
Adrios
Player Wordman

N
Caste Night
Aspects

*unselected nature aspect*
Chosen of the Unconquered Sun
Shhh.
You Can't Handle the Truth
Now We Play the Waiting Game
Former Assassin of the Tri-Kahn
Shower of Destruction
You Missed
Equivalent Exchange
Gullible

Birthdate 8 Descending Water 740
Height 172 cm Hair Black
Weight 84 kg Skin Dark
Gender Male Eyes Brown

Attributes

Appearance ****O

Charisma *OOOO

Dexterity *****

Intelligence ***OO

Manipulation **OOO

Perception ****O

Stamina **OOO

Strength ****O

Wits ****O

Virtues

Compassion _
Conviction __
Temperance ___
Valor ___

Movement

Walk/trn 8.5 yds
Run/trn 17 yds
H/V Jump 14/7 yds
Carry 325 lbs
Lift 650 lbs

Languages

Riverspeak
Old Realm

Backgrounds

Artifact ***

Manse *

Mentor *

Resources **

Abilities

Archery *****

Ambush +2
Athletics ***OO

Awareness ***OO

Brawl OOOOO

Bureaucracy OOOOO

Craft (Water) ***OO

Dodge *****

Ranged +1
Endurance **OOO

Investigation *OOOO

Larceny **OOO

Linguistics *OOOO

Lore ****O

Martial Arts OOOOO

Medicine **OOO

Melee **OOO

Occult *****

Performance OOOOO

Presence OOOOO

Resistance *OOOO

Ride OOOOO

Sail OOOOO

Socialize OOOOO

Stealth ****O

Survival **OOO

Thrown **OOO

Willpower _______
Limit ///_______
Self-Indulgent immorality - Being confronted
with his own inadequacies or weakness.

Mark Hollow circle
Color Ghostly white and gold, tinged with

purple and purple-gray
Night Effects
When activating any charm, you may spend twice
the normal number of motes to prevent the
expenditure from adding you your anima
banner.Spend 10 motes to increase the difficulty
of all rolls to track or detect you by one.
Solar Effects
Spend 1 mote to do any of the following:
• Cause caste mark to glow brightly for a scene
• Cause anima to glow bright enough to read by
for rest of scene

• Know the precise time of day for the rest of the
scene

Melee Weapon Acc. Dmg. Def. Speed
Knife +0 (7) +1L (5L) -2 (5) +3 (12)

Short Sword +1 (8) +2L (6L) +1 (8) +0 (9)

Bare Fist +0 (5) +0B (4B) +0 (5) +0 (9)

Kick -1 (4) +2B (6B) -1 (4) -3 (6)

Ranged Weapon Acc. Dmg. Rate Range
Immaculate

Golden Bow
+5 (15) as arrow 5 300

Motion of the
Sharp Wave

+2 (12) as arrow 3 300

Armor B/L/A Mob.Fat. Diff
Natural 2/1/0

Rising Flag 12/9/9 -1 0

Total 14/10/10

-0 _ Heal in 360 minutes

-1 ____ Heal in 48 hours

-2 ______ Heal in 96 hours

-4 _ Heal in 168 hours

Inc _ Heal in 168 hours

Total Experience Points 382
Unspent Experience Points 55
Spirit-Cutting Attack - 10xp 20 (of 64 hours)

Increasing Strength Exercise - 8xp 0 (of 24 hours)

Reversal of Fortune Shot - 8xp 0 (of 40 hours)

Unhesitating Arrow
Technique - 8xp

0 (of 40 hours)

new combo - 24xp 0 (of 648 hours)

Sight Without Eyes - 8xp 0 (of 48 hours)

Accuracy Without Distance - 8xp 0 (of 80 hours)

Heart-Seeking Missile - 8xp 0 (of 40 hours)

add Heart-Seeking Missile to
combo - 5xp

0 (of 120 hours)

Comprehensive Deliquescence
Cauldron - 10xp

0 (of 56 hours)

Magical Alchemy to 1 - 2xp 0 (of 40 hours)

Transformative Touch 0 (of 64 hours)

Arrow Storm Technique Archery core.155 Extra Action Instant 8m, 1wp

On a successful attack, make another attack on a target you have not yet hit this round. Repeat until you miss or run out of targets.

