BASED UPON EXALTED 2ND SHEET BY VOIDSTATE - FERG@VOIDSTATE.COM - MORE RPG STUFF AT WWW.VOIDSTATE.COM/RPG
THIS VERSION BY JAMES P. BARRETT - JAMES.P.BARRETT@GMAIL.COM - WWW.BAZZALISK.ORG.UK

[

1

7

HAIR: FEATURES:
EYES:

SKIN:

HOMELAND: SEX:

sTRENGTH @ Q QQQ cHARISMA

AGE:

"4 \
CONCEPT:
PERSONALITY:
MOTIVATION:
INTIMACIES
(Max = WP + Compassion)
\ P

@000

Q rercerrion @O OO0

DEXTERITY @ Q OO O manruaTon @ Q OO O wreLLGence@ O OO O

stamina. @ QOO arrearance @O QO Q wits

I [\

Favoured

BILITIES

@®0000
mm— \/|RTUES m—

NOTES / PORTRAIT / ANIMA BANNER

ATTRIBUTES s = | ANGUAGES == s FXPERIENCE m——

TOTAL

——— SPECIALTIES & CRAFTS

BANKED

SPENT

O acery___ OO000 @0000
[0 ATHLETICS 00000 COMPASION IFO0O0 888 888
O awareness_ QO0OOO0O convicion ®O000 000 000
] BUREAUCRACY 00000 (| 000 000
O crarT See Craft Section  TEMPERANCE 58888 o000 o000
O oo @0000 000 000
(| I|DNTI22;|TY 88888 YR Ooooa 000 000
O mnvesteaton. OO0 s BACKGROUNDS & EQUIPMENT
g t&RgﬁlN;iggggg BACKGROUND DETALS
N 33039
O Lore 00000
O MARTALARTS_ OO000 00000
O MmeDICINE 00000 00000
OmMeeee O0000 00000
O 00000
- OCCULT. ggggg 00300
PERFORMANCE
1 PRESENCE 00000 88888
[0 RESISTANCE 00000
00000
I RiDE 00000
00000
O sAL 00000 00000
[ SOCIALISE 00000 00000
[0 sTeALTH 00000 00000
O SURVIVAL 00000 00000
LI THROWN 00000 00000
O war 00000 00000
SOCIAL COMBAT COMBAT
ATTACKS ~ SPEED HONESTY DECEPTION RATE Hm‘)EISTY D;‘C;\F;T'O" WEAPONS SPEED ACCURACY  DAMAGE DEFENCE RATE  RANGE
PRESENCE D D D D D D Eﬂ ﬁnlfl ‘ipo'nﬂ El ‘ipc'nlfl Eln ﬁ‘
PERFORMANCE D D D D D D D DI:' I:lDI:l l:l:l El -
INVESTIGATION I:I D D D ch’D MDI D DI:' I:lDI:l l:l[l El -
Chatsna - Menpuiton B O OO OO0 OO O O
poocemov [ | Jowpesate [ ] % %% %%% %% % %
WILLPOWER pooceov | PARRYDV sjomneatie [ |
WILLPOWER 8888888888 ARMOUR(DQMD’Jdge)/Z.M(mFen SOAK ’F\’AECI)\IB réJé négsl} SOAK Bashing / Lethal / Agg

s |OVEMENT & HEALTH e—

MOVE DASH JUMP WOUND HEALTH LEVELS
Horizontal  Vertical PENALTY

O OO0 B © (g

(J 0 OO -« (OO0,

1 1 [J [ -2 |O0O:if
S

(JJ JJ - (o =

Dexterity Dex+6 (Str+Athletics ~ Str+ Athletics

-MobPen. - Mob. Pen. “Mob.Pen.  -Mob.Pen. INCAP D

“Wound  -Wound ~Wound -Wound

Penalty Penalty Penalty) x2 Penalty [7] Bashing [ tethal 7] Aggravated

HEALING: Bashing damage heals 1 health level per 12 hours. Agg and

Lethal damage healing rate varies (-0 = 1 day;-1 = 1 week;-2 =2 weeks; DEATH & DYING: Characters reduced below

-4 orincapacitated =1 month, cannot heal without rest). For health

levels other than -4 and incapacitated double these times if not

resting. Agg cannot be healed by m

A character who suffers more than 4 health levels of lethal o agg in a
single attack suffers a disabling wound. Circle the relevant wound
boxes and any wound penalties continue to apply even after the

health levels heal

SPEED TRACK

Use paper clips or markers to track
the ticks until your character's next action

agic.

Incapacitated by L damage must take the
Inactive action, losing one Dying Health Level
each action. All character’s should have the

opportunity for a last dramatic soliloquy before

death.
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Lethal Bashing Lethal Bashing BASE SOAK  stamina / Stamina: 2
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ARMOR  Use Lethal soak for Aggravated
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Threshold / Pool to Resist

knockoown [ ][]

Sta + Resistance /
[Sta or Dex]+ [Athletics or Resistance]

Characters may be knocked
down if struck with an attack that
deals more raw damage than
their (Stamina + Resistence).
([Stamina or Dexterity] + [Athletics
or Resistance] ) (difficulty 2) to
avoid. Rising from prone requires
an action. Prone characters take a
-1 external penalty to all non-
reflexive physical rolls.

Penalty resets on your action.

CURRENT DV / MDV PENALTY

Use paper clips or markers to track your character's current penalty.
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STUNNING

Stamina

Characters who suffer more
health levels of damage than
their Stamina in a single blow
must make a reflexive Stamina
+ Resistance roll (difficulty
of damage - Stamina) or be
stunned until the attacker next
acts. Stunned characters take a
-2 internal penalty toall non-
reflexive physical rolls.
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ORDER OF COMBAT

Declare Attack

Declare Defense
Attack Roll

Attack Reroll

Subtract Penalties/
Apply Defenses
Defense "Reroll"
Calculate Raw Damage
Apply Hardness & Soak,
Roll Damage
Counterattack

0. Apply Damage,
Knockdown & Stunning
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COMMON ACTIONS
Action (Speed / DV Penalty)

Join Battle (Varies/-0)
Ready Weapons (5/-1)
Physical Attack (Varies/-1)
Social Attack (Varies/-2)
Co-ordinate Attack (5/-0)
Simple Charm (6/-1)
Guard (3/None)

Move (0/None)

Dash (3/-2)

Jump (5/-1)

Rise From Prone (5/-1)
Miscellaneous (5/Varies)
Inactive (5/Special)




