Karone

Concept: Knight
Motivation:

Aspect: Fire

Age: 0
\Totemic Anima:

Sex: Male

Hair Color: blonde and pBinwitnpinRddghlights Eye Color: Green/red

Personal Pool
\Peripheral Pool

N N NONONONONOROXO®

8 Total / ___ Available
22 Total / ___ Availablej

Attributes

Virtues

\ G

Anima

Strength [ I JololoNololole]e) Compassion Temperance « Cause skin to glow brightly (1 mote)
Dexterity 00000 OO000 [ N NOoNONe) (X N NoNe) « Cause anima to glow bright enough to read by (1 mote)
Stamina 00000 OOO0O ooooag oOoooOoao « Know exact location in relation Fo po!e Fl mote)
00000 00000 Conviction Valor « Banner Flare damages everything within 2 yards
Charisma (X _NONON®) (X _NONON®) :
Manipulation 00000 OOO00 L OoOooOooaog OoOooOooao )
Appearance 00000 OOOO0O0 Motes _ Banner Flare Stealth
Perception 0000 00000 Great Curse 2 Sngous weky o
; 00000 00000 4-7 Skin glows brightly +2
Intelligence 00000 00000 I:‘ I:‘ I:‘ |:| |:| |:| |:| I:‘ I:‘ I:‘ 8-10 Shining Aura (1L/minute) Impossible
Wits illi i
Upon Limit Break, the character becomes possessed by 11-15 Brllllan_t Aura (1L/3 turns) |mp0$Sfb|e
L )\ Temperance and the power of Fire. U 16+ Totemic Aura (1L/turn) Impossible

/

Willpower

Social Combat

A\

.

.

Otinguisics ~ OOO0O 00000 'YX X X X YoJoloxexe Join Debate Dodge MDV [ 4 ]
Ovore 00000 OO00O0 ;
= H t D i
Z  Ooceutt 00000 00000 L OO n )| Attack Speed AUGMDYV  AtackMDV  Rate
+ [ Stealth 00000 00000 Presence
O Thrown 00000 OOO00O Intimacies Performance
Investigation 5
O awareness  @@OO0 OOO00 e e
ommon Actions ommon odaifiers
E=t D Craft OOOOO OOOOO Action Speed DV Source Modifier
LI“J, O Integrity OO00O00 OO0O0O ioin Izebate 2[} Nzone Qpp_earance D/\ffgrence
OResistance @~@OOOO OOO0O0O Mamaiogue 33 Vi " o
. War .. .O O O OOO O \U /) \Miscellaneous 5 -2 Intimacy +-1
+ l Athletics 00000 OO000 Arsenal
[ + . DOdge . . O O O O O O O O Name Speed Accuracy Damage Defence Rate Range  Tags
£ i 0008000000 | | iy s e e f 3 o i
resence :
Msocaize  ©@@00 00000 1 ek N T X 3 e .
Clinch [l [ +o|[8] [ +o|[2][&] 4] [ 1 CNP
Oureaucracy @@OOO OO0 N N N |
5 investigaion OOOOO OOO00O0 C 10 I 0 I aarr
§ +Otaceny 00000 00000 I e e
HMartial Ats @@@OO OOO0O00 C 10 IC 10 LIl CJCJ0C1
Csal 00000 00000 [ N
\ -
[ Archery ®0O000 O000O0
g [Medicine 00000 OO00O0 Panoply
£ DUrerformance @@®OOO OOOO0O N
. ame Soak (B/L/A Hard B/L, Mob.Pen. Fati
+.R|de ...OO OOOOO o ok ‘oa ( 3‘)‘ lH ‘ ‘ar ness(H ) ‘ ‘0 en ‘ ‘atlgue ‘
O survival 0000 OOO00O0 atural Soa | I I K I K K |
Crafts \ | | | | | | | | | |
Craft - Air OO0000 OOO00O0 |_Effective [ 3| 1] o] | o] o] | o] | o]
Craft - Earth 00000 00000
Cratft - Fire 88888 88888 Movement & Health
grag - xatedr OOOOO OOOOO Move Dash Jump (H/V) Health Levels Rules
rart - VWoo! * Health: Bashing damage heals 1 health level per 3
o O O o O o O o o O | 5 | | 11 | | 10 ” 5 | 0 o hours. Lethal damage healing rate varies (-0 = 6
~ hours; -1 = 2 days; -2 = 4 days; -4 = 1 week;
4 10 8 4 1 O
99009 00900 = e oo Sanan s st
O O O O O O O O O O as \ethél but cannot be healed magically.
| 3 | | 9 | | 6 ” 3 | -2 O « Death and Dying: If characters incapacitated by
OOOOO OOOOO ] Lethal or Aggravated suffer further damage, they lose
one Dying level per "Inactive" action.
* Marking Damage:
SpeCiameS | E | | ! | | 2 ” L | 4 D Dying Z Bashing IZ Lethal m Aggravated
Melee - Partisans .OO \ Yards | Accounts for wound & mobility pen. Incap. D D D D
Socialize - Courts 000
Ride - Winged Creatures [ Jele} Combat
888 Join Battle Dodge DV Knockdown Stunning
Threshold / Pool Threshold / Pool
000 Order of Attack Events Knockdown Common Actions
aracters are knocked down if an attack deals more ction pee en
o000 Ch knocked down if K deal Acti Speed DV P
1. Declare Attack raw damage than their Knockdown Threshold. Roll
OOO 2. Declare Defence Knockdown Pool (2) to avoid. Rising from prone Join Battle Varies None
3. Attack Roll requires an action. Prone characters take a -1 external Ready Weapon 5 -1
OOO g étlgck Regoll ties/Aooly Def penalty to all nonreflexive physical rolls. Ehys(ijcal Anick ‘ %/aries ’\il
3 tract t te Att:
s Dgfeﬁ; ”sgg”lues pply Defenses Stunning Ai?r?r inate Attacl 5 _1c>ne
;' 2a\c|ulate [Ij?aw Dgrgagi Roll D Characters who suffer more health levels of damage &Jard g mone
o oo e & SofK, Roll bamage than their Stun Threshold in a single blow must make a | | FO¥€ 3 one
10, Apply D Knockd: & Stunni reflexive Stun roll (damage - Stamina) or be stunned Miscell s v
- Apply Damage, Knockdown unning until their attacker next acts. Stunned characters take a | | ) 'gfl:e aneous H _1anes
+ : This ability is commonly affected by mobility penalty. -2 internal penalty to all non-reflexive physical rolls. RLilsepfrom Prone 5 1
123: Dark numbers indicate known Excellencies for this ability. ) U Full combat rules on pages 140-158. Inactive 5 Special
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Generic Charms
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Name

Generic Charms

First (Ability) Excellency

Melee

Dragon Graced Weapon (Fire)
Blinding Spark Distraction
Refining the Inner Blade
Presence

Glowing Coal Radiance
Auspicious First Meeting Attitude

Socialize
Warm-Faced Seduction Style

Cost
1 m per 2 dice
im
2m

3m, 1wp

2m
2m

Im

Charms
Type Duration
Reflexive (1/2) Instant
Supplemental Instant
Reflexive (9) Instant
Simple One scene
Reflexive (2) One action
Reflexive One scene
Supplemental Instant

Details (Keywords, Targets)

Add up to (Ability) dice to rolls.

Combo-OK, Elemental, Leader

Combo-OK, Crippling, Counterattack, Leader

Combo-OK, Elemental, Holy, Obvious

Combo-OK, Dynasty, Leader, War, Emotion, Obvious
Combo-OK, Emotion, Social

Combo-OK, Emotion, Social

Source

DB2, 128
DB2, 155
DB2, 155

DB2, 156

DB2, 156
DB2, 158

DB2, 160
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