PC Example Character:

The following is a sample PC created by the GM to give players an idea of a PC and where he can go. 
Philip Aoskar-The Power of Doors (Secondary Domain of Openings): 
Aspect: 0 (AMP: 5) (Aspect Gifts: None), Sub Aspects: None
Domain: 0 (DMP: 5) (Domain Gifts: None), Sub-Domains: door knobs, hinges, key holes,
Realm: 0 (RMP: 5) (Realm Gifts: None), Sub-Realms: Money, Drugs, 
Spirit: 0 (SMP: 5) (Spirit Gifts: None), 
Affiliations: The Code of Light:    
Bonds: Imperator (1), Estate (5), Chancel (5), Code (1), Familia (1), Anchor (1), Cat Felix (2), Mother-Teresa (2), Nephew and Niece (1), Freedom (1),
Wounds: Deadly x1, Serious x1, Surface x2, 

Chancel: Mundane Earth,  
Limits: None,
Restrictions: Cigarette Bond,
Virtues: None,
Anchors:  None-yet, will probably be his friend Cutter,
Future Gifts: 


Door to Anywhere: Level 6 (Lesser Change of Self, Location, 6 pts), Simple Miracle (-1), Self (-3), Limited (-2), Uncommon (+1), Total: 1 pt. Aoskar can open any door that will lead him any other location. In the future he will add +1 (Effect one other person) and then +1 more (Local things only).

Future Secondary Domains: Openings (1 point per level) 

Notes/Fluff:  See Below
Future PC Development: Aoskar will develop primarily in Domain.

Physical Description:  20 year old African American ‘kid’.  He is 5’8, clean shaven, and a tough but lean 140 pounds.  He keeps his hair short and dresses in black denim pants, white nikes, golf shirt and a tuff leather jacket. 
Family:  Mother (Teresa), 2 sisters (Lily & Layla), nephew (Gerald), niece (Aesha),
Education:  High school dropout, though over the last two years in prison he has been teaching himself to read and write.
Where and how do you live:  Formally in Tenement apartment in D.C., and then Brockbridge Correctional Facility in Baltimore MD.  
Career/Job-Income:  Small time drug dealer and petty larcenist 
Hobbies:  MJ, Coke, poker, video games, clubbing, smoking, drinking, girls,  
Faith/Religion: Not much, but originally Baptist
Pets:  Pet cat Felix (Black cat with some white)

Relationships:  His cell mate Kiona Drayton, in for assaulting a police officer. His old best friend Cutter, now a minor dealer in D.C. Father Morgan, a priest at Trinity Baptist who is trying to convince him to take the straight and narrow path. Former girlfriend Brandi (now with another guy).

Personality: A naturally charismatic con.  

Things important to him: Civil war backpack passed down to him from his grandfather. His CD Collection of hip-hop and R&B.  His old 1979 dark blue junker El Camino. Switch blade he stole off a hooker. His tuff leather jacket.  Memories of his grandfather.  

Background: Philip is a 20 year-old black one-time loser from Washington D.C. He grew up in the slums with his mother and two older sisters, nephew and niece, and his pet cat Felix, never really knowing his father, who is an imprisoned drug dealer. The family lives in a small crowded tenement apartment. Philip conformed to his surroundings in order to survive.  His mother Teresa Aoskar, a good woman, with no education has done her best to support the family by cleaning houses of the wealthy.  His oldest sister Lily, 24, is unmarried with a son Gerald (8) and daughter (6) Aesha, living of government checks.  His second sister Layla, 22, is rarely home and makes money prostituting on the side.   


Philip, while smart dropped out of high school at sixteen.  While never formally joining a gang, Philip sold drugs and was arrested for larceny, spending the last two years in prison. In fact, when the game begins, Philip was in prison, and waiting to finish the last six months of his time.  
Example Miracles for the Power of Doors: 
Level One (Ghost Miracles): 

Knocking on a door
Open/close an unlocked door

Make a door creak when it opens

Level Two (Lesser Divinations):

Know who is at the door
Know what is behind a door

Know where the key to a door is

Level Three (Lesser Preservations):

Make a door stronger
Make the lock more durable/harder to pick
Make a door stay open or prevent it from locking
Level Four (Lesser Creations):

Create a door in a wall
Create an invisible door
Create the memory of a door
Create a golden door

Level Five (Lesser Destructions/Major Divinations):

Destroy a door or lock in a door
Make a door disappear

Make the doorknob go away

Know where any door leads

Find a door to anywhere

Know who has passed through any door

Level Six (Lesser Changes/Major Preservations):

Make a door that leads to another nearby place
Reshape what a door is like
Make a door which when knocked on electrocutes the knocker

Unlock/Open any door
Make a door virtually invulnerable
Make a door open only to certain people with a word

Seal a door forever

Level Seven (Major Creations):

Make door lead to anywhere
Make door slamming that deafens anyone within a mile

Make a thousand doors

Level Eight (Major Destructions):

Destroy all doors
Make all doors disappear

Make it impossible to get to a location using any doors

Level Nine (Major Changes):

Make all doors lead to the same place
Make doors kill any who pass through
Make all doors open for only one type of person 

