Character Creation

Characters begin with 20 Discretionary Points to spend on character creation.

1) Choose Attributes
2) Choose Resources and Size
3) Choose Skills

Freee Oneat 4, Twoat 3,Oneat 2
1 DP per Resource, Size of -3 t0 +3
Freee Oneat 4, Twoat 3, Twoat 2

4) Choose Nationality  (Optional) Free

5) Choose Race (Optional) 10 DP or 5 DP per Race

6) Choose Talents (Optional) Free: 1 Taent, 1 DPor 2 DP Each

7) Choose Sorcery (Optional) 15 DP, 10 DP, or 5 DP per Form

8) Choose Order (Optional) 2 DP, Abilitiesare 1 DP Each

9) Choose Psionics (Optional) 4 DPand 8 DP, or 2 DP and 4 DP per Field
10)  Choose Powers (Optional) 2DP, 4DP, or 6 DP

11)  Equipment (Optional) Free: Determined by Resources

Attributes

Theplayer assignspriority totheir four Attributes: Mental, Physical, Social, Spiritual. OneAttribute begins
at 4, two at 3, and the last one at 2. Thisisthe characta’ s beginning Attributes.

Increasing Attributes

2t05 2 DP per Point

6t09 3 DP per Point

10 4DP
Traits

Most Traits are calculated automatically. The two exceptions are Sze and Resources. Size is chosen
dependant on the character’ s rece, while Resources is purchased with DP.

Defence (Lower of Phydcal and Mental) — Size

Essence (Social + Spiritual) x 2

Health (Mental +Physical + Size) x 5

Initiative Mental + Physical

Resistance  Lower of Mental and Spiritua

Resolve Lower of Mental and Social

Speed Physical x 2 + Size

Resources 1to5 1 DP per Point
6t09 2 DP per Point
10 3DP

Size -3 to +3, as chosen by the player.
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Skills

The player choosesfive Skillsthat thecharacter isadept at, listing themin order of most important, to least
important. One Skill beginsat 4, two Skillsat 3, and two Skillsat 2. These are the character’ s beginning
Skills.

Increasing Skills

1to5 1 DP per Point

6t09 2 DP per Point

10 3DP
Nationality

The player chooses one Nationality, pickingthe region the character comesfrom. Thisisfree, and grants
the character an Attribute bonus, aswell asachoice between two L anguageswhich the character can speak
astheir nativetongue. It isstrongly suggested that the character buysthe Language Skill and takesTrade
if they do not begin with it, asthat isthe‘common’ language. Each Nationality also grants a discount on
specific Races, specific magical Forms, and potentially certain psionic Fields.

Race

The player may chooseto take asupernatural lineage. The character hasachoice of gainingdivine, faerie,
infernal, or wild heritage. In the case of wild blood, the character isafull member of theracechosen. In
the case of the divine, infernal, or faerie heritage, the character can trace their ancestry to one of these
supernatural races. Taking a Raceisoptional, and if the player wishes, they may purchase more than one
Race. Each Racegrants 3 free Powers, and additionally grants an Attribute borus.

Purchasing Race
The character’ s Nationality supports the Race. 5DP
The character’ s Nationality does not support the Race. 10DP

Talents

Talentsrepresent exceptional traitsthat aperson can possess. Each player beginswith onefree Talent, and
can choose up to four other Talents. Each Talent can only be teken once. Talents are optional.

Purchasing Talents
The character does not have a Race. 1 DP per Talent
The character has at |east one Race. 2 DP per Talent



Sorcery

The character may have devel oped one or more Forms of Sorcery. Sorcery represents the power of magic
and spell casting. The cost for Sorcery depends on whether or not the character' s Nationality or Race
supports the Form the character chooses. Taking Sarcery isoptional.

Purchasing Sor cery

Inappropriae Race or Natiorality 15 DP
Appropriate Race 10DP
Appropriate Nationality 5DP

If the character has chosen a Form of Sorcery, they must also choose Aspects. Aspects represent the
componentsof magicwhich areimportant to casting spells, suchasArea, Effect, Range, Targets, and Time.
The higher a character’ s Aspect, the more the character can do with their magic. The player chooses one
Aspect to begin at 3, two to begin at 2, and two to beginat 1. Aspects need only be taken if the character
has Sorcery.

Raising Aspects 3 DPper Level

Orders

Orders represent groups which operate towards common goals. These can be religious orders, secret
societies, or smply organizations. Taking an Order is completely optional. If a character does join an
Order, they gain a boost in four Skills, and are given access to one or more Abilities. Each Order has
specific rules and expectations for their members. A character can choose to take more than one Order,
but doing so requires Staff approval, and if the character disobeys the leader of their Order, or breaks the
rules that their Order follows, they may be removed. Doing so may result in the loss of all Abilities,
depending on the type of Order that the charadter is a member of.

Purchasing Orders 2 DP each
Purchasing Abilities 1 DPeach
Psionics

Psionics represent the sciences of the mind, special gifts that have been developed through training and
sudy. Psionicsarerare, and difficult to master, and are often seen as unusual by those who witness them
used. If the characterisfrom Tarantisor R’ Tal, they may have ganed formal training, which reduces the
cost of specific Fields of Psionics. A character can only ever have two Fields. If the character takes
Psionics, they gainthree Giftsfor free, representing specific Psionic powers the charader has devel oped.
Psionics are optional.

Purchasing Psionics

Field supported by character’ s nation 2 DPfor primary, 4 DP for secondary
Field not supported by character'snation 4 DP for primary, 8 DP for secondary
Gift 2 DP per level



Powers

Powersrepresent obvioussupernatural abilities, innateracial abilities, or very strenuousmartial techniques
that a character could possess. Powers are expensive, as characters are expected to be fairly mundane.
Taking Powersisoptional.

Purchasing Powers

Race-Approved 2 DP per level

Approved for Anyone 4 DP per level

Other Powers 6 DP per level
Equipment

A character begins with a number of free pieces of equipment. Theamount of equipment is determined
by the character’s beginning Resources. The character begins with one piece of equipment at the
character’ s Resource level, two pieces of one Cost less, three of two cost less, and so forth. Any further
equipment requires the character to make Resource Rolls. Taking equipment is optional.



