BASED UPON EXALTED 2ND SHEET BY VOIDSTATE - FERG@VOIDSTATE.COM - MORE RPG STUFF AT WWW.VOIDSTATE.COM/RPG
THIS VERSION BY JAMES P. BARRETT - JAMES.P.BARRETT@GMAIL.COM - WWW.BAZZALISK.ORG.UK

[ Name: ] ( Spirit Form: ] ’TeII: 1
N A
HAIR: FEATURES: CASTE:
EYES: MOTIVATION:
SKIN:
HOMELAND: CONCEPT: FACTION: \ r
e ATTRIBUTES IN HUMAN FORM m— e - SSENCE
Excellencies INSTINCTUAL
20 o PERMANENTESSENCE @ @QQQO OO0O00 %0
i [0 STRENGTH 0000 OO0 O 80
O oexteriTy 0000 OO0 O ANIMA EFFECTS PERSONAL MOTES |:|
70 I:I STAMINA .OOOO I:I I:I I:I D Cause Caste Mark and Tattoos Cause Anima to glow brightly .[I 70
to glow brightly for 1 scene enough to read by for a scene
(1 mote) (1 mote) o
60 D Cgprisma .Oooo D D D D Know day of lunar month, phase Cause Tell to become unmistakable E 7[| 60
D MANIPULATION .OOOO I:I I:I I:I I:I of moon, and time of day for (1 mote) 3 ~
50 [Oweeeance @O OOO0 OO O O rest of scene (1 mote) i [1- 50
AVAILABLE
40 [] PERCEPTION 0000 OO O 40
O neweenee @OOOO OO 0O O
30 0] wis @0000 OOooO O PERIPHERAL MOTES EII 30
20 | s A\B|||TIES m—— -] 20
0 WAR 0
D ARCHERY OOOOO MOTES BANNER DIFFICULTY STEALTH LOCKEDTO ANIMA E -[I
|:| ATHLETICS OOOOO SPENT  FLARE SPOTTELL DIFFICULTY TRUEFORMS ACTIVATES? = D
00 L] AWARENESS QQOQO0 13 | Caste Mark Glitters | Standard | Normal m} m] ° 00
B noeenm 33333 o [getons [ovosel,, | o | o =
5 ] MARTIAL ARTS Q0000 810 | conscantaura | ™00 [ipossie| B | OO Ul 5
L mELEE Q0000 1115 | Brillant Bonfire | 'MPOSsible | oocsipie | H vl L=
3 [ RESISTANCE Q0000 : e R B R AALRLE
D THROWN OOOOO 16+ | Totemic i Impossible
7 O war 00000 ——— SPEC|ALTIES & CRAFTS 7
LIFE
[ crarFT See Craft Section Q00LL Q00LL
6 [ LARCENY 00000 6
[J LINGUISTICS Q0000 0000 O Q00L O
5 ] PERFORMANCE Q0000 5
[ PRESENCE 00000 00000 Q000LO
2 ERDE 00000 Q0000 Q0000 |[*
SAIL 00000
3 [ sociALISE 00000 00000 QO0LL 3
] STEALTH QQQQ0Q Q000LOL Q000LOL
2 W suRVVAL 00000 00000 00000 |}
1 WISDOM 1
[ BUREAUCRACY Q0000 Q00LL Q00 0LO
] INVESTIGATION Q0000
0 0
O Lore 00000 Q000 0000
O occuLr Q0000 QO00LO Q00LO
[ mebiciNg 00000 00000 00000
SO CIA L CO IV B /A T 000000000000
INTIMACIES
ATTACKS ~ SPEED  HON DEC  EXCELENCY — RATE ~ HONESTY DECEPTION e
HON  DEC MDV MDV
PRESENCE ] ] O @ ] ] ] ]
PERFORMANCE [ 0 ] J @ ] ] ] ]
INVESTIGATION [ =] 13 &3 = D D
e iy Senn i

popcemov [ |

(Willpower +Integrity + Essence) / 2

@000Q0
COMPASSION == =

@0000
CONVICTION B oM

Excellency

sjowoesate [ ][]

Wits + Awareness

VIRTUES & WL L PO VV E R s

LIMIT VIRTUE FLAW
TEMPERANCE 58888 OooOoOooooooan EFFECT/DURATION
0000000000
vaor  BQOQQ wwrowsr 7P HEARFREEE



