PROXIMI

NAane: VIRTUE: DYNASTY:
PLAYVER: VicE: HERITAGE PATH:

CHRONICLE: CONCEPT: GROLLP:

ATIRIBUTES

rOER | Intelligence  ®0000 Strength @0000 Presence ©0000

INESSE | Wits @0000 Dexterity @0000 Manipulation @ 0000

' RESISTANCE]  Resolve @0000 Stamina éOOOO Composure  @0000

SKILLS OTHER TRAITS

MENTAL BLESSINGS Her1i(
< §i (3 unskilled) 00000 000000000000

JAcademics____ 00000 00000 o o o o [ o [
OComputer____ 00000 00000
O Crafts 00000 00000
OlInvestigation 00000 00000 .
DOt 00000 000 OnoBeeeD
O Occult 00000 00000
OPolitics 00000 00000 N o
[dScience 00000 00000
00000
AANA
e OO000
LHOYSIC AL 00000
i (1 unskilled) 00000
[ Athletics 00000 00000
OBrawl 00000 00000
O Drive 00000 00000 WIsDOa
O Firearms 00000 00000 10 (0]
O Larceny 00000 00000 9 O
[OStealth 00000 00000 8 @]
O Survival 00000 00000 7 @)
O Weaponry 00000 00000 6 O
5 )
FLANS 4 e)
3 )
SOCIAL 2 o)
§it (1 unskilled) 1 o
O Animal Ken 00000
O Empathy 00000 CURSE
O Expression, 00000 SIZE
OIntimidation 00000 SPEED:
OPersuasion 00000 DEFENSE:
Socialize 00000 ARMOR:
[OStreetwise 00000 INITATIVE MOD:
OSubterfuge 00000 EXPERIENCE:

Basic: Attributes 5/4/3  Skills 11/7/4 (+3 Specialties) * Sleepwalker & Proximus Merits Free ¢ Merits 7 * (Buying the 5th dot in Attributes, Skills or Merits costs 2 points)
Blessings 6 * Health = Stamina + Size * Willpower = Resolve + Composure ¢ Size = 5 ¢ Defense = Lowest of Dexterity or Wits® Initiative Mod = Dexterity + Composure
¢ Speed = Strength + Dexterity + 5 ¢ Starting Morality = 7

Illuminated: Attributes 8/6/4  Skills 13/9/5 (+3 Specialties) * Merits 7(+ additional 5 for conspiracy related merits) ® Morality = 5
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