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Magic is the list of powers a creature possesses. Each
creature starts with 3 dots to spend in 1 or more
magical powers: select any area of control, subject to
storyteller approval.

To use your magical powers, roll Magic + Occult and
spend Supernatural to achieve following results:

1 Dot: 1 Supernatural to detect element, control tiny
amount of element, can’t be used as weapon.

2 Dot: 1 Supernatural to create tiny amount of element,
control element, use as small weapon.

3 Dot: 2 Supernatural to detect element from afar,
create element, control large amounts.

4 Dot: 2 Supernatural to create lots of element,
control at distance, use as large weapon.

5 Dot: 3 Supernatural to detect element anywhere,
convert self into element, control utterly.

E.G. 1 Dot in “Sadness” lets a creature detect sad
creatures nearby, 2 Dots to plant sadness in someone
and 3 Dots to create full-blown depression. 1 Dot in
“Water” lets a creature control droplets, 3 Dots to
create a gallon of water and 5 Dots to turn self into a
form of liquid.

A[pua1agJ1Ip 19 Aoy :93ewep pajesei33e Jo [ewLIoU
“Buryseq 111 J1 910U IS0[ SLI0P YI[eaY B J] "TXYLS
SIy 0 [enba S10p YI[EOH YA S1IE)S I0JOBIRYD YoBH

[T

‘SUOTSSOS UM
soysaxjar romod[[ipy ‘Jood duo Aue 03 ¢+ ppe Aew

9y ‘1omodj[ip Jo 1op o[3urs e Jurpuads A 7xSTY
s1y 03 [enba s1op Tomod][IA YIIM SUIB)S 110BIRYD oBY
Tomod[IiAy

“PAYOBAI ST $ISSIIINS JO JAQUINU PAUTULIAP
-a1d e [un pajojdwos jou S JIOA\ “I[yons 10 Aep
Inoy A19A9 ss21301d 3990 0 [[01 AIP B 10J JSB UBD NOA
(owo) Jusroue ue Sune[suen Jo Jeo e Suuredar ‘ojdwrexa
10J) yse) uL1d) Suoj e 939[dwos 03 JurAn Uy

SUIM 811y

S9$S900NS JO JOqUINUT UTBIIID B SOYOLAT JO ‘S9SS300NS
jsow 2y} 5193 1oAd0Y A\ Jood aures oy} [[01 Y1oq

ued Aay) (ssayo Surkerd 1o Jurpisorm-ure ‘ojdwrex
10J) Suryiowos je unadwod aIe SIJOBIBYD 0M] UM

‘sjuowarinbar ok

Pu0Adq pue 9A0qE pa2d9ons nok :ss90ons [euordooxo ue
JABY NOA ‘S3SSII0NS AIOW IO dALJ [[0I NOA J pasmbar
[OAQ] WINWITUTW 3} JE JSe) IN0A J& paaoons A[fensn

1114 NOA ‘SS900NS QU0 ISBI] Je [[0 NOA st Juo[ Sy

Morality
Each character starts with 4 Dots of Morality. The sins

for that creature type are rated from M1 to M5: M1
being the worst. Whenever a creature does a sin with
an M number equal to or below it’s current Morality,
roll a pool of the appropriate M number of dice: if no
successes are rolled, it’s morality lowers by on. You
may not spend Willpower or Supernatural on this
roll.

If Morality is lowered, roll new Morality score + RES
as a pool. If no successes, creature develops a
derangement from trauma of the sin, determined by the
Storyteller.

E.G. A Changeling has “Kidnapping” as an M1 sin. If
a Changeling with Morality 4 and Resolve 3 kidnaps
someone, they must roll 1 dice (as the sin is M1). Ifno
successes, their Morality will drop to 3. If this is the
case, they must then roll new 6 dice (3 for Morality, 3
for Resolve) or develop a derangement.
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Experience

At the end of every session, the storyteller awards 1
Experience point to each character. These can be spent
as follows:

Increase Attribute by 1 Dot: New Score x 3 XP
Increase Magic by 1 Dot: New Score x 2 XP

Increase Morality by 1 Dot: New Score x 2 XP
Increase Skill by 1 Dot: New Score x 1 XP

All experience spent must be cleared with the
Storyteller and may require in-game justification.

Optional Rule: Chance Dice & Exceptional Failures
If after a dice pool has had all modifiers applied you
have 0 or less dice in it, you may still roll a single D10.
You only score a success on a 10, although this may be
re-rolled as normal.

If you score a 1 on your Chance dice, this is an
exceptional failure — you don’t just fail the task, you
make things worse for yourself than if you had done
nothing. For example, if you try to un-jam a gun and
roll an exceptional failure, the weapon goes oft and
shoots you in the foot; if trying to cast a darkness spell,
you in fact generate a bright light instead.
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Microlite Storytelling

Name: Race:

Virtue: Breed:

Vice : Faction:

STR: OO0O0O0 DEX: QOO0QO

INT: OOOQO0O RES: OO0O0QO

PRE: OOQOQO MAN: QOO0QO0O

Phys: QOQOOQO Health: Oo0ooa
Sub: Q0000 Oo0ooa
Know: OOQOQOQOQ Willpower: OQQOQQO
Com: Q0000 Q0000
Occu:  OO0OO0O Supernatural: QOQOOQ
Morality: QOQQOQO Q0000
MS5: Notes

M4:

M3

M2:

Mil:

Magic:




