Wandering Star

Caste: Journeys

Star is the archetypal Journeys caste. Inquisitive, self-reliant and armed with a strong curiosity about what's across the next horizon, he's nonetheless a ready hand with his throwing knives when the situation calls for it. Too ready, as it turns out – his tendency to shank first and ask questions later resulted in him killing a few people he wasn't supposed to, and now he languishes in the Convention on Plot Coherence with the others.

Resplendent Destiny: The Gull. Star has woven for himself the archetype of the gull, the wandering traveller with no ties to any single place. By donning disguises related to this wandering nature (sailors, wandering martial artists and the like) he can temporarily interact with Fate.

Attributes

Strength: 3


Charisma: 3

Peception: 2

Dexterity: 5


Manipulation: 3
Intelligence: 2

Stamina: 3


Appearance: 2

Wits: 4

Abilities: Survival: 3, Thrown: 5, Athletics: 3, Stealth: 3, Investigation: 2, Martial Arts: 2, Occult: 1 Bureaucracy: 3, Dodge: 4, Ride: 2

Willpower: 5 Essence: 3

Essence: 16 personal 30 peripheral

Health levels: [0][-1][-1][-2][-2][-4][I]]

Anima power: Star may reflexively spend ten motes in order to activate his anima power. This anima power triples his movement and jumping distances for the scene, as well as those for any allies in the immediate area.

Charms: Star has the First Excellency in Thrown, Dodge and Martial Arts (he can spend up to his essence rating in motes in order to add  that many dice to the appropriate ability rolls.) Furthermore he has the following charms:

Life Gets Worse Approach: Supplemental. 3 motes. By infusing his attack with essence, he can imbue a thrown weapon with snarled strands of fate. Such an attack, if successful, results in the weapon remaining lodged in the wound, requiring a Strength+Athletics roll, difficulty 2, to remove. For the rest of the scene any time anyone misses a Thrown or archery attack Star may reflexively spend two motes of essence. If he does so the snarled strands of fate catch the errant projectile and drag it toward the unlucky victim of the charm. The person who made the original attack reflexively rerolls the attack (with any charms that enhanced said attack still applying to it) with the victim as the target.

Duck Fate: As a defense against any physical or mental attack, the Sidereal may reflexively pay ten motes and perfectly dodge the undesired effect, as the fate of the strike simply does not apply to him. He must, however, get at least one success on an Essence roll, or else the charm fails to take effect.

Karal Tesh

Caste: Serenity

A lecherous boozer, Karal takes a religious approach to debauchery: he serves Venus, Maiden of Serenity, and thus debauchery is his religion. After ruining a few basic jobs due to his drunken ways he was eventually shunted down to the Convention on Plot Coherence, and he's resented it ever since.

Resplendent Destiny: The Painted Boy. Tesh has woven for himself a fate disguise in the archetype of the Painted Boy, and so he may use disguises that tie in to this archetype (serving boys, male prostitutes, dandies and the like) in order to interact with Fate directly.

Attributes

Strength: 3


Charisma: 4

Peception: 2

Dexterity: 3


Manipulation: 4
Intelligence: 2

Stamina: 3


Appearance: 3

Wits: 4

Abilities: Presence: 4, Performance: 3, Integrity: 3, Martial Arts: 2, Dodge: 3, Resistance: 1, Bureaucracy 4

Willpower: 5 Essence: 3

Essence: 16 personal 30 peripheral

Health levels: [0][-1][-1][-2][-2][-4][I]]

Charms: Star has the First Excellency in Presence, Performance, Dodge and Martial Arts (he can spend up to his essence rating in motes in order to add  that many dice to the appropriate ability rolls.) Furthermore he has the following charms:

Avoidance Kata: Reflexive, 3motes. Usable only up to the second round in any given fight, Avoidance Kata rewrites reality so that the Sidereal was never there. He reappears somewhere in the vicinity out of danger and reality rewrites itself to explain any property damage or injuries he may have caused or suffered. Usable once a battle.

Duck Fate: As a defense against any physical or mental attack, the Sidereal may reflexively pay ten motes and perfectly dodge the undesired effect, as the fate of the strike simply does not apply to him. He must, however, get at least one success on an Essence roll, or else the charm fails to take effect.

Dancer

Caste: Battles

A highly capable swordswoman, Dancer finds herself in this ignoble position not through any misdeed of her own but rather the jealousy and caprice of her superiors, who seem to have been out for her since day one. As such she considers herself a cut above the petty incompetents she finds herself saddled with – though she's usually too polite to say so.

Resplendent Destiny: The Soldier. By masquerading as a simple soldier, wandering veteran or similar military types Dancer can interact with Fate.

