Name:Susanoo Hakase Concept:Rogue Scientist Izl

Player:James Caste:Zenith !EI Mark

Attributes
Strength +@©@®@®®O Charisma____ =@@ OO0 Percepti011—5+© @©@@®@®O
Dexterity #«@® O O OO Manipulation #@® O OOQ Intelligence 00 @®@®O
Stamina SOXOROKOX@®! Appearance—s*© ©®@®@®O Wits HOXOKOXOX®!
Abilities
Dawn Lenith Twilight
O Archery #0O0000 MW Integrity SIONORONONONN | CraftMagitech |E EONONONOR®)
O] Martial Arts @O0 OO0 M Perdormance F#00000 [nvestigation SONONONON®)
W Melee @O OO0 M Presence 00000 U Lore “@000O0
O Thrown OO0 OO0 M Resistance @@ ® ®@® [] Medicine 00000
L] War £ O0000O [ Suvival @000 0 M Occult EIONONONOR®
Night Eclipse Other
L] Athletics +@@O000 U Bureaucracy *O0000 U 00000
M Awareness " 0@@®@@®0 [ Linguistics “@@O000 U #O0O000O0
[ Dodge * ®@® OO0 [ Ride *®@0000 [ 00000
DLarcem) s 00000 O Sail s 0O0000 O =O0O000O0
[] Stealth £ 00000 [ Socialize s 00000 O 00000
E.SS@I‘IC@

Anima FHfects Wkis Anima Banner Levels

Cause the caste mark to 8low%rigl1th) fora - © @ © © O 1 3 ¢ W k " Kk
—J motes: eak caste mar.

scene (1 mote). i .
Cause the anima to glow brightly enough Perception + Awareness to notice

toread ]31) for a scene (1 mote). Peysonal' / / 4 - 7 motes: Strong caste mark
Know the precise time of the day (I mote). ’ Stealth at -2e difficulty
Can burn a dead body to ash (I mote per l)och)). 19 Celeulate 8 - 10 motes: Mll(‘l aura
Gains Essence to Soak and adds 1 to minimum Peyipheral; / / Stealth impossible

dice rolled for clamage (ef{ective minimum: Overdrive: 44 11 _ 15 motes: Bon fiye aura

Weapon Overwhelming or 2" Essence), . 56 Anima power auto-activation

against Creatures of Darkness, . .

and illuminate an area Essence "10 m wide Amma Banner 16+: ICOl‘l 1C aur 61. .

(10 motes). Fades when no peripherally essence is used

Works automatic after spending 1l motes
peripheral essence.

Advanced
Health Levels Specialties

~0i Bruised (] o] (] (o] ] ] ] [ () ] ] @®O Investigation (Research) ~ OOO
~1i Hurt (7 (7 (o] [ () (] (][] ][] [ @®®@O Resistance (Lab Accidents) OO0
(o] (o] (o] (o] (] [ [ [ (o] o] (O 000 000
~2i Wounded [ [ (] 0] (o] [NS] (] (O] (O (O] (BN 000 000
(o] (o] (o] (o] (o] [ [ [ [ [ [ 000 000
~4i Crippled S Q00 0]0]e)
Incapacitated

Banked actions & Stg le points

Healing Times, for each health level R I
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 ticks, can be saved with a
Wits + Medicine, diff: 5 + (number of dying levels lost) _ _

Pl e
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il Social Traits

Doclge MDV:7 Join Combat:7

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

Willpower © @ @ @@ @@ O OO
OO0O0000O0000ono

Social Attacks

Al)ilitg Speed Acc (Cha / Man) PMDV (Cha / Man) Rate Notes Caleulate
Investigation 5 6/5 3/>. 2
Performance 6 2/1 1/1 1 Attacks a whole area
Presence 4 3/2 2/1 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 Virtue Flaw:Deliberate Cruelty =1 Limit points Wite
©0000 ©©@00 DuationQuehullday Oooooooood
Conviction Valor Limit Break ConditiOlii&bmmMimss or backed against the wall
Q @ @ @ O Q O O O O Pdl/ tidl Control:Can show restraints when cruelty would be less effective. -1 die to social interactions.
Ooogoogd Ogoogoogoo NO COl‘ltYOl:[ Jses terror and cruelty to accomplish any goal
Intimacies
Motivation




SOdk ancl De{ense

Calculate
Bashing Soak:4 Lethal Soak:2 Aggravated Soak:0
Stamina + Armor (B) Stamina / 2 + Armor (L) Armor (L)
Calculate
Doclge DVA4. Join Combat:7 Move / Dash:1 / 7
(Dex. + Dodge + Essence + spe.) / 2 Wits + Awareness Dex. - armor mobility (+ 6)
Weapons
Weapon Speed Acc Damage PDV Rate Range Tags Notes Coleulate
PowerMace (L) 5 7(+2) [13L(+100) /4 | 3 (+]1) 2 O,F |Attunement:8
Power Mace (B) 5 7(+2) 15B/4 3(+1) PA O.F
Clinch 6 | 2(+0) | 3B(+0B) - 1 - |CNP
Kick 5 [ 2(+0) | 6B(+3B) | 0(-2) 2 - N
Punch 5 3(+1) 3B (+0B) 2(+2) o) ~ N
AYlllOY
Armor Type Soak(L/B)  Hardness Fatigue Mobility Notes

[n Combat

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.

