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HEALING: Bashing damage heals 1 health level per
3 hours. Lethal damage healing rate varies (-0 =6
hours;-1 =2 days;-2 = 4 days; -4 = 1 week;
Incapacitated = Tweek). Double these times if not
resting. Agg. damage cannot be healedmagically.

SPEED TRACK

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

[7] Bashing [X] Lethal [FZ] Aggravated
DEATH & DYING: Characters reduced below
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.

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.

Guard (3/None)

must make a reflexive Stamina Move (0/None)

+ Resistance roll Calculate Raw Damage

(difficulty

of damage - Stamina) or be Apply Hardness & Soak, Dash (3/-2)
stunned until the attacker next 20" Damage Jump (5/-1)
acts. Stunned characters take a ounterattack Rise From Prone (5/-1)
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Miscellaneous (5/Varies)
Inactive (5/Special)

0. Apply Damage,

-2 internal penalty toall non- Knockdown & Stunning

reflexive physical rolls.

CURRENT DV / MDV PENALTY

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

Penalty resets on your action.
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NAME COsT DURATION TYPE EFFECT PAGE

. Abﬁssal Exalted may use only one Charm each action. SL(Jﬂ)Iemental 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
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MOVE  CHARGE

COMMON ACTIONS
Endurance OOOOOOOOOO D D Action (Speed / DV Penalty)

DDDDDDDDDD Move (0/None)

Stamina + Resistance  Dexterityx 100 (Dexterity | Dash (3/-2)
+6) x 100 Guard (3/None) TOTAL BANKED SPENT
Apply target unit’s magnitude as an external penalty to all attacks. Inactive (5/Special) EXPERIENCE COSTS
Disengage (0/None)

Upon each succesful attack roll (Charisma + War) against a difficulty of your Armour's | Spel| (5/-2) Increase: Attribute, Rx4; Favoured or Caste Ability, (Rx2)-1;
fatigue value, on failure lose a dot of Endurance. A character with no remaining Abi|ity Rx2: Essence, Rx8: Virtue, Rx3:

endurance has a -2 penalty on all actions.

Willpower, Rx2

New: Ability, 3; Specialty, 3; Favoured/Caste Charm, 8;
Charm, 10; Non-abyssal Charm, 16
Favoured/Caste Spell, 8; Spell, 10




