
ABMATIES scene (1 mote)
LIMIT BREAK ¢
[ ARCHRERY 00000
g Deraws 00000 \DDDDDDDDDD/
% LIMARTIAL ARTS 00000
[~
Onowce 299 | CEEEETTTE, | o e s
LI TRROWN 00000 SPENT  FLARE DIFFICULTY
COMPASSION TEMPERANCE —
« CIEXDURANCE 00000 @0 000 ®@000O0 1-3 Caste mark glitters Normal
[nd LI PERFORMANCE 00000 OO0 OoOoogoog 47 Caste mark burns +2
5 LI PRESENCE 00000 510 Cormeml o » b
¥ OresisTance 00000 CONYICTION YALOUR oruscant aura mpossible
CISURYIYAL O0000 [ JONONONONN NONONONS) 1115 Brilliant bonfire Impossible
16+ Totemic aura Impossible
o OcRarT _ooooo | (BBODOO DODUDO J (L : Y,
5 CRAFT ( ). 00000
2 [JIRYESTIGATION 00000 WEAPONRY >
= [Lore 00000 b
™ Omemcine 00000 MELET WERAPONS SPEED  ACCURACY DAMAGE  DEFENCE RATE
Ooccurr 00000
inc. modifiers:
«OarkLeTncs 00000
; O awareness 00000 inc. modifiers:
& +Unonage 00000
X wLaRCERY 00000 inc. modifiers:
sUsTearw 00000 MSSILE WEAPONS ACCURACY  DAMAGE  RATE RANGE
w [JBUREAUCRACY 00000 : -
g O LINGUISTICS 00000 inc. modifiers:
% <Ore 00000
8 OsaIL 00000 inc. modifiers:
+ S cc g i Ra 2 S cc g [ 2
[1SOCIALISE 00000 § FIST: Spd +0 Acc +1 Dmg Def +2 Rate 5 ¢ KICK: Spd -3 Acc +1 Dmg Def -3 Rate
SPECIALTIES
000 ARMOUR
000 ARMOUR SOAK (B/L) MOBPEN FATIGUE HARDNESS SHKIELD COYER BONUS
000 / TYpe Melee  Missile
000 | | ; S )
% This ability is commonly affected by mobilily penalty
/ COMBRT BAST SOAK (B/L) / ¢ RERLING: Bashing damage heals 1 health level per 3 1
S S I
+ ARMOUR (B/L/A) / / hours. 1.ethal damage healing rate varies (-0 = 6 hours;
BAST WITIATIYE . (B/L/A) / / -1 =2 days; -2 = 4 days; -4 = 1 week; Incapacitated = 1
PONGE POOL B B week). Double these times if not resting. Aggravated
« KNOCKDOWN: Character be knocked = TOTAL (B/1/4) / / —  damage cannot be healed magically.
ROV IR Lhar acter may be m’x e )+ BLEEPING: Caused by 1. damage. Stamina (difficulty
down if receives more than Stamina + Resistance 0 |:| 9ds/in i
pre-soak damage in a single blow. Stamina + 0o 1) 1o close wounds by force of will or lose 11. every few
Resistance (difficulty 1) to avoid. Fallen - yds/in minutes.
characters are at -2 1o all dice pools until an ¢ INFECTION: Caused by 1. damage. Stamina +
action is spent standing up. 2 OO yds/in Resistance (difficully 1 or more) 1o resist.
KNOCKRNOWN ¢ DEATH & DYING: When character reduced below
4 O 1/t Incapacitated, expires after (Stamina - 1 per health level
¢ STURNING: Characlers who take more health INCAPACITATED . s/ below incapacitated) turns.
levels of damage than their Stamina in a single No Movement a1 T .
blow must make a reflexive Stamina + ° \ ¢ MARKING DAMAGE: Dbashmg ElLethal 1 Aggr aOalecl/
Resistance roll (difficulty equal to the difference)
or be stunned for (6 - Stamina) turns. Stunned
charactes are at -2 dice to all dice pools. COMBRT SEQUENCE
STUX THRESKOLR 1) Altack Roll 2) Sublract Penalties (shields, cover, elc.) 3) Defence Roll (if successes remain) 4) Determine Damage



NAME

COST

PURATION

TYPE

CRARMS, COMBOS & SORCERY <

EFVECT

N.B. Only a single charm may be used per turn, although the same charm may be used multiple times if it is Supplemental or Reflexive. However, by combining multiple charms into a Combo, more than one
Qharm can be used in a turn, provided each charm used is part of that combo. Charms can only double an attribute + abilily dice pool. Characters may not split the dice pools granted by Extra Action charms. J
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