
D
U

S
K

M
ID

N
IG

H
T

D
A

Y
B

R
E

A
K

D
A

Y
M

O
O

N
S

H
A

D
O

W

RESONANCE

Sepulchral chill

Living Shadows

Baleful pyre

Oblivion bonfire

Entropy Ascendant

FLAWED FATE

RELEASE CONSEQUENCES

RESONANCE RELEASE

Forced Anima Display

Flare the anima up to the 

8-10 mote level for a scene

Ravening

Mouth
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Underworld Attunement

Sense Underworld Essence

within (Essence × 100) yards

for a scene, identifying 

Death-aspected elements

ANIMA EFFECTS (1 mote)



CHARMS & NECROMANCY

Abyssal Exalted may use only one Charm each action. Supplemental and Reflexive Charms may be used multiple times up until the user's next action. Simple and Extra Action Charms cannot be included in  mundane flurries. Perlament Charms permanently
enhance a character's capabilities. Charms may never add more than the relevant Attribute + Ability in dice (or half that in successes) to o any given roll. CU

Ability, 3; Specialty, 3; Favoured/Caste Charm, 8;

Charm, 10; Non-abyssal Charm, 16

Favoured/Caste Spell, 8; Spell, 10

Attribute, Rx4; Favoured or Caste Ability, (Rx2)-1;

Ability, Rx2; Essence, Rx8; Virtue, Rx3; 

Willpower, Rx2

Increase:

EXPERIENCE COSTS

New:


