Character: Dylan Lleu

Player: Sphynx

Saga: Theandric

Setting: Current Year: 32
House: Merinita
Age: 32(32) Size:0  Confidence: 1 (3)

Decrepitude: 0

Effects of Aging:

Warping: 0 (0)

Effects of Warping:

Characteristics
DESCRIPTION SCORE

Intelligence Int +1
Perception Per 0
Presence Pre 0
Communication Com 0
Strength Str -1
Stamina Sta +1
Dexterity Dex +2
Quickness Qik +2

Birth Name: Dylan Lleu

Year Born: 0

Gender: Male
Race/Nationality: Celtic

Birth Place: Wales

Religion: Druidic

Title: Magus

Height: 180 cm

Weight: 64 kg

Hair: Black/White/Transparent
Eyes: Grey

Handedness: Right
Description: Looks young,
younger than he is. Very thin
and fey like, including pointy
ears. Maintains certain celtic
traditions such as a Celtic tattoo
on his arm, and loop earings on

Virtues and Flaws

Educated (50/50) (Minor, General)

Faerie Magic (Minor, Hermetic)

Flawless Magic (Study Totals: Doubled for spell mastery) (Major,
Hermetic)

The Gift (Special)

Hermetic Magus (Free, Social Status)

Puissant Rego (Minor, Hermetic)

Quiet Magic (x2) (Spellcasting Penalty: None for not speaking)
(Minor, Hermetic)

Second Sight (Minor, Supernatural)

Strong Sylph Blood (Major, Supernatural); Physical Quirk: Pointy
Ears, Black to White to Transparent Hair. Sylph Blood, +1 Qui
and +1 Dex while in the Air (Flying)

Faerie Friend (Sylph) (Minor, Story). The Sylph is a nearly invisible
Wind Fairy that hangs out to see the 'interesting' side of Dylan's
life. It immediately disappears anytime things are too serious,
such as in a Lab, and if it does appear, it does so to 'liven things
up' a bit.

Soft-Hearted (Minor, Personality)

Warped Magic (Gusts of Wind) (Minor, Hermetic); Side Effect:
Gusts of Wind

Waster of Vis (Major, Hermetic)

Weak Magic (Minor, Hermetic)

Weak Spontaneous Magic (Major, Hermetic)

A\bilities

Exp. ABILITY (SPECIALTY)

5 Animal Handling (Falconry)

15 Athletics (Grace)

15 Awareness (Alertness)
15 Bows (Short Bow)

15 Brawl (Dodging)

0 Code of Hermes (Mundanes)

50 Concentration (Spells)

5 Covenant Lore (History)
0 English

5 Etiquette

5 Faerie Lore (Sylphs)

50 Finesse (Terram)

5 Folk Ken

15 German

50 Latin (Magic Usage)

15 Legerdemain (Magic Tricks)

5 Magic Lore (Rego)
30 Magic Theory (Rego)

Parma Magica (Corpus)
Ride (Speed)

Second Sight

Stealth (Sneaking)
Survival (Woodland)
Swim
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Arrows (x40)
Peasant Clothes

Personality Traits score || Reputations SCORE
Distracted
Friendly
Wanderer
Notes
Fatigue Levels Wounds RANGE NUMBER PENALTY Notes
a Fresh Light Wounds 1-5 aaaaaaa -1
Q 0 2min. Winded Medium Wounds 6-10 aaaaaaa -8
0 1 10min. Weary Heavy Wounds 11-15 auaaqaaaa -5

3 30 min. Tired Incapacitated 16-20 a
Q . min. - Tire Dead 21+ Qa
a -5 1lhr. Dazed :
Q 2hr.  Unconscious Armor Soak: +1 =1 (Sta) + 0 (prot) + 0 (Virtues)
Weapons Qik+Weap-Enc = INIT Dex+Abil+Weap=ATK  Qik+Abil+Weap = DFN Str+Weap=DAM  Load  Range
Bow, Short 2-1-1=+0 2+2+3=+7 2+2+0=+4 -1+6=+5 2 15
Dodge 2+0+0=+2 -- 2+2+0=+4 -- -- Touch
Fist 2+0+0=+2 2+2+0=+4 2+2+0=+4 -1+0=-1 - Touch
Kick 2-1+0=+1 2+2+0=+4 2+2-1=+3 -1+3=+2 -- Touch
Knife 2+0+0=+2 2+2+1=+45 2+2+0=+4 1+2=+1 - Touch
Equipment
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Domus Magna:
Primus:

House: Merinita
Covenant: Teneo

Wizard's Sigil: Parens: Charlotte Gauntlet Age: 31
Covenant of Apprenticeship:

Magical Arts
Technique Score  EXxp. Form Score  Exp. Bonus MR Form Score  Exp. Bonus MR
Creo 1 1 Animal 4 10 1 9 Ignem 0 0 0 5
Intellego 1 1 Aguam 4 10 1 9 Imaginem 1 1 1 6
Muto 1 1 Auram 4 10 1 9 Mentem 0 0 0 5
Perdo 1 1 Corpus 4 10 1 14 Terram 4 10 1 9
Rego 10+3 55 Herbam 4 10 1 9 Vim 0 0 0 5
L_aboratory Totals
Lab Total: Int (1) + Magic Theory (3) + Specialty (Rego) + Form + Technique + Aura + Lab Bonus + Puissant Art / Deficient Art

