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Attributes 5/4/3+Skills 11/7/4 (+3 qpecialties) * Seeming: Choose 1 free Skill Specialty in Athletics, Brawl or Stealth; Record Blesqing and Curse * Contracts 5 dots *
Merits 7 ¢ (Buying the fifth dot in Attributes, Skills or Merits costs two points) * Health = Stamina + Size * Wl”power = Res ol\e + Composure * Size = 5 for adult human-sized |
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