Attributes

Strength: 3


Charisma: 3

Peception: 2

Dexterity: 5


Manipulation: 3
Intelligence: 2

Stamina: 3


Appearance: 2

Wits: 4

Abilities: Thrown: 2, Melee: 5, Martial Arts: 3, Presence:3, Bureaucracy 2, Resistance: 3, Investigation: 1

Willpower: 5 Essence: 3

Essence: 16 personal 30 peripheral

Health levels: [0][-1][-1][-2][-2][-4][I]

Charms: Dancer has the First Excellency in Melee, Dodge and Martial Arts (she can spend up to her essence rating in motes in order to add  that many dice to the appropriate ability rolls.) Furthermore she has the following charms:

Harmony of Blows: Extra Action, 8 motes.The sidereal makes all the attacks she could have made, not just the attack that she did make. The sidereal makes three separate attacks instead of one – these may be martial arts, archery, thrown or melee attacks as she flickers through fate, seeming to strike multiple blows at once.

Duck Fate: As a defense against any physical or mental attack, the Sidereal may reflexively pay ten motes and perfectly dodge the undesired effect, as the fate of the strike simply does not apply to him. She must, however, get at least one success on an Essence roll, or else the charm fails to take effect.

Symeon

Caste: Secrets

The only one of the circle to have requested a transfer to the Convention on Plot Coherence, Symeon is a stickler for protocol and doing things 'the right way'. He uses his arcane talents to ferret out secrets in order to keep fate on her proper course, no matter how much the rest of the circle resents his stodgy methodology.

Resplendent Destiny: The Sorceror. By masquerading as a learned man, occultist, Exalt or similar enlightened being Symeon can interact with Fate.

Attributes

Strength: 3


Charisma: 3

Peception: 3

Dexterity:3


Manipulation: 3
Intelligence: 5

Stamina: 3


Appearance: 2

Wits: 4

Abilities: Occult:3, Investigation: 5, Athletics: 3, Stealth: 3, Investigation: 2, Martial Arts: 2, Bureaucracy: 3, Dodge: 4,

Willpower: 5 Essence: 3

Essence: 16 personal 30 peripheral

Health levels: [0][-1][-1][-2][-2][-4][I]]

Charms: Symeon has the First Excellency in Investigation, Lore, Dodge and Martial Arts (he can spend up to his essence rating in motes in order to add  that many dice to the appropriate ability rolls.) Furthermore he has the following charms:

Efficient Secretary Technique Simple. 2 motes. This charm creates a small spider construct, not unlike the pattern spiders who tend the Loom of Fate. By spending the mote cost the Sidereal can send his arachnid information gatherer to the archives of heaven in order to do research for him – this takes a miscellaneous action, or about a minute. The spider can only look up simple, objective facts and can only obey basic requests of about one sentence in length. For example 'When did it last rain in Nexus?' or 'Who stabbed this man?' It cannot answer questions like 'Why does this person hate me?' or other vague questions of this nature.

Duck Fate: As a defense against any physical or mental attack, the Sidereal may reflexively pay ten motes and perfectly dodge the undesired effect, as the fate of the strike simply does not apply to him. He must, however, get at least one success on an Essence roll, or else the charm fails to take effect.

Nerada Vasha

Caste: Endings

The dour, taciturn assassin and medic of the circle, Vasha refuses to talk about why he was assigned to the Plot Doctors, and everyone's a little too afraid of him to ask. One thing is certain though – he's very handy with his knives and surgical tools, but to help and wound those around him as Fate decrees.

Attributes

Strength: 4


Charisma: 3

Peception: 2

Dexterity: 5


Manipulation: 3
Intelligence: 2

Stamina: 3


Appearance: 2

Wits: 4

Abilities: Survival: 3, Medicine: 4, Melee: 5, Martial Arts: 2, Thrown: 1, Investigation: 3, Stealth: 4, Bureaucracy: 3, Awareness: 3

Willpower: 5 Essence: 3

Essence: 16 personal 30 peripheral

Health levels: [0][-1][-1][-2][-2][-4][I]]

Charms: Vasha has the First Excellency in Melee, Dodge, Stealth and Martial Arts (he can spend up to his essence rating in motes in order to add  that many dice to the appropriate ability rolls.) Furthermore he has the following charms:

Underling Invisibility Practice: Simple, 4 motes. A fact of life is that people ignore their social inferiors. This charm enhances that natural arrogance. As long as it is active and someone believes the Sidereal to be their social or professional subordinate or inferior, they simply ignore them completely. It is as though the sidereal were invisible. It takes three willpower points to break this illusion, and people who are attacked immediately see through the disguise.

Duck Fate: As a defense against any physical or mental attack, the Sidereal may reflexively pay ten motes and perfectly dodge the undesired effect, as the fate of the strike simply does not apply to him. He must, however, get at least one success on an Essence roll, or else the charm fails to take effect.

