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ESSENCE WILLPOWER

ABYSSAL EXALTED Concept:
Sheet v2.2 by Democritus - www.tricktonic.com Motlvatlon:
Personality:
Player: Description:
ATTRIBUTES
Streng'Fh @O000 Char.isma . @O00O0 Perce.ption |_Jolele]e] @00000000O0
Dexterity @O00O0OO Manipulation @O0OOO0O Intelligence @0000
Stamina @OOOO Appearance @O0000 Wits |_Jolele]e] Base Pool Bonus  Total
peronst | N
ABILITIES N
Dusk Caste 1 2 3IMEF Midnight Caste 1 2 3IMEF Daybreak Caste 1 2 3IMEF g::is:a:rl;h E:i iiiiw;wm of all Virtues
1 Archery 00000 mooOa  lintegrity 00000 ooooa  Crafts 00000 toood .
[IMartial Arts OOOOOQ mooon  [IPerformance OOOQO DOOOD 00000 Commited Essence  Personal Periphera
LI Melee 00000 OOOOO  [JPresence OO0O0OO OOOOO 00000 r__”__j
LI Thrown 00000 OOOOa  [JResistance OOOOO OOOOO 00000
O War o000 OOooa  dSurvival OO0O0OO OOOOO 00000
Day Caste 1 2 3IMEF Moonshadow Caste 1 2 3IMEF OOOOO
1 Athletics 00000 omooOa  [JBureaucracy OOOOO OOOOO 00000
LJAwareness OOOQO OOOOO  [Linguistics OOOOOOOO0OO  [lnvestigation OOOOO 00000
L1Dodge O00OQO OIOOd  [IRide 00000 omooo  [lLore OO0O00 D000d
LlLarceny O00O0O0 oOOOd  [JSail 00000 mmooa  [IMedicine ~ OOOOO OOOOO Mmmm[::ﬂ::]
[ Stealth 00000 OIIOO  [MSocialize 00000 mmooo  [MOccult OOOO0 OOoao
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Description / Details
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Manse Cult Other
AtEase: +4m/hour Creation etc.: 0%
Relaxed: +8m/hour

Feeding: 1 mote /1 HL
RESONANCE
ANIMA

Anima Flare
1-3 mark blackens
4-7 mark bleeds
tenebrous aura
chilling bonfire
16+ totemic aura

Other Effects

none

Stealth +2 diffculty
Stealth impossible
Anima Power activates
Anima Power activates

|

| NORONONONONORONONO)
Oo0OoOoO0Ooooono

Compassion Conviction
0000 00000
Ooood I

Temperance Valor
@0000 @0O000
I o |

Acting against a Virtue:
When acting contrary to a Virtue ranked at 3 or
higher, the character has to fail at a Virtue roll. If the
roll succeeds then TWP may be spent to suppress the
Virtue for the scene and to act as desired. If the
primary Virtue is suppressed, gain 1 point of Limit.

Flawed Virtue:

Abyssals have one Flawed Virtue. Using this Virtue
(even when channeling) automatically adds one
point of Resonance to the character.

OO0O0oo0onOaooy

Venting Resonance:
Reflexively roll Essence. Each success vents one point
on an effect but no more than the character has
Resonance. Up to Essence may be spent on Blight or
Branding, up to the greater of Essence or Whispers
may be spent on Conduit. Stigmata has no limit. See
page 114p for a list of effects.

Failing the initial roll causes effects for Essence
points while adding a point of Resonance.

EXPERIENCE

Total Remaining




WEAPONRY SOCIAL ATTACKS

3 Actions 4 Actions

Weapon Speed Accuracy Damage Rate Range Defense Tags ?AC“?QS e, o
[ Punch s W[ Heosl W3 H — He[ Ko L KT [ [ ]
[ Kick s Mol Hesl Wof — H2[ Ko L W1 [T [ [ ]
[ Clinch (6 ol Wrosl Wi W — FHwa[ Hnce W [ W [ [ W [ [ ]
| K[ K [ H N W[ N L W1 [T [ [ ]
| LK [ K [ W H K [ H L KT [ [ ]
| K[ K [ H N W[ N L W1 [T [ [ ]
| LK [ K [ W H K [ H L KT [ [ ]
| | I I O [ N
+Dex+Ability  +Strength (+Dex-+Ability)/2

vs. Melee vs.Ranged Penalty Base Bonus  Armored Battle/Debate ~ War
e | < > | A - i

User Either Shield or Cover Bonus (Dex+Dodge+Ess)/2 -Penalty Battle/Debate: Wits+Awareness

Threshold Dice Pool

Threshold Dice Pool

nockiows | W S0AK AND ARMOR

War: Wits+War (-Magnitude)

Ability Speed NG Cffiece Rate  orestOefnn Decedulbeie
|Presence ” 4 H || ” 2 ” | | |
|Performance || 6 H ” ” ! H l | |
|Investigation ” 5 H || ” 2 ” | | |
+Charisma +Manipulation (+Charisma)/2 (+Manipulation)/2

Base Bonus

Mental Dodge DV I:I

(WP+Integrity+Ess)/2

DV Modfiers:
Supporting/Opposing Intimacy +1/-1
Supporting/Opposing Virtue at 3+ +2/-2

Supporting/Opposing Motivation +3/-3

Only highest bonus and penaly apply
Difference in Appearance. Maxmimum +3/-3

Botched attack last action -2

INTIMACIES

Established?