Dazzling Flare Attack Archery core.156 Supplemental Instant 1m/2 dice

Add one die to attack pool and up to twice Essence damage dice. Arrow may ignite flammable objects, but is consumed.

Fiery Arrow Attack Archery core.156 Supplemental Instant 2m

Add Essence damage dice. Arrow may ignite flammable objects, but is consumed.

Immaculate Golden Bow Archery core.157 Simple One scene 5m, 1wp

Conjure bow with accuracy and rate equal to Essence and range of 300. Bow adds Essence to damage.

Phantom Arrow Technique Archery core.156 Supplemental Instant 1m/arrow

Conjure arrow of any standard type, which dissappears a few seconds after impact.

Rain of Feathered Death Archery core.157 Supplemental Instant 3m/arrow

Fire up to Essence arrows at once at a single target. One attack roll is made, but damage rolled for each arrow seperately.

Trance of Unhesitating Speed Archery core.155 Extra Action Instant 3m/extra attack

Make up to Essence extra attacks.

Wise Arrow Archery core.154 Supplemental Instant 1m/die

Add up to Dexterity + Archery dice to attack roll.

Heaven Weeps Fire Archery divnull Combo 1 turn 8m, 2wp, 1m/attack, 1m/2
damage

Arrow Storm Technique, Dazzling Flare Attack, Phantom Arrow Technique, Seven Shadow Evasion.

Flow Like Blood Dodge core.198 Simple One scene 5m, 1wp

Dodge any attack with Dodge + Dexterity for the rest of the scene.

Leaping Dodge Method Dodge cb_n.75 Reflexive Instant 4m

When used with a dodge attempt, leap (Strength + Athletics) x 3 yards vertically or twice that horizontally.

Reed in the Wind Dodge core.197 Reflexive Instant 1m/2 die

Buy up to Deterity + Dodge dice for a single dogde roll.

Reflex Sidestep Technique Dodge core.198 Reflexive Instant 2m

Dodge even unanticipated attacks with 2 x Essence.

Seven Shadow Evasion Dodge core.198 Reflexive Instant 6m

Automatically dodge a known attack.

Shadow Over Water Dodge core.198 Reflexive Instant 2m

Dodge a known attack with Dexterity + Dodge.

Ox-Body Technique Endurance core.170 Special Permanent 0m

Gain extra health levels. May buy Endurance times. Each time, buy a -0 level, two -1 levels or one -1 and two -2 levels.

Ten Magistrate Eyes Investigation core.185 Supplemental One scene 3m

Add Essence score in automatic successes to any Investigation rolls.

Flawless Pickpocketing Technique Larceny core.200 Simple Instant 3m

Pick a pocket without detection

Integrity-Protecting Prana Lore core.186 Simple One day 5m, 1wp

Your body and mind cannot be warped or twisted by the Wyld. This does not defend possessions.

Chaos-Repelling Pattern Lore core.186 Simple One hour 10m, 1wp

Your body, mind and possessions (up to a fully laden horse) cannot be warped or twisted by the Wyld.

Body-Mending Meditation Medicine core.188 Reflexive One day 10m

Heal at 10 time normal rate. Cannot be used on others. Does not speed healing of aggravated damage, or allow the regeneration of
amputated or destroyed tissue. Can activate even if unconscious.

Grievous Injury Recovery Method Medicine core.190 Simple One day 10m

With a day of bed rest, heal yourself of Essence plus successes on Stamina + Endurance roll health levels. Does not heal aggravated
damage or allow regeneration.

Spirit-Detecting Glance Occult core.192 Simple One scene 3m

Perceive unmanifested spirits.

