Mugen Rokuro

\Totemic Anima: Monkey

Essence
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Concept: Caste: Dawn
Motivation: Be the best swordsman
Age: 25 Sex: Male Hair Color: Brown Skin Tone: lighttank  Eye Color: green Personal Pool

\Peripheral Pool

Attributes

Virtues

\ A\

Anima

Strength 00000 OOO00 Compassion Temperance « Cause Caste Mark to glow brightly (1 mote)
Dexterity 00000 OOO00 0 00O 0 00O + Cause anima to glow bright enough to read by (1 mote)
Stamina 00000 OOO0O OoOooao oOoooOoao « Know the precise time of day (1 mote)
Conviction Valor *
Charisma 00000 OOO000 "X NoNoXe) 00000
Manipulation 00000 OOO00 L OoOooOooaog OoOooOooao )
Appearance ( 1 1 JoloNele]elele) Motes _ Banner Flare Stealth
Perception 00000 00000 Virtue Flaw 1-3 Caste Mark glitters Normal
) 4-7 Caste Mark burns +2

Intelligence 08000 00000 Hininininininininin 810 | Coruscant Aura Impossible
Wits 00000 OOOO0O0 11-15 [ Brilliant Bonfire Impossible

Ego Duel: The character discovers anenemy is dominating a - -

X 16+ Totemic Aura Impossible
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Social Combat

