Character: mberto

Player: Tim

Saga: The Cooenant of the Spear

Setting: Levant (Armenia) Current Year: 1218

Inouse: Mercere

Age 20 (200 Size: o Confidence: 1 (2)

Birth Name: Umberto
Year Born: 1191
Gender: Male
Race/Nationality: Italian
Birth Place: Lombardy
Religion: Pagan

Title:

Height: 13'6"

Weight: 60 Ibs

Hair: Black

Eyes: Brown

Handedness: Ambidextrous

Decrepitude: o ((arping: o (0)
Effects of Aging: Effects of Warping:
Characteristics

DESCRIPTION SCORE
Intelligence Int +3
Perception Per 0
Presence Pre +1
Communication Com (Strangely meaningful gest... +1
Strength Str -1
Stamina Sta +1
Dexterity Dex 0
Quickness Qik -1
Virtues and Flaws
The Gift (Special)

Strong Satyr Blood (Com and Pre Totals: +1 with sexually
compatible characters) (Major, Supernatural); Physical Quirk:
Hooves

Mutantum Magic (Minor, Hermetic)

Gentle Gift (Major, Hermetic)

Puissant Muto (Minor, Hermetic)

Privileged Upbringing (Minor, General)

Book Learner (Book Quality: +3) (Minor, General)

Good Teacher (Minor, General)

Second Sight (Minor, Supernatural)

Hermetic Magus (Free, Social Status)

Chaotic Magic (Major, Hermetic)

Weird Magic (Botches on Stressed Casting: Extra botch die) (Minor,
Hermetic)

Susceptibility to Divine Power (Minor, Hermetic)

Pagan (Major, Story)

Lecherous (*Major, Personality)

Covenant Upbringing (Minor, Personality)

Abilities

Exp.
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ABILITY (SPECIALTY)

Lombardy Lore (Established Redcap Routes)
Latin Empire Lore (Established Redcap Routes) (2)
Lesser Armenia Lore (Established Redcap Routes) (2)
Nile Delta Lore (Established Redcap Routes)
Armenian (prose) (13)

Artes Liberales (Geometry)

Athletics (Grace)

Awareness (Alertness)

Charm (first impressions)

Code of Hermes (Peripheral code)
Concentration (Casting Spells)

Faerie Lore (Faerie Forests)

Finesse (Terram)

Folk Ken (The opposite sex)

Guile (lying to authority)

Italian (Poetry)

Latin (hermetic usage)

Magic Theory (Enchanting Items) (10)
Order of Hermes Lore (House Mercere)
Parma Magica (Corpus)

Penetration (Muto)

Philosophiae (Ritual Magic)

Scribe (copying books)

Second Sight (Invisible things)

Survival (Mountains)

SCORE
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Personality Traits

SCORE

TReputations

SCORE

T)otes

History

Autumn 1214: Practice: Area Lore-0 to 1, Exp: 7
Winter 1214: Practice: Area Lore-0 to 1, Exp: 5
Winter 1214: Experience: Area Lore-0 to 1, Exp: 7
Spring 1215: Exposure: Armenian-0 to 0, Exp: 2
Spring 1215: Experience, Exp: 5

Spring 1215: Experience: Armenian-0 to 1, Exp: 6
Spring 1215: Advance season to Summer 1215, Exp: 0
Summer 1215: Exposure: Magic Theory-4 to 4, Exp: 2
Summer 1215: Set Up Laboratory: Season 2, Exp: 0
Summer 1215: Improve Laboratory: Remove Missing Equipment,

Autumn 1215: Training: Armenian Language-1 to 2, Exp: 16

Winter 1215: Study Rituals and the Art of Vim: Vim-4 to 6, Exp: 24

Spring 1216: Study Controlling the Flow by the laws of Contagion,
Syndeoche and Sympathy: Rego-6 to 8, Exp: 20

Summer 1216: Improve Laboratory: Remove Defective Lighting,
Exp: 0

Summer 1216: Exposure: Magic Theory, Exp: 2

Summer 1216: Invent Aegis of the Hearth, Exp: 0, Lab Total: 31

Autumn 1216: Teaching: Armenian-2 to 3, Exp: 19

Winter 1216: Study Musings into the Transformative Arts - an insight
from the Void: Muto-8 to 9, Exp: 15

Spring 1217: Study Musings into the Transformative Arts - an insight

Exp: 0 from the Void: Muto-9 to 11, Exp: 15
Fatigue Leoels mﬂunﬂﬁ RANGE NUMBER  PENALTY Notes
a Fresh Light Wounds 1-5 aagaaqq -1
a 0 2min. Winded Medium Wounds — 6-10 QaaQaag 3

) . Heavy Wounds 11-15 aagaaqq -5
J :1), :1))8 mm' F\[Yea;y Incapacitated 16-20 |
g - fn. e Dead 21+ 0
a -5 1hr. Dazed
a 2 hr. Unconscious ﬂrmur Soak: +1 =1 (Sta) + 0 (prot) + 0 (Virtues)

mtﬂpﬂns Qik+Weap-Enc = INIT Dex+Abil+Weap = ATK  Qik+Abil+Weap =DFN Str+Weap=DAM Load Range

