BACKGROUND: Worker

You gain a Boon on all tests to
recover from Wounds

NAME: Judas Meriadok

HINDRANCE: ¢/iminal

Others will always suspect you first of crimes
regardless of your guilt, you have a Bane on all Social
tests in a community that has unsolved crimes.

GOAL:
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APPEARANCE:
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LUCK POINTS
Max
0
Spend 1 Luck point to....
Lucky Break - Reroll a test you just made
But First - Take your turn in a Fight immediately
Consider This - Add a detail to the current scene
Opportunity Strikes - Use Luck(Fortune) for a test.
Lucky Find! - Test Luck(Fate) to gain an item.

When you gain a level of Dying you
reduce your stress by one point.




WEAPONS

Traits & Flaws:

Damage:

Ammo:

Traits & Flaws:

Level 1

Damage:

Ammo:

Traits & Flaws:

Damage:

Ammo:

Level 2

EQUIPMENT

Book of Modern Sciences (asset Adv.
Technology)
Grey Mage's Robes —--------memere oo

Fake Documents (asset Guile to pose as
other person)

Inkpen
2% Serolls (Blank) ----------------erem-

Max Heft: 9

LEGACY

Level 3

Level 4

Level 5

ARTIFACT

TITLE:
DESCRIPTION:

THIRD AWAKENING

Level 6

Level 7




(ARCANE ORIGIN: h Blacksmith Reason 1 Mana Blast Fortitude 2 Mana
. Change Range-Touch Limited Attack Range- Short Instant
Spellwright
Description: Description:
The Spellwright learns Spe”S through StUdy you empower the next attacks made by a target a zone within range and make a
and reseq rch, sometimes these can go Wrong. number of objects. Make an Reason(Arcane Fortitude (Arcane Origin) speii attack. On a
Wh ih “ . ht t f | Origin) test to affect a number of objects equai success, deal oiarnage to each creature in the
enthe Spe an genera €S afallure to the successes gctineci. Those objects can now zone. The blast deals 1d6 geneiai dqmage. For
Wh”e CaStIng d Spe” they gam 1 WOUﬂd to a be used as Ligiii weapons and use your Reason each failure geneiqieci/ the attack targets one
random arm or |eg as the attribute for the attack test, even when zone closer to you.
. used by others. These objects will oniy function Additional Effect (2+): increase the ciomqge
\_ for one attack, hit or miss, and will lose their by 1d6 to a maximum of 3dé dqmqge.
MANA magic after the attack.
’w Additional Effect (1): the empowered objects
8 QZ minute OQ hours gain a weapon trait.
Substitution (3): the empowered objects are
Qi hour 04 hours instead Heavy weapons.
Substitution (5): the empowered objects are
8 RECOVERY DIE d6 instead Powerful weapons.
Ci’iange Sbape Social 2 Mana Counter Reason 3 Mana Enhance Reason
Static Range-Self Continuous Static Range-Self Continuous Change Touch Limited
Description: Description: Description:
You take the form of another creature, either You radiate an aura of countermagic energy. Make an Reason(Arcane origin) test and for
mimicking the appearance of another creature When mai{ing a test against a speii effect, each success, you may add an Outfit Trait to
or creating a unique appearance. You can gain a Boon. an Qutfit that you touch. This can go ]oeyond

become up to one size larger or smaller. This the normal limit for Outfit Traits.

spell only changes the appearance of your Additional Effect (1): Use this ability as a
Additional Effect (1+): You can appiy the

same traits to one additional target within

physicqi body and does not change your clothes Triggered Action - When a creature casts a

or equipment, worn or carried, nor does it spell that requires a test within short range,
change your attributes or skills. you may make an Reason(Arcane Origin) test range.
and apply your successes as a negative to their
test. You must do this before fhey make their
Additional Effect(1): as an action, Change the test.

form you have to another.

Substitution (2): You may instead touch a
weapon to add one Weapon Trait to the
weapon for each success. This can go beyond

the normal limit for Weapon Traits.

Name Attribute Cost

Harm Reason Varies Name Attribute Cost

Attack Range - Short Instant Type Range Duration Type Range Duration

Description: Description: Description:

make a Reason(Arcane Origin) attack test

against a target within range. The attack

deals 1d6 Normal damage per I mana spent to

a maximum damage OI[ 3(3]6

Additional Effect(1+) : increase the range by 1

zZone
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