
Name:

Strength: Charisma: Perception:
Dexterity: Manipulation: Intelligence:
Stamina: Appearance: Wits:

Concept:
Motivation:
Anima:

Player:
Caste:

Attributes

Abilities Other traits
DAWN

Archery
MartialArts

Name Cost

Melee
Thrown
War

ZENITH
Integrity
Performance
Presence
Resistance
Survival

NIGHT
Athletics
Awareness
Dodge
Larceny
Stealth

SPECIALTIES

BACKGROUNDS

CHARMS

TWILIGHT
Craft
Investigation
Lore
Medicine
Occult

ECLIPSE
Bureaucracy
Linguistics
Ride
Sail
Socialize

Limit Break

Virtues
Temperance

Valor

Compassion

ConvictionWeapons

Virtue Flaw
Anima

Willpower

Soak
B L A

Health

Essence

Personal

Peripheral

Committed

-0

-1

-2

-4

Incapacitated

ExperienceAtributes: 8/6/4,Caste Abilities: 10,Another Abilities (inclued caste): 
18, Backgrounds: 7, Charms: 10 (five from caste or favored abilities), 
Virtue: 5, Essence: 2, Willpower: The total of two of your higgest vir-
tues, Personal essence: (Essencex3) + Willpower, Peripheral Essence: 
(Essencex7) + Willpower + (The sum of character virtues), Healt: 7 + 
charms skills, Bonus points: 15.