Blurred Form Style Stealth core.202 Simple One scene 8m, 1wp

While hiding or moving slowly, all trying to spot you add your Essence to the difficulty of their Perception + Awareness roll. For
each ranged attack you make, those who see it get a free Perception + Awareness (1) roll. Successes of ranged attacks against you are
reduced by your Essence, while melee attacks are reduced by 1.

Easily Overlooked Presence Method Stealth core.201 Simple One scene 3m

Those not actively looking for you will ignore you as part of the scenery.

Invisible Statue Spirit Stealth core.202 Simple Until
disturbed

5m

No amount of visual searching will find you, as long as you stay still.

Sound and Scent Banishing Attitude Stealth core.203 Simple One scene 6m

You and possessions you touch make no noise. You leave no scent trail.

Essence *****OO

Personal 22 (0) __________ __________ __

Peripheral 51 (12) __________ __________ __________ _________x xxxxxxxxxx x



- 10xp
Magical Alchemy to 2 - 3xp 0 (of 60 hours)

Prayer Subverting Tears - 10xp 0 (of 144 hours)

Magical Alchemy to 3 - 6xp 0 (of 120 hours)

Increasing Strength Exercise - 8xp 0 (of 24 hours)



Essence Union Dart ** Commitment: 2 ab_a.76 equipped

Targets hit with dart less likely to avoid further ranged attacks from owner, increasing dodge difficulty by Essence and ignoring modifiers for cover.

Feathers to the Setting Sun **** Commitment: 1 Mounts: 1 wola.54 orichalcum, equipped, attuned

Repair: 2. A cape that, when activated with 10 motes, can turn into wings, capable of flying 80mph. Maneuvers with reflexive Dexterity + Athletics + 6 rolls and adds six dice to aerial

dodging. In flight, emit a halo of glory at will, adding three to Appearance. Orichalcum Wings of the Raptor, white with gold thread. Holds the Monkey Stone.

Motion of the Sharp Wave ** Commitment: 4 Mounts: 1 core.343 equipped, forceattuned, black jade

Black jade short bow, with carvings of rushing, crashing water forming the arms. This bow was taken from a dragon blooded official Adrios assassinated.

Rising Flag ** Commitment: 3 core.345 equipped, attuned, orichalcum

An orichalcum reinforced buff jacket given to Adrios by Jorias. Adrios has covered most of this armor in a black laquer, only allowing the golden tracings of the armor's design, two

rising flags, to show through.

Strong Warding Charm Against Fair Folk * Commitment: 0 core.337 equipped

Fair Folk at -2 to affect you.

The Monkey Stone ** Type: wood Trigger: constant cb_d.78

-2 difficulty to all Athletics rolls (min 1); x2 climbing speed & jumping distance Leaping distance with stone is 28 yards horizontal, 14 yard vertical.

Will generally activate Flow Like Blood before doing anything else in combat. If ambushed, will generally default to dodge. If

attacked up close, will use Leaping Dodge Method to leap away from the attackers (note that hearthstone doubles leaping distance)

and into bow range. If faced with an overwelmingly powerful attack, will use his perfect defence: Seven Shadow Evasion.

When attacking from stealth, Adrios will use his jade bow, Motion of the Sharp Wave and the Blurred Form Style charm. He will try

to avoid raising his anima banner, so will generally only use personal essence. He might use his anima ability to supress his banner

(paying double for charms) if the situation is dire, but in such cases it may be better to give up stealth.

When stealth doesn't matter, he will summon his Immaculate Golden Bow to attack at range. He typically uses target arrows against

armored targets, broadhead arrows otherwise. Most often, he will conserve essence for dodging and split is pool as much as possible to

attack. For shots that really need to count, he will use Rain of Feathered Death or Dazzling Flare Attack (both can be used while

splitting his pool). Note that at his Essence rating, using Dazzling Flare Attack will always be a better choice than Fiery Arrow Attack.

When facing a swarm of lightly armored opponents (like mortal infantry), he will use Arrow Storm Technique.

His Heaven Weeps Fire combo consumes huge amounts of essence but is best suited against a squad of more heavily armored foes. It

is usually used either as a last resort, or when he knows he has plenty of backup.