]

Mood /
Lies Intimacy

ead ovaion I

Lies: Perception+Investigation

Intimacy:

Perception+(Socialize or Investigation)

Mood / Lies Intimacy

e oovaion |

Mood:
Intimacy:

Manipulation+Socialize/2
Manipulation+Socialize

Maximum: Willpower+Compassion Intimacies

COTT ) | - 0 00000
-I;}i]crssPhooolﬁ: ;:m:::H%esistance B?::S:ooolﬁz (Séaer::rasta?f(s/"\sttf?\zgecs or Resistance) Permanent B SoLak A B Harcli_ness A D OOOOO
If more HL damage than Threshold roll Dice Pool A If Ra‘w Damage exc.eeds Threshold roll Dice Pool | Natural ' | | | 0 H 0 | ) | 0 | O O0000
If failed, -2 Internal Penalty until next attacker action If failed, character is prone (-1 External Penalty) D OOOOO
T N | C 29000
POSSESSIONS | K T T H T T[] o 00000
e N [ ] H 1 1] O 00000
: O 00000
Plerced H | | H | [ |
O 00000
| L K[ T[] g 00000
e W [ | H [ [ | O 00000
lpierced M [ [ W [ [ | O 00000
O 00000
|Penalty || | | Fatigue H | O O0000
O 00000

COMBAT ACTIONS MOVEMENT

Join Battle (Varies/-0)
Attack / Ready Weapon  (Weapon/-1)
Coordinate Attack (5/-2)
Simple Charm (6/-1)
Guard (3/-0)*
Aim (3/-1)*
Move (0/-0)
Dash/Climb/Swim (3/-2)
Jump/Rise From Prone (5/-1)
Misc. Action (5/Varies)
Inactive (5/Special)

* Aborting does not refresh DV

Wound

Penalty Move Dash Vertlcal Horlzontal
o M H [ |
BN
EX I
[+ W N [ |
Move: Dexterity-Penalties* (min 1 yd)

Dash: Dexterity+6-Penalties* (min 2 yd)
Jump (Vert.): Strength+Athletics-Penalties*

Jump (Horiz.): As Jump (Vertical) but x2

* Penalties:  Wound Penalty+Mobility Penalty

HEALTH

Penalty Health Levels Healing

o O CICICICIC] shrest
4 O DCICCIC 2dvest
1 0 00000
2 O CICICICIC] 4drest
2 0 00000

Incap. D D D D D D Death

Double Healing Times when active

2w rest

New Intimacies need to reach a rating of Conviction to take effect and become Established. They remain active
until they are reduced to 0 and thus destroyed. An Intimacy can not change by more than 1 point per scene.

LANGUAGES SOCIAL ACTIONS

Join Debate
Social Attack
Simple Charm
Guard
Monologue/Study
Coordinate Attack
Move
Dash/Climb/Swim
Read Motivation
Misc. Action
Inactive

* Aborting does not refresh DV

(Varies /-0)
(Varies /-2)
(6/-1)

(5/Varies)
(3/Special )



CHARMS AND SPELLS
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QOOQOg First (Ability) Excellency

Varies

1m/ die

Reflexive (1/2)

Instant

[0 Add dice up to (Attribute+Ability) to a roll Corebook 183

OO Q00 Second (Ability) Excellency

Varies

2m/sux Reflexive (1/2)

Instant

[0 Add up to (Attribute+Ability)/2 (round down) successes Corebook 184

QOOQOOQ Third (Ability) Excellency

Varies

4m

Reflexive (4/6)

Instant

[ Use after a roll to reroll, new result is optional or add (Ability/2) to a static rating (DV) Corebook 185

OOQQn Infinite (Ability) Mastery

Varies

2m+ Twp  Simple (6 tix)

1 scene

[ Every 2 commited motes reduce the cost of the 1st, 2nd and 3rd Excellency by 1 for the rest of the scene Corebook 185

OOQOdn (Ability) Essence Flow

Varies

none

Permanent

Instant

O Allows the 1st to 3rd Excellency to be used without counting as Charms. Incompatible with Infinte Mastery Corebook 187

Name

Looks

Effect

Name

Looks

Effect

Name

Looks

Effect

Name Name
Looks Looks
Effect Effect




