Boarding school
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Apprehension
Charm
Conscientiousness
Education

Logic

Willpower

Attractiveness

Deftness

Endurance

Quickness

Resistance

Strength
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Acrobatics (Deftness)
Communication (Education)
Driving (Deftness)

First Aid (Conscientiousness)

Hand to Hand Combat
(Strength)

History (Education)
Mechanics (Logic)
Nature (Education)
Performance (Charm)
Shooting (Deftness)
Spell Casting (willpower)

Throwing (Strength)

Courage (Willpower)
Deception (Charm)
Empathy (Charm)
Intimidation (Apprehension)
Investigation (Apprehension)
Magic Knowledge (Charm)
Orientation (Apprehension)
Perception (Apprehension)
Persuasion (willpower)
Politics (Charm)

Religion (Conscientiousness)

Stealth (Conscientiousness)

Performance 2+7

Acrobatics

Communication

2+6 (4

Empathy

Communication

First Aid




Weaponless Attack 6 B

Hand to Hand 6 B8 Damage Potential 1
Piercing 1

Hatchet Hand to Hand 7 B8 Damage Potential 2 Meté

W Five-Seven Single shot 10 B3 Damage Potential 2 20 Meter".
Burst mode 12 B3 Piercing 2 1

Multirifle Flechette Burst 15 & Damage Potential 5 498 /500 100 Metert
High Energy Beam 15 B Piercing 1
Low Energy Beam 13 B

W Gauss Single shot 14 &8 Damage Potential 6 500 Meter
' Rifle Piercing 2

Bandages First Aid 3 B
Flashbang Throwing 3 8

Evade 18

= Marksman Once per round any roll of 1 on a shooting dice roll can be rerolled

Requires shooting of 5 or more

-‘ Critical The minimum roll to achieve for critical hits is reduced by one. This applies only to
- Hits critical hits, but not to megacrits.

i

Whenever the character uses the "Run" action in combat, he may make an acrobatic
throw to advance further meters. If this roll succeeds, he may move further than his
running range according to the successes.

If-the roll is unsuccessful, the character stumbles and is considered to be prone. He
must spend one action to get back on his feet or into the Hunkered stance.

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

You can perform an action while walking. The minimum roll for this 6 Meter
action is raised by 1. h

You can't perform an action while running. 10 Meter
Crawling is only possible while hunkered.

wApplies the "Hunkered' status effect. Hunkered characters-have a 6+ .cover ang
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ptential: 1 (Add 1 dice to the hit roll)
I (The target's protection is reduced by 1 before

BNds are determined.)
aration: 0 (The weapon requires 0 actions to ready it)

Hand to Hand - 1m

'atchet

amage Potential: 2 (Add 2 dice to the hit roll)
Breparation: 0 (The weapon requires 0 actions to ready it)

Hand to Hand - 1m

ive-Seven

bamage Potential: 2 (Add 2 dice to the hit roll)
“iercing: 2 (The target's protection is reduced by 2 before

€ wounds are determined.)
apacity: 20 (The weapon can fire 20 times before it needs

b be reloaded.)
Loncealment: 1 (Describes how easy the weapon is to

onceal)
lange: 20 (The weapon can be used at a range of 20

Rieters)
Recoil Compensation: 1 (The recoil penalty is reduced by

it
¥

Single shot - 20m

Burst mode - 20m

ultirifle

Damage Potential: 5 (Add 5 dice to the hit roll)
Biercing: 1 (The target's protection is reduced by 1 before

i€ wounds are determined.)
"- pacity: 500 (The weapon can fire 500 times before it

BEds to'be reloaded.)
fange: 100 (The weapon can be used at a range of 100

Neters)

Flechette Burst - 100m

High Energy Beam - 100m




Protéctin: \
Encumbrance: 0
ITie Concealment: 0

Potential: 6 (Add 6 dice to the hit roll)
P 2 (The target's protection is reduced by 2 before
Plinds are determined.) Heavy balllstIC VeSt
@city: 5 (The weapon can fire 5 times before it needs to
€loaded.) Protection: NN NN NN N

_J- ge: 500 (The weapon can be used at a range of 500 Encumbrance: 4

Bterc) Concealment: 4

2coil Compensation: 1 (The recoil penalty is reduced by

Single shot - 500m Max von Galen ist Z6gling eines sehr
alten Adelsgeschlechts, welches bis zu
den Carolingern zuriick geht. Seine Eltern:
sind bei einem Skiunfall verstorben als
Max 14 Jahre alt war. Sein GroBvater
kiimmerte sich von nun an um |hn und
weihte ihn in die Familiengeheimnisse 3
ein. Die Familie "von Galen" ist Huter von
dunklen alten Geheimnissen. '

he/him

No languages.

No contacts.




artphone
Universal Communicator
Pocket watch

Compass

Historic Bible
Bandages

Intercoms

Flashbang




Energy: +2 / -0 mA

ic Walk Generator —
pressure-sensitive components are layered along the bones of the feet and shins or IfEe
INtO the soles. Each footfall causes these elements to discharge a pulse of electrical energys
BWNIS captured with every step and is generated solely through walking or running.




are vain beyond measure and like to show it often.

+2
thy -1
oting +1
suasion +2
ding +1
iquette +2

rding school

Ith: Your family has amassed a significant fortune that you
| comfortably draw on for many years to come.

tEducation +2
Apprehension +2
Communication +2

1

ooting Club

‘Bonus dice +1
Attractiveness -1
Shooting +1

ilt Membership

'Rerolls +1
Destiny dice +1
Bonus dice -2

ding
Driving +1
Riding +2

Performance +2

alwart

_‘ ax health +2
4

tional
‘Logic +1

i

ndy
inity: You are vain beyond measure and like to show it often.

» Attractiveness +2

' Charm +1

| Communication +1
(Etiquette +1

2actionary

e char is not very tolerant towards "strangers", "new things"
d tends toward extremely conservative views of life and even
ore reactionary world views.

L Charm -1

oistic
Destiny dice +1
‘Conscientiousness -1

able
Attractiveness +2
‘Charm +1

asterful Fighter
Actions +1




action to a fellow character every
ad of using it.

+1
sion +1

Aid +1
dical science +2

quipped

zharacter may spend a wound to take any item from his
¢pack, even if he doesn't possess it. To do so, the character
S @ wound and the player rolls a d6:

.+ 1-2: The desired item doesn't exist in the backpack
* 3-5: A similar item could be found in the backpack
* 6: The exact desired item could be found

0s Knowledge
2Xenos Knowledge +3

er Knowledge
| 'Ider Knowledge +2

Jestigation
Investigation +2

Inslinger
Quickness +1
Shooting +2

arhorse

Hand to Hand Combat +1
1Shooting +1

ade

EEvasion +2
Quickness +1

arksman

ice per round any roll of 1 on a shooting dice roll can be
olled

guires shooting of 5 or more

) Orientation +1

| Shooting +1

L Warfare +1

dnner

Quickness +1
» Endurance +1

fitical Hits
)e minimum roll to achieve for critical hits is reduced by one.
_, applies only to critical hits, but not to megacrits.

ish

enever the character uses the "Run" action in combat, he

¥ make an acrobatic throw to advance further meters. If this
succeeds, he may move further than his running range
cording to the successes.

he roll is unsuccessful, the character stumbles and is
insidered to be prone. He must spend one action to get back
his feet or into the Hunkered stance.

\Quickness +1




es or at

y member

ce +1
e +2
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