Name: Day Walker


Nature: Competitor


Demeanor: Guardian


Clan: Caitiff


Sect: Independent


Generation: 4 (Golconda)


Embrace: 1992


Apparent Age: early 20’s


Concept: Wyrm Fighter


XP: 0








Strength:	9 (Wiry)


Dexterity:	9 (Fast)


Stamina:	9 (Tough)





Charisma:	2


Manipulate:	2


Appearance:	9 (Gorgeous)





Perception:	2


Intelligence:	2


Wits:		4 (Quick Reaction)








Athletics:	4 (Running)


Brawl:	9 (Witch Blade)


Dodge:	5 (Sidestep)


Streetwise:	2


Body Crafts:	9 (Appearance)


Demolitions:	5 (C-4)


Do:		4 (Hard)


Drive:		5 (Helicopters)


Firearms:	5 (Machine Guns)


Melee:	7 (Katana)


Repair:	6 (Firearms)


Stealth:	5 (Sneaking)


Survival:	6 (Luna’s Armor)


Computer:	3


Linguistics:	7—English, Japanese, Mandarin, Cantonese, Russian, Hindi,	Spanish, Portuguese, French, German, Polish, Flemish, Dutch, Danish,	Swedish, Finnish, Icelandic, Norwegian, Modern Greek, Italian, Korean,	Vietnamese, Thai, Mongolian, Tibetan, Romanian, Romani, Magyar	(Hungarian), Welsh, Gaelic, Arabic, Turkish, Farsi (Persian), Hebrew,	Swahili, Zulu, Latin, Classical Latin, Classical Greek, Old English, Middle	English, Old German, Gaulic, Sanskrit, Hieroglyphics, Hieratic, Biblical	Hebrew, Rabbinic Hebrew, Aramaic, Sumerian, Babylonian, Assyrian,	Etruscan, Chaldean, Hittite, Amharic, Punic, Akkadian, Old Anatolian,	Aztec, Incan, Mayan, Morse Code, Military Sign Language, Garou


Lore:		9—Black Hand, Sabbat, Camarilla, Kindred, Lupine, Mage,


Wraith, Spirit, Pentex, Wyrm


Occult:	3


Rituals:	5 (Spirits)


Science:	2








Blood Pool:	50/50 (10/turn, max trait 10)


Gnosis:	10/10


Willpower:	10/10


Humanity:	9


Conviction:	4


Control:	5


Courage:	5





Blood Magic:	4 (spend 1 blood and roll Willpower, difficulty of level+3)


Celerity:	5 (spend 9 and bite lip 6 times—see efficient digestion)


Fortitude:	6


Hellfire:	4 (2 Health Levels, difficulty 7 to soak; Blood Magic)


Obfuscate:	2


Potence:	6


Protean:	3


Vicissitude:	9


Clarity (Perception + Enigmas, difficulty 7, to see invisible and illusions)


Kiss of Helios (1 Gnosis, immune to natural fire, ½ damage from artificial fire,	lasts 1 scene)


Luna’s Armor (1 Gnosis, 1 turn concentration, Stamina + Survival, difficulty 6,


	+1 Soak/success)


Pulse of the Invisible (can automatically see into the Umbra)


Reach the Umbra (can Step Sideways automatically, at will)


Sense of the Prey


Sense Wyrm (roll Perception + Occult, difficulty variable, usually 6)


Spirit of the Fray (automatically wins initiative)


Spirit Speech (can automatically communicate with spirits)


Thieving Talons of the Magpie (3 successes on Wits + Stealth, difficulty	target’s Willpower, gain all supernatural powers for 1 turn/Gnosis	spent)


Tongues (spend 1 Willpower, & roll Intelligence + Linguistics, difficulty based	on obscurity, to speak, read, & write a language; successes = fluency)








Daredevil x3 (-3 difficulty, +3 dice—+2 with armor, ignore 3 botches)


Efficient Digestion (gain 3 Blood Points for every 2 consumed)


Unbondable


Ambidextrous


Light Sleeper


Blush of Health


Eat Food


Amnesia


Enemy: Sabbat (5 points)


Every Rite from Werewolf


Every Thaumaturgy Rite (Vampire)


Rite of Imbuing the Jade (spend 2 Blood, creates 12 travel jades, 1 hour)








Equipment:


Witch Blade (Gnosis 10, This gauntlet can turn into anything. Furthermore, it	does Aggravated damage and keeps the wearer totally clean.)


Katana (difficulty 6, Strength +5, usual form of attacking with Witch Blade)


“Ghost Raptor”, Apache Fetish (speed 180/300, maneuver 9, deceleration 20,	Armor 9, works only at night, silent, no fuel, unlimited ammunition)


30mm Chain Gun (difficulty 7, damage 10, rate 33, clip 1,200, range 1,200)


4 Rocket Pods (difficulty 8, damage 12 explosive, rate 19, clip 19, range 200)








History: Unknown. Day Walker recently lost her memory in the Cleansing Realm of Erebus, and just returned to Central Park to find it under attack by Vampires. The only thing she knows is that there are 8 great evils she must stop, and where they are (see below).











Day knows the following maneuvers:


Iron Shout (Stamina + Do, dif. 7 to add to Soak)


Iron Shout (Manipulation + Do, dif. Willpower to terrify into flight or stun)


Flying Leap (Dex + Do, dif. 6, 2 actions, stay aloft for 1 turn/success)


Flying Leap (Dex + Do, dif. 6, 2 actions, double jumping distance)


Catch Missiles (Dex + Do, dif. 8)


Arm Rip (Dex + Brawl, dif. 8, Strength damage, prevents use of one arm)


Hard Blow (Dex + Brawl, dif. 8, Strength + 3)


Chi Blow (Dex + Brawl, dif. 7, Strength +1 Blood/Quintessence/Gnosis)


Disarm (Dex + Brawl, normal strike, plus if 3 successes, disarm, & if 5+, steal)


Evasive Action (Can dodge with Wits, too)








And here are the expanded Vicissitude rules I came up with, not having the book which ACTUALLY has them in it:


Vicissitude 6: Shapeshifting (3 Blood to activate, allows level 1-3 Vicissitude	changes to be done instantly and without rolling; lasts one scene)


Vicissitude 7: Graft Flesh (allows user to graft on flesh, raising Strength and	adding extra arms and shit, at the cost of 1 Blood point/limb, and on a	successful Dexterity + Body Crafts roll, difficulty 10)


Vicissitude 8: Graft Object (allows user to graft on objects with no moving	parts at the cost of 1 Blood point/object, making them a part of him on	a successful Dexterity + Body Crafts roll, difficulty 10)


Vicissitude 9: Graft Machine (allows user to graft on any object at the cost of	1 Blood point/object, making them a part of him on a successful	Dexterity + Body Crafts roll, difficulty 10)


Vicissitude 10: Alter Bloodline/Genetics








Ways to avoid the nasty stuff:


Immunity to Sunlight—cover self with Witch Blade


Immunity to Dominate—Mirrored Shades with Witch Blade


Immunity to Presence—close eyes