Join Debate

Dodge MDV
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§ B Velee 00000 00000 1 HjEjEin Attack Speed AUAGKMDV  AtGkMDV  Rate
M Thrown @O0000 O0O00O0 Presence
M war 00000 OO00O0 Intimacies Performance [ 6]
O Integrity [ 1 JololoNololo]o]e) To disprove any one school is better than others, Not have (I:nvesngat;)rl- c oV Nodi
i ommon Actions ommon odaifiers
£ [Operformance OOOOO OOOOO to pay for meals in a group Action Speed DV Source Modifier
é D Presence O O O O O O O O O O ioin Izebate 2[} Nzone Qppearance D/\ffgrence
i it B tivat +-
HResistance @@®OOO OO0O00O Mo?%l‘?gue 33 Viue +2
O survival 00000 00000 L ) \WMiscellaneous 5 2 Intimacy +-1 )
O craft 00000 OOO00O Arsenal
E» D Investigation O O O O O O O O O O Name Speed Accuracy Damage Defence Rate Range  Tags
: Do 89000 00000 punch sl [ a8 [ ol ale] [ 25 [ [ n
Medicine 3 ;
Ooccit  OOOOO OOO0O0 ok Ll [ ool sl [ sl _dle} 2L 3 [ 2 .
Clinch (6] [ +ol[ 8] [ +o|[4][e] a [ 1 CN.P
+MAteics ~@@@00 00000 1 N N N |
g M Avareness @@@®OO OOO0O0O 1 C 0 I 0 I
2 +Hooie  @@@00 00000 1 I e e
+Hraceny - 90000 90909 S S
+ [ Stealth 00000 OOO00O
X s o )
OBureaucracy OOOOO OOOOO
o . .
] Dmesucs OO00O00 OO0O0O Panoply
5 +[Ride 00000 OOO00O N vy p— N
L . ame S BI/L/A H. B/L. Mob.Pen. Fati
O sail 00000 00000 Nt Soak “"“ 3‘)‘ 1 | ‘f"“ess(“) | ‘° o | ‘a'gue |
[ socialize 00000 OO00O0 alural Soa | I I K I K | |
Crafts \ | | | | | | | | | |
raft - Air ective
Craft - A 00000 OOOOO0 | | Et 3 1 0 0 0 0 o]
Craft - Earth 00000 00000
Craft - Fire 00000 OOO00O0 Movement & Health
Craft - Water 00000 OOOO0O
Craft - Wood OOOOO OOOOO Move Dash Jump (H/V) Health Levels Rules
rart - VWoo! * Health: Bashing damage heals 1 health level per 3
o O O o O o O o o O | 4 | | 10 | | 14 ” 7 | -0 oo hours. Lethal damage healing rate varies (-0 = 6
| 3 | | 9 | | 12 ” 6 | -1 O hours; -1=2days; -2 = 4 days; -4=1week; _
99009 00900 = e oo Sanan s st
OOOOO OOOOO | > | | 8 | | 0 ” 5 | 2 0O as \ethél but cannot be healed magically.
- * Death and Dying: If characters incapacitated by
O O O O O O O O O O Lethal or Aggravated suffer further damage, they lose
O one Dyi_ng level per "Inactive" action.
Specialties LrfLle]le]las] 4 - Dying .ZM;::::]; a%ag:e:lha\ X Aggravated
Martial Arts - Masterless ..O \ Yards | Accounts for wound & mobility pen. Incap. D D D D )
Melee - Fighting with Swords @00
Dodge - Melle Attacks [ Jele} Combat
000 Join Battle Dodge DV Knockdown Stunning
OOO Threshold / Pool Threshold / Pool
000 Order of Attack Events Knockdown Common Actions
OOO Characters are knocked down if an attack deals more Action Speed DV Pen
1. Declare Attack raw damage than their Knockdown Threshold. Roll
OOO 2. Declare Defence Knockdown Pool (2) to avoid. Rising from prone Join Battle Varies None
3. Attack Roll requires an action. Prone characters take a -1 external Ready Weapon 5 -1
OOO g étlgck Regoll ties/Aooly Def penalty to all nonreflexive physical rolls. Ehys(ijcal Anick ‘ %/aries ’\il
. tract Penalties) efenses oordinate Attac one
6. Dgfence ”Rerol\l” s Stunning Aimr I 3 -1
7. Calculate Raw Damage Characters who suffer more health levels of damage Guard 3 None
g' épply Hardness & Soak, Roll Damage than their Stun Threshold in a single blow must make a | | Move 0 None
- Counterattack ) reflexive Stun roll (damage - Stamina) or be stunned Dash 3 2
10. Apply Damage, Knockdown & Stunning until their attacker next acts. Stunned characters take a g/llﬁfl:ellaneous g }/:lanes
+ : This ability is commonly affected by mobility penalty. -2 internal penalty to all non-reflexive physical rolls. RLilsepfrom Prone H e
123: Dark numbers indicate known Excellencies for this ability. ) U Full combat rules on pages 140-158. Inactive 5 Special
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Resources (Sword) 00000 O Low Realm
Artifact (Master Sword) 00000 O
Mentor (Kometurro) 00000 O
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Generic Charms
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Third (Ability) Excellency O OO OO O0OO0OO0OO0OO0OO0ODO0LOO0O e o OoOouOouOoOoonbooooo
Second (Ability) Excellency O @ O OO OO O0OOLOLOLOLOLOLOLOLOLOLOLOLOLOLOODO
(_First (Ability) Excellency O ®® OO0 0000000000 ee e O OO0 O0O0o0O0 o)
Name Cost Type Duration Details (Keywords, Targets) Source
Generic Charms
First (Ability) Excellency 1 m per die Reflexive (1/2) Instant Add dice, Max = Attribute + Ability Ex2, 183
Second (Ability) Excellency 2 m per success Reflexive (1/2) Instant Add successes, Max = (Attribute + Ability) / 2 Ex2, 184
Third (Ability) Excellency 4m Reflexive (4/6) Instant Reroll and choose best. Add (Ability / 2) to DVs Ex2, 185
Athletics
Monkey Leap Technique 3m Reflexive One scene Combo-OK Ex2, 223
Dodge
Reflex Sidestep Technique im Reflexive (2) Instant Combo-OK, Dawn Ex2, 227
Melee
Solar Counterattack 3m Reflexive (9) Instant Combo-OK, Counterattack, Martial-ready: Martial Arts, Ex2, 194
Archery, Thrown
One Weapon, Two Blows 3m Reflexive (1) Instant Combo-OK, Martial: Martial Arts Ex2, 191
Dipping Swallow Defense 2m Reflexive (2) Instant Combo-OK, Martial: Martial Arts, Mirror Ex2, 192
Hungry Tiger Technique im Supplemental Instant Combo-OK Ex2, 190
Bulwark Stance 5m Reflexive (2) Until next action Combo-Basic, Martial: Martial Arts Ex2, 193
Resistance
Ox-Body Technique None Permanent Permanent Stackable Ex2, 208
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