CHARMSS & SO R CER'Y 10

T FURY comeo NAME COST DURATION TYPE EFFECT PAGE
Lunar Exalted may use one Charm each action. Supplemental and Reflxive Charms may be used multiple times up until the user’s next action. Simple and Extra Action Charms cannot be included in mundane flurries. Permanent Charms permanantly
enhance a character’s capabilities. Charms may never add more than the relevant Attribute + Speciality in dice (or half that in successes) to any given roll.
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MOVE ~ CHARGE | commON ACTIONS
Endurance OOOOOOOOOO E D Action (Speed / DV Penalty)
ooooooooao : — | Move (0/None)
Stamina + Resistance  Dexterityx 100 (Dexterity | Dagh (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)

Disengage (0/None) Increase: Attribute, Rx4; Favoured or Caste Attribute, Rx3;

Upon each succesful attack roll (Charisma + War) against a difficulty of your Armour’s Spell (5/-2) Favoured Ability, (Rx2)-1; Ability Rx2;Essence Rx9;
fatigue value, on failure lose a dot of Endurance. A character with no remaining Virtue Rx3:Will power Rx2
;

endurance has a -2 penalty on all actions.
New:  Ability, 3; Speciality, 3; Favoured/Caste Charm, 10;
Charm, 12; Knack, 11; Favoured/Caste Spell, 10;
Spell, 12




BASED UPON EXALTED 2ND SHEET BY VOIDSTATE - FERG@VOIDSTATE.COM - MORE RPG STUFF AT WWW.VOIDSTATE.COM/RPG

e [ ORM S

Caste/
Favoured

] STRENGTH
[ DExTERITY

O stammna

] APPEARANCE

Excellencies
2nd  3rd

st

Infinite
Mastery

WEAPONS

[%)
o
m
m
o

DOOEHE

sowsarrie [ [ ]

Wits + Awareness

ORDER OF COMBAT COMMON ACTIONS
Action (Speed / DV Penalty)
1. Declare Attack Join Battle (Varies/-0)
2. Declare Defense Ready Weapons (5/-1)
3. Attack Roll
4. Attack Reroll Social Attack (Varies/-2)
5. Subtract Penalties/ Co-ordinate Attack (5/-0)
Apply Defenses Simple Charm (6/-1)
6. Defense "Reroll" Guard (3/None)
7. Calculate Raw Damage Move (0/None)
8. Apply Hardness & Soak, Dash (3/-2)
Roll Damage Jump (5/-1)
9. Counterattack Rise From Prone (5/-1)
10. Apply Damage, Miscellaneous (5/Varies)

Physical Attack (Varies/-1)

Knockdown & Stunning Inactive (5/Special)
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o EgEm
OECEm
I O Y
|
I O

To calculate total add:

DOOGEEEA

Characters may be
down if struck with an attack that
deals more raw damage than
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.

Characters who suffer more
health levels of damage than
their Stamina in a single blow
must make a reflexive Stamina
+ Resistance roll (difficulty
of damage - Stamina) or be
stunned until the attacker next
acts. Stunned characters take a
-2 internal penalty toall non-
reflexive physical rolls.
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HEALING: Bashing
damage heals 1
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healing rate varies
(-0=6 hours;-1=2
days;-2 =4 days;-4 =
1 week; Incap.=1
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be healed magically.
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[7] Bashing |5 Lethal [77] Aggravated

characters should have the oportunity for a last dramatic soliloquy

Dying Health Levels

Dying Health Levels

Dying Health Levels

before dying. Stamina Stamina Stamina
MUTATIONS AND KNACKS meeeeeessssssssssssssssssmm s NATURAL ABILITIES s
NAME EFFECT PAGE
SHAPESHIFTING TATTOOS TELL MODIFIERS DICE-CAPS
SPEED Miscelaneous action  Total immunity to any effect Hidden in other forms. ObservingaTrueForm X2 True form’s attributes count as natural for

Recieve adopted form'’s Str, Sta, and
App, and lower of human and adopted
form’s Dex.

which would change the Lunar’s

shape except for Lunar shapeshifting.

Evident in all True Forms.

Difficulty +1 for all
astrology targeting the
Lunar.

SPEED TRACK

Use paper dlips or markers to track
theticks until your character's nextaction

MDV TO SPOT TELL

Visible in all forms.

Looking fr Shapeshifters +1 detrmining dice caps.
Looking for Lunars +2 Attribute bonuses (but not penalties) in other
Know the Tell +2 forms count towards but are not limitted by

dice-caps.

CURRENT DV / MDV PENALTY

Use paper clips or

Penalty resets on youraction.

kyour character's current penalty.
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reflexive physical rolls.
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health levels of damage than
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must make a reflexive Stamina
+ Resistance roll (difficulty
of damage - Stamina) or be
stunned until the attacker next
acts. Stunned characters take a
-2 internal penalty toall non-
reflexive physical rolls.
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