Dodge -140+0=-1 -- -140+0=-1 -- -- Touch
Fist -1+0+0=-1 0+0+0=+0 -1+0+0=-1 -1+0=-1 -- Touch
Kick -1-1+0=-2 0+0+0=+0 -1+40-1=-2 -14+3=+42 - Touch
Equipment
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T)otes

Summer 1217: Set Up Laboratory: Season 1, Exp: 0

Summer 1217: Exposure: Magic Theory, Exp: 2

Autumn 1217: Set Up Laboratory: Season 2, Exp: 0

Autumn 1217: Exposure: Magic Theory, Exp: 2

Winter 1217: Exposure: Magic Theory, Exp: 2

Winter 1217: Invent Scribe the Perfect Circle, Exp: 0, Lab Total: 22
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House: Mercere

Covenant: New Covenant of the Spear
Wizard's Sigil: Environment seems more vivid briefly

Domus Magna:

Primus:
Parens:

Covenant of Apprenticeship:

Gauntlet Age: 20

Magical Arts

Technique Score  Exp. Form Score  Exp. Bonus MR Form Score  Exp. Bonus MR
Creo 6 21 Animal 0 0 0 10 Ignem 0 0 0 10
Intellego 2 3 Aquam 0 0 0 10 Imaginem 0 0 0 10
Muto 1143 66 Auram 0 0 0 10 Mentem 0 0 0 10
Perdo 1 1 Corpus 7 28 2 22 Terram 5 15 1 15
Rego 8 36 Herbam 0 0 0 10 Vim 6 21 2 16
TLaboratory Totals
Lab Total: Int (3) + Magic Theory (4) + Specialty (Enchanting Items) + Form + Technique + Aura (4) + Lab Bonus + Puissant Art / Deficient Art
Animal Aquam Auram Corpus Herbam Ignem  Imaginem Mentem Terram Vim
Creo 17 17 17 24 17 17 17 17 22 23
Intellego 13 13 13 20 13 13 13 13 18 19
Muto 25 25 25 32 25 25 25 25 30 31
Perdo 12 12 12 19 12 12 12 12 17 18
Rego 19 19 19 26 19 19 19 19 24 25

Base Casting Totals

Formulaic: Technique + Form + Sta + Aura + Die

Ritual: Technique + Form + Sta + Aura + Artes Lib. + Philos. + Die
Spontaneous (Fatigue): (Technique + Form + Sta + Aura + stress die) / 2
Spontaneous (No Fatigue): (Technique + Form + Sta + Aura) / 5

TLongevity Ritval
Lab Total: 0
Twilight Scars:

Age Roll Modifier: 3

Fast Casting Speed -1+ 1 = 0

(+ stress die) Qik Finesse TOTAL
Determining Effect 0 + 1 = 1

(+ die, vs. 15-magnitude) Per +  Awareness = TOTAL
Base Targeting 0 + 1 = 1 Eﬂm Vis
(+ die) . Per + Finesse = TOTAL Art Pawns Physical Form and Location
Concentration 1 + 2 = 3

(+ die) Sta + Concentration= TOTAL
Magic Resistance 2x5 = 10

(+ Form) Parmax5 = TOTAL
Multiple Casting 3 0+ 1 = 4

(+ stress die — no. of spells vs. 9) Int + Finesse = TOTAL
Eamlllar POWERS, ABILITIES, ATTACKS
Name:

Type:

Int 0 Tech Creo

Per 0 Form Animal

Str 0 Lab Total 0

Sta 0 Bond Lev 25

Pre 0 Cords

Com 0 Gold 0

Dex 0 Silver 0

Qik 0 Bronze 0

Size 0 Total 0

Might 0

Soak 0
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@rimoire of (Jmberto

Spell CT Level Range Duration Target Mast. Pen. Notes
Bind Wound +14 CrColO Touch Sun Ind +5
Scribe the Perfect Circle +12  ReTe5 Touch Mom Ind +8

The spell scribes a mathematically perfect shape on the ground. Most commonly this is a circle, but any perfect, regular shape can be
scribed.. A Magus wishing to scribe a perfect circle for a circle spell may trace the circle drawn by this spell.

Aegis of the Hearth +20 ReVi30  Touch Year Bound -9 Ritual
Purification of the Festering Wounds +14 CrCo20  Touch Moon Ind -5
Disguise of the New Visage +22 MuCol5 Touch Sun Part +9
The Tireless Flight +16 ReCo20 Touch Conc Ind -3
The Call to Slumber +9 ReMelO0 Voice Mom Ind +0
Wizard's Communion +21 MuVi20  Voice Mom Group +3
Gift of the Bear's Fortitude +22  MuCo25 Per Sun Ind -1

Casting Total: (Technique + Form + Sta + mastery + focus - no hands - mute + spellcasting bonus + [Art. Lib. + Phil. (ritual only)]) / deficiencies
Penetration: CT + Penetration - level + Penetration Specialization
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