Animal Aquam Auram Corpus Herbam Ignem  Imaginem  Mentem Terram Vim
Creo 9 9 9 9 9 5 6 5 9 5
Intellego 9 9 9 9 9 5 6 5 9 5
Muto 9 9 9 9 9 5 6 5 9 5
Perdo 9 9 9 9 9 5 6 5 9 5
Rego 22 22 22 22 22 18 19 18 22 18
Base Casting Totals Longevity Ritual

Formulaic: Technique + Form + Sta + Aura + Die
Ritual: Technique + Form + Sta + Aura + Artes Lib. + Philos. + Die

Lab Total: 0
Twilight Scars:

Age Roll Modifier: 4

Spontaneous (Fatigue): (Technique + Form + Sta + Aura + stress die) / 2
Spontaneous (No Fatigue): (Technique + Form + Sta + Aura) / 5

Fast Casting Speed 2 + 4 = 6

(+ stress die) Qik Finesse TOTAL

Determining Effect 0 + 2 = 2

(+ die, vs. 15-magnitude) Per +  Awareness = TOTAL

Base Targeting 0 + 4 = 4 Raw Vis
(+ die) . Per Finesse = TOTAL Art Pawns Physical Form and Location
Concentration 1 + 4 = 5

(+ die) Sta + Concentration= TOTAL

Magic Resistance 1x5 = 5

(+ Form) Parmax5 = TOTAL

Multiple Casting 1 + 4

no
(6, ]

Int Finesse TOTAL

+

(+ stress die — no. of spells vs. 9)

Fami"ar POWERS, ABILITIES, ATTACKS
Name:

Type:

Int 0 Tech Creo
Per 0 Form Animal
Str 0 Lab Total O
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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Grimoire of Dylan Lleu

Spell CT  Level Range Duration Target Mast. Pen. Notes
Air's Ghostly Form +7 CrAul0 Touch Sun Ind 10 -2
Special Abilities: still casting
Chamber of Spring Breezes +7 CrAul0 Touch Sun Room 10 -2
Special Abilities: still casting
Far Hand +19 ReTel5 Sight Conc Ind 1(0) +2

Special Abilities: still casting. This spell works like Unseen Porter, but with a greater range. It can be taken with an Auram requisite
to overcome the '6 feet above the ground' limitation that Unseen Porter has. Other than that it works exactly like Unseen Porter,
providing a Strength +5 ability to move and lift things. Must be cast with appropriate requisites for certain objects.

Flight of the Magus +19 ReCo020  Touch Conc Ind 10 -1
Special Abilities: still casting. This spell is a true flight spell, allowing a Magus to travel through the air at the speed of a bird. One
must be careful not to lose his concentration tough, as falling from flight incurs a +15 Damage. Armour does not help soak this
damage. Speed is roughly 40 miles per hour.

Flock of Birds +19 ReCo020 Touch Conc Group 1(0) -1
Special Abilities: still casting. This spell allows the Magus, and anyone touching his person (which could include his clothing, or
items carried, such as a staff) to rise into the air at the speed smoke would travel. Although the group can not fully move
horizontally, if cast with an Auram requisite, the group can be pushed by the wind in 1 direction only for about 10 feet, thus
allowing them to get on a roof or cliff top.

Lifting the Dangling Puppet +19 ReCo20 Sight Conc Ind 10 -1
Special Abilities: still casting
Movement of the Mind +19 ReTe20 Sight Conc Group 1(0) -1

Special Abilities: still casting. This spell works similarly to the Unseen Arm spell, but is useful for manipulating more than 1 item at
a time, and from a greater distance. As with Unseen Arm, it can not oppose intentional resistance. Must be cast with appropriate
requisites for certain objects.

Wind at the Back +19 ReAu5  Touch Sun Ind 10) +7
Special Abilities: still casting

Casting Total: (Technique + Form + Sta + mastery + focus - no hands - mute + spellcasting bonus + [Art. Lib. + Phil. (ritual only)]) / deficiencies
Penetration: CT + Penetration - level + Penetration Specialization/2 (weak magic)
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Dylan was born a Celtic child, near the marshlands to the north. He was born a bastard child to a young
woman who disappeared shortly after giving birth, and was raised by his Aunte. From the age of 4,
strange things began to happen at seemingly random occurances, whenever Dylan was around. Gusts of
wind would knock things over, or open doors and windows when there was no wind outside. His aunt
would tell him it was his mother, watching over her son. But the older he got, the more reactive the
incidents would become. At the age of 8, while enjoying a festive occasion in the village, all the food,
dishes, and everything around him began to fly through the air in a demonic-like cyclonic effect.
Suddenly it wasn't so amusing, or funny anymore, and the local druid claimed that the boy was infected
by fairy magic and would have to be burned. Quite fortunately, the festival had drawn some Magi to the
area, one who was extremely interested in fey-matters, Charlotte. Thus began Dylan's life in the care of
the Covenant. For the first 8 years, Dylan was trained in the Artes Liberales, Latin, and most of all,
trained to meditate to control his subconscious rego outbursts. He began his apprenticeship at the age of
16, and spent 16 years as an apprentice, now being 32 years old. However, he doesn't look a day over
20. His pointed ears, and strange hair, which starts black at the base, and becomes white by shoulder
length, and transparent after that makes him a bit outstanding in appearance. He usually tries to keep his
hair cut short since 'glass-like" hair is a bit more frightening for locals than mis-happened ears. He keeps
a Celtic Tattoo on his left arm in memory of his home, and adorns his ears with strange piercings, which
are a celtic tradition.
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