Archaeologist

Academic degree

Minimum Roll
Bonus Dice
Destiny Dice

Rerolls

Apprehension
Charm
Conscientiousness
Education

Logic

Willpower

Attractiveness

Deftness

Endurance

Quickness

Resistance

Strength

Euro

Cent

‘Actions
L Evasion
3

*Minimum Roll

. Concealment

'
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Boost

0

Acrobatics (Deftness)
Communication (Education) 10
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)

oulrophobia

Perception

Communication 3+10

Mechanics

First Aid




Weaponless Attack 5 B

Eagle Single shot 13 8 Damage Potential 5
Piercing 1

ong Knife Hand to Hand 7 B8 Damage Potential 3
Piercing -1
Bleeding 2

-

W Haircomb Hand to Hand 5 B8 Damage Potential 1 Meter}§

Slingshot Single shot 10 B3 Damage Potential 2 5 Metert

W Love Single shot 14 B8 Damage Potential 6 20 Meter #
1 Piercing 2

L W Hellwhip Single shot 13 &8 Damage Potential 5 20 Meter 8
' Laser Pistol High Energy Beam 15 B i
. Low Energy Beam 13 B

lﬁ Multirifle Flechette Burst 15 B Damage Potential 5 492 /500 100 Meter »'
High Energy Beam 15 B Piercing 1 '
Low Energy Beam 13 B

Bandages First Aid 8 B3
Hairpin
Flashbang Throwing 1 B8
i First aid kit First Aid 8 8
" ltalian
. liqueur 30%
0,7L

Elemental Deftness 8 B Power 1
. Weapon Actions 1

Evade 18

' = Dash 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.

You can perform an action while walking. The minimum roll for this 5 Meter
action is raised by 1. i

You can't perform an action while running.

Crawling is only possible while hunkered.







ptential: 5 (Add 5 dice to the hit roll)
I (The target's protection is reduced by 1 before
BNds are determined.)
I€Ity: 7 (The weapon can fire 7 times before it needs to
Bloaded.)

ficealment: 4 (Describes how easy the weapon is to

ficeal)

al ge: 20 (The weapon can be used at a range of 20

Bters)

gcuracy: 1 (If the weapon is aimed at an area of the body,
B penalty for the throw is reduced by 1.)

racer Ammunition
oncealment 2

Jamage Potential 1
(ccuracy 1

ed Dot

oncealment -1
DJamage Potential 1

Single shot - 20m

‘ong Knife

; mage Potential: 3 (Add 3 dice to the hit roll)
goncealment: 4 (Describes how easy the weapon is to
nceal)

iercing: -1 (The target's protection is reduced by -1 before
fhe wounds are determined.)

Bleeding: 2 (At the beginning of each round, the wounded
haracter rolls for Endurance. If the roll fails, the character
fakes one wound for each level of this condition. This
gondition ends when the character is bandaged (e.g. by first
jid).)

Roughened Blade

Piercing -1
Bleeding 2

"7 ather wrapped handle

‘1 mage Potential