MAKING PATRINS UNQUE:
Making Patrin characters unique can be difficult because there are only Five Castes, which then change with the Moon.  When making Patrin PCs, develop back stories and two or three word archetypes and move on from there: 
Based on Caste:  While PCs can be ANY Caste, they usually fall into types.  Also note, that while PCs will have a base Caste, their Castes will begin changing with the monthly cycle. 

Full Moon:  Warriors and Generals
Waxing Moon:  Priests and Couriers

Half Moon:  Observers and Tacticians 
Waning Moon/Changing Moon: Tricksters, Rogues, and Spies

No Moon:  Sorcerers and Sages
Based on Spirit Shape & Tell:  Every Patrin has at least two “True Forms”, their human shape and their “Spirit Shape”.  Patrins Spirit Shape is the animal that represents who they are, whether it is a spider, hyena, or shark.  (Please note that this will be primarily a land based campaign, so water based forms will not be as useful.)  Also note that Patrins have virtually full use of their powers, not matter what shape they take, including Charms, Martial Arts, and Sorcery.  In addition to a Spirit Shape, Patrins have a “Tell”.  A Tell is some physical characteristic that stands out about them that gives away who and what they really are.  For example, a Patrin with a Spider Tell may have thick black spiky hairs coming out of his legs and arms.  While normally such things would be easily noticed, the Tell is “psychically disguised”, and most people simply can’t notice it.  
Based on Attribute Focus:  Patrins (unlike Solars) don’t focus as much on Abilities (of which there are 25) as they do on Attributes (of which there are only 9).  Attribute focus allows Patrins much more general in their design.  Decide which two Attributes your Patrin will focus on. 
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Based on Knacks and Shapechanging Style:  While all Patrins can change their shape to a limited extent, some are much more advanced shapechangers than others. Knacks are special Charms that allow a Patrin to take many different types of shapes, in different ways.  
Form Acquisition Knacks (Animal):  

Form Acquisition Knacks (Human): 

Form Acquisition Knacks (Supernatural): 
Form Acquisition Knacks (Miscellaneous): 
Shapeshifting Refinement Knacks: 
War Form Knacks: 
Based on Martial Arts Style:  There are over a dozen different Terrestrial and Celestial Martial Arts styles that Patrins can choose from and/or begin with, and since this will be a combat game, a focus on Martial Arts is very appropriate.  While some fit very well with certain forms and shapes, PCs can take any they wish and can use them in virtually any form.  

The following are a list of Terrestrial and Celestial styles: 

TERRESTRIAL MARITAL ARTS:

Terrestrial Hero Style:  The basic martial art style

Falling Blossom Style: Bodyguard style

First Pulse Style:  Mean streets unconventional style

Golden Janissary Style:  Holy fire style

Ill Lily Style:  Toxic style

Jade Mountain Style:  Crushing strength and endurance

Night Breeze Style:  Silence, invisibility, and subterfuge

Orgiastic Fugitive Style: Drucken and debauchery style

Seafaring Hero Style:  Ship born and swashbuckling style

White Veil Style:  Stealth, deception and poison style

Crimson Pentacle Blade Style:  Staffs, spears, polearms style that emphasizes coordinated combat

Even Blade Style:  Sword style

Fivefold Shadow Hand Style:  Mystic defenses and special gestures


CELESTIAL MARTIAL ARTS:

Lunar Hero Style (Shape Changing Style):  
Celestial Monkey Style (Dodging Style):  
Dreaming Pearl Courtesan Style  (Passive Style): 
Ebon Shadow Style  (Stealth Style):  
Laughing Wounds Style  (Pain and wounding Style):
Mantis Style  (Grapple and Clinch Style):
Righteous Devil Style  (Flame weapon Style):
Silver Voice Nightingale Style  (Singing/Performance Style):
Snake Style (Exacting Striking Style):
Tiger Style (Ferocious Striking Style):
Air Style ():
Earth Style ():
Fire Style ():
Water Style ():
Wood Style ():
Based on Abilities:  By focusing on 2 or three key Abilities, PCs develop the closest thing to a “character class”.  


Examples: Second Story Thief: Stealth, Larceny, & Melee.  Barbarian Conqueror:  Survival, Resistance, Melee & War, Bard:  Presence, Performance, & Martial Arts,
Based on Charm Subsets/Types:  The type of Charms a PCs chooses will really make their character distinct.  While Charm Types are based on Attributes, within these categories are a number of subgroups that are very distinctive.  
GENERAL CHARM TYPES (Excellencies):

Essence Overwhelming (Attribute)

Essence Triumphant (Attribute)

Essence Resurgent (Attribute)

Instinctive (Attribute) Unity

Flawless (Attribute) Focus
STRENGTH:

Attack Enhancement Charms

Crippling Charms

Damage Enhancement Charms

Feats of Strength Charms

Grappling Charms

Subdual Charms


DEXTERITY:

Balance and Grace Charms

Crafting Charms

Defensive Charms

Lunar Hero Expansion Charms

Movement Charms

Speed and Extra Action Charms


STAMINA:

Consumption Charms

Endurance Charms

Environmental Charms

Essence Regaining Charms

Fury Charms

Healing Charms

Soak Enhancement Charms

Substance Charms

CHARISMA:

Animal and Training Charms

Holy Charms

Fascination Charms

Interaction Charms

Military Unit Charms

Social Unit Charms

Territory Charms

MANIPULATION:

Belief Charms

Defensive Charms

Feint Charms

Interaction Charms

Military Unit Charms

Social Unit Charms

APPEARANCE:

Disguise Charms

Interaction Charms

PERCEPTION:

Craft Charms

Essence Charms

Extended Sense Charms

Military Unit Charms

Perception Advantage Charms

Person Examination Charms

Wyld Perception Charms

INTELLIGENCE:

Crafting Charms

Defensive Charms

Insight Charms

Sorcery Charms

Wyld Charms

WITS:

Concealment Charms

Reaction Charms

Speed and Extra Action Charms

Survival Charms

TYPES OF PATRIN PCS:  The following are some examples of Charm based character builds.  
1.  FULL MOON: Barbarian (Rage & Strength Charms), Ranger (Perception  & Environmental Charms), Paladin (Holy & Soak Enhancement Charms), Gladiator (Subdual & Crippling Charms), Fighter (Defensive Charms & Excellencies), Monk (Martial Arts & Movement Charms),  

CHANGING MOON:  Ninja (Substance & Concealment Charms), Bard (Interaction Charms), 

NO MOON:  Sorcerer/Wizard (1st Circle Sorcery), Druid (Animal Knack & Animal Training Charms), 
2.  Fury Based

3.  War Form Based

4.  Shape Changing Knack Based

5.  Excellency (Attribute) Based

6.  Sorcery Based

7.  Martial Arts Based (Other than Lunar Hero Style)

8.  Weapon Based

9.  Healing Based

10.  Attribute Based

11.  Movement/Speed Based

12.  Craft Based

13.  Lunar Hero Style Based

14.  Soak Based

15.  Substance (Poisons/Drugs/Diseases) Based

16.  Animal Training Based

17.  Holy Based

18.  Extended Senses Based 


19.  Fascination/Belief Based

20.  Disguise/Stealth Based

21.  Wyld Controlling Based

While virtually all Patrin Charms are powerful and useful, the GM has noted there are a few Charms that stand out for Patrins, that they can begin with:


Towering Beast Form:  Allows PC to take larger forms.

Deadly Beastman Transformation:  This is the “War Form” and one of the paramount fighting charms, and gives the PC a third “True Form”.
Essence Overwhelming (Attribute)/1st Attribute Excellency:  This is the paramount dice adder.
Claws of the Silver Moon:  This is the scary damage charm.
Ox Body Technique:  Lunar Ox Body is better than for any other Exalted Type.
Relentless Lunar Fury:  This new kind of charm allows Lunars to use certain combinations of charms at once.
Halting the Scarlet Flow:  This is the healing charm. 
Wyld Sensing Technique:  This is useful in a campaign surrounded by the Wyld. 
