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“hief

Human

Apprehension 2 Attractiveness
' Charm 2 Deftness
Conscientiousness 1 Endurance
1,
"‘i : Education 1 Quickness
Logic 1 Resistance
J Minimum Roll 5+
Willpower 1 Strength
v Bonus Dice 3
Destiny Dice 0
Rerolls 2 Acrobatics (Deftness) 1 Courage (Willpower)
Communication (Education) 1 Deception (Charm)
Yuan 4000 Driving (Deftness) 1 Empathy (Charm)
y Jiao 0 : . o
First Aid (Conscientiousness) 1 Intimidation (Apprehension)
Fen 0
) Hand to Hand Combat 7 Investigation (Apprehension)
(Strength)
B : Orientation (Apprehension)
Actions 2 : :
O History (Education) 1
1;"'\ Evasion 1 Perception (Apprehension)
£ Mechanics (Logic) 1
Minimum Roll 5 Persuasion (willpower)
ol Nature (Educati 1
* | Concealment 8 i T
Politics (Charm)
Performance (Charm) 2
Religion (Conscientiousness)
i o O O o O O O O Sh00t|ng (Deftness) 2 - - . .
o vlw) " . ; ea (Conscientiousness)
Boost rowing (Strength)
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W Weaponless

W Two-handed
Sword

W Long Knife

Simple wound
tincture

Bandages
Throwing net
Evade

= Inspiring
Leader

Run
Crawl

Hunker

Weaponless Attack 7 B

1 Meterdi

Hand to Hand 10 8 Damage Potential 3 2 Meter

Piercing 1
Hand to Hand 9 B8 Damage Potential 2

First Aid 1 B8

First Aid 1 &
Throwing 3 B8
18

As an action in combat you can roll on your Persuasion Skill. A party member gains
bonus dice equal to your successes or at least 1

You can perform an action while walking. The minimum roll for this
action is raised by 1.

You can't perform an action while running. 6 Meter
Crawling is only possible while hunkered. 2 Meter

Applies the "Hunkered" status effect. Hunkered characters have a 6+ cover and a
+1 minimum roll for physis, attacks and skills.

Reduces the minimum roll for critical hits by 1 per action. This is not possible when
using burst mode. The aim bonus is lost when the character is hit.




| wo-handed Sword

Damage Potential: 3 (Add 3 dice to the hit roll)
Piercing: 1 (The target's protection is reduced by 1 before
the wounds are determined.)

Concealment: 8 (Describes how easy the weapon is to

conceal)
Range: 2 (The weapon can be used at a range of 2 meters)

Hand to Hand - 2m

Lon:g Knife

Damage Potential: 2 (Add 2 dice to the hit roll)
Concealment: 4 (Describes how easy the weapon is to
conceal)

Hand to Hand - 1m

Paper armor

Protection: N N N N
Encumbrance: 0
Concealment: 2

C

No description yet.

L

they/them

L

No languages.

No contacts.




Simple wound tincture

Handcuffs

Bandages

Throwing net

Signal whistle




man

# Bonus dice +2
} Rerolls +2

Brawler

3% Max health +1
=8 Hand to Hand Combat +1

Leader

The character may give an action to a fellow character every
combat round, instead of using it.

3% Bonus dice +1
%k Endurance +1
%k Apprehension +1

Warhorse

8 Hand to Hand Combat +1
8 Shooting +1

Trained sword arm

k Strength +2
8 Hand to Hand Combat +1

nspiring Leader
As an action in combat you can roll on your Persuasion Skill. A

party member gains bonus dice equal to your successes or at
east 1

%k Charm +1
B Persuasion +1

Homeless

Companion: You may choose one animal companion, which is
considered a familiar and accompanies you wherever you go.
%k Resistance +3

%k Attractiveness -1
8 Hand to Hand Combat +1




	Chief
	Two-handed Sword
	Long Knife
	Paper armor
	Human
	Brawler
	Leader
	Warhorse
	Trained sword arm
	Inspiring Leader
	Homeless



