
Diana, a young nun and a French national, believes she is a kind of reincarnation 
of Joan of Arc, and that the original Joan of Arc was really a hunter of the undead. 
According to Diana, the commonly-accepted tale concerning the Saint of Orleans 
was changed to �t people’s common conceptions, masking the original truth. Diana 
is a young nun, and believes herself to be imbued with powers by emissaries sent by 
God; indeed it is her belief that her supernatural CHI abilities are powered by her 
faith. She is skilled at martial arts, and has trained herself since childhood for battle, 
and has been educated about the undead, magic, and monsters. 

Diana Dubois
Vampire Hunting Nun

A 23 year-old Chosen vampire slayer who believes she is Joan d'Arc (grade 5; 5d6)
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INITIATIVE

PERCEPTION

20
HEALTH

MOVEMENTATTACKS

EXPLOITS & TRAITS

DEFENSES

STR 6 (3d6) AGI 5 (2d6) END 5 (2d6)

INT 6 (3d6) LOG 4 (2d6) WIL 7 (3d6)

CHA 5 (2d6) REP  2 (1d6) LUC 4 (2d6)

CHI  7 (3d6) (24 PP)

tactics  1 (1d6)acrobatics  3 (2d6) survival  1 (1d6)linguistics  1 (1d6)perception  1 (1d6)religion   2 (1d6)martial arts 2 (1d6)religion   1 (1d6)knives  1 (1d6)undead lore 3 (2d6) mythology  3 (2d6) 

Skills

Wealth

Gear

Lifepath
Novice 
  => Nun 
   => Karate 
     => Karate 
       => Vampire 
            Slayer 

 $240

cross, 
stake

Feint. By taking an action to feint, you gain 
+1d6 bonus to a melee attack roll taken in the 
same turn. �e attack action must come 
immediately after the feinting action.
Unshakeable Faith. You gain +5 MENTAL 
DEFENSE (included in stats).
Conditioning. Your unarmed attacks do +1d6 
damage (included in stats).
Curriculum Exploits. You can perform the 
following martial arts exploits:
•Flying Kick. You move up to your speed and 
issue a �ying kick at the end of it, dealing your 
martial arts damage with a bonus 1d6 damage.
•Leaping Attack. You leap into the air as you 
make a melee attack. You gain +1d6 damage, 
but if you miss your opponent gets a free attack.
•Spinning Kick.  A quick turn and your foot lashes 
out to strike your opponent. �is attack is a free 
action. You do your normal unarmed damage.

 MELEE RANGED MENTAL VITAL SOAK 
 DEFENSE DEFENSE DEFENSE DEFENSE 

 18 14 19 11 0

SIZE medium    NATURAL DAMAGE 2d6+3

MARTIAL ARTS 4d6 (2d6+3 blunt damage)

STAKE 4d6 (2d6+1 piercing damage; 
 double vs. vampires)

SPEED 5; CLIMB 3; JUMP 10'/6' 

CARRY 110 lbs (max lift 300 lbs)

Stake To �e Heart. When using a wooden 
stake (which counts as a knife), you do double 
damage to a vampire.
Fast-healing. You heal faster than most people. 
You heal 1 HEALTH per hour.
Skill Focus. You start play with two bonus skills 
of your choice at 3 ranks (2d6): undead lore, 
mythology (included in stats).
Destiny. Once, when you ordinarily die, you do 
not die. Instead, you remain at 0 Health until 
healed. When you have used your extra “life” 
you cannot use it again.
Con�dant. You can discern a lie through a mix 
of intuition and experience. You gain a +1d6 
bonus to discern lies and deceptions. 
Phanyu (Lightning) Stance. You can spend 1 
CHI point to enter the Lightning Stance until 
the start of your next turn. Your �sts and feet are 
like lightning, and when using CHI you strike 
your enemies in the blink of an eye with 

explosive force. Dodging attacks is second nature 
to you, and your response of battering blows is 
nearly invisible to the naked eye. Your opponents 
are brought down quickly by your aggressive 
�urries, if they even see them coming. You gain 
the following bene�t while in this stance:
• You may use your CHI attribute in place 

of your AGI attribute for the purpose of 
attribute checks.

• You gain an additional action which can be 
used to make a melee attack.

• You charge your body and wait to dodge an 
attack until the very last possible moment, 
moving so fast that you seem not to move at 
all. You negate the next attack against you 
that you are aware of.

• You turn into a veritable whirlwind of deadly 
�sts and feet. You can spend all your actions 
to make one melee attack against every 
adjacent opponent.