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

Special Attacks

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

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

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

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

Action Options (

knockdown

Speed / DV mocli{ier)
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
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DClawspeak
DFIametongue

DForest~ton8ue
OGuild Cant

Languages

DHigh Realm DSeatongue
OLowRealm DSkLJ tongue
WOld Realm O
Riverspeak O

Charms

Charm

Cost Duration Type

Keywords

Effect

Seconcl Resistc‘mce E.xcellena

2m/die| Instant |Reflexive(Stepl/2)

Combo-OK

Add success per 2 motes of essence spent.
Can only double pool, no more

May use Resistance Excellencies as Innate powers

Ibmtance Essence FIOW I === I I Peymanent rather than Charms. Innate abiliities can not benefit
| | | | frem Charmdi +

f R TStccess speeds healing rate by a factor of 10, or
Body Mending Meditation 10m |End of Day| Supplemental Combo-OK |2 directly to successes of a doctor using Wound-Mending Care

Technigue. Can only activate when Inactive.

|Dura]3ﬂitu of Oak meditation

| Am | Instant |Re{lexive(Step7)

COl‘lll)O'-’OK

Invoke this charm alter an attack hits, but belore
damage is rolled. Sets solar's hardness to that attack at

Iron Skin Concentration

2m Reflexive (Step7)

Instant

Combo-OK
Qbvious

8
Koll' Stam+Res against attackers Essence. Negate
attack clamage on success. Failure adds +4A/ 8L/ 8B

|First Investigation Excellency

]
‘Add one die to the pool per mote of essence
spent. Can only double pool, no more

Judge's Ear Technique

Am__ |One Scene| Reflexive (Step1)

COl‘lll)O-OK

Thecharacter can recognize all lies deliberately and knows
half-truths but not which half. If a charm contests this, add Ess in
automatic successes of (perception + Investigation) to oppose the other

Integlitu~Protectin,¢i Prana

| Sm Iwp | OneDay | Reflexive (Step 2)

Combo-OK

a
OI3HTS protection against Shaping attacks. Litects that would be
harmless to the user (such as turning armor to cloth) are simply "
Undesirable effects” and work.

|First Craft (magitech) Fxcellency

|1m clie| Instant |Reﬂexive(5tepl/9)

Combo-OK

Purchase I Cratt die per mote spent. Can
not buy more than starting pool.

|OBJECT-STRENGTHENING TOUCH

| Sm | One Scene | Simple (Speecl 5)

Combo-OK

¥ Tf“ 1 (‘]‘\

Increase no. ol suc needed to damage the object by Ess

(4)‘ Increase (str+ath) rating bq Ess(4) to break bg feats
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O Forest-tongue
[Guild Cant

Com]oos

Combo

Cost

C]:ld! ms

I_.anguages

[High Realm [JSeatongue
OLow Realm Sky tongue
LOld Realm d
DRiverspeak O
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Aurtifacts & Panoply

Description
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Backgrounds

Atifact K4 @®000 O Q0000 O
Power Mace
Followers =] @®@@000 O Q0000 O
Mentor &l  e00000 00000 O
Alchemical by the name of Dreams of Past Futures.
Manse &l e®®000 Q0000 O
Familiar =] @®@@0O00 O 010100010
Connections E @OOOO O OOOOO O
Discreet repairs for Merchant Guild
=] OO0000 O OO0000 O
& 000000 Q0000 O
000000 Q0000 O
Familiar OOOOO O
Familiar's Name: Spcl/ Acc/ Dmg/ Rate: Health Levels
Creature: Doclge/ Soak (L/ B): -0 D D D D D D D D D
Str/ Dex/ Sta: Abilities: -1 D |:| |:| |:| D |:| |:| D D
Cha/Man/App: 2 OJOO00O00dt
Per/Int/Wits: 4 OO0O00004acd
Willpowerzo OO0OO0OO0OO0OOOOO Notes: e OOOOOOOOO
O0O0O0O0O0O0OoOon0

26 o=l




Manse ¢5° Hearthstones

Rating Name Description
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Possessions

Experience Description

Total:29 Age, actual:Dd Age, apparent:27

Height:61 Weight:187 lbs
Total spent:25 Gender:Male

Spent on: Eyes:Blue

Essence to 4 - 14 points, Investigate to 4 - 1 points, e

Hair: >reen
Resistance toD -2 points, Awarenessto4 -1 points,
Followers to 2 -1 points, Manse to 3 -2 points, Familiar Homeland:
to D - 2 points, Investigation specialty (Research)2 v G
dots - 1 point, Resistance specialty (Lab Accidents) 2 Skin T ellowish Green
dots - 1 point

Picture
History
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