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SURPRISE then roll damage

9. Counterattack

10. Apply damage, knockdown,
and stunning

Dex + Stealth.

m Apply defenses
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*May choose to deal less damage than the amount rolled if so desired. May never deal more damage than Stamina with a single Bite attack. Each level of damage
dealt grants one mote to the Abyssal.
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Bashing Damage heals one health level per 3 hours. Lethal healing rate varies
(-0=6 hours;-1=2 days;-2 = 4 days; -4, Incap= 1 week). Double if not resting.|
Agg.Cannot be healed magically.

If an attack deals more Raw Damage than
the Knockdown threshold roll the pool
(diff.2) or be knocked down
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ESSENCE

PERSONAL ESSE!

PERIPHERAL ESSENCE

[Essence x 7] + Willpower + Sum of virtues
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[Essence x 3] + Willpower

ANIMA EFFECTS
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SOCIAL CONFLICT

Mote Recovery: Strenuous Activity: none Additional Mote RCCOVCFL):
At ease: 4m/hour -

Totally Relaxed: 8m/hour

All attacks take a dice bonus or penalty equal to the difference between the
attacker’s Appearance and the Defender’s Temperance.

+ Essence Strong Virtue +/- 2
Motivation +/- 3
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10. Apply effects

SOLO UNIT

EXPERIENCE

ENDURANCE

Apply target units magnitude as an external penalty fo all attacks.
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MOVE CHARGE
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Sta. + Res. (Dex.)x100 (Dex.
+6)x100

Upon each succesful attack roll (Charisma + War) against a difficulty of your Armour’s INCREASE: Attribute, Rx4; Favoured or Caste

fatigue value, on failure lose a dot of Endurance. A character with no remaining Ability, (Rx2)-1; Ability Rx2;Essence Rx8;
endurance has a -2 penalty on all actions. Virtue Rx3;Willpower Rx2

Essence 4: May not have Appearance 2
Essence 5: May not have Appearance 1,2, or 3

NEW: Ability, 3; Speciality, 3; Favoured/Caste
Charm, 8; Charm, 10; Non-solar Charm, 16;
Favoured/Caste Spell, 8; Spell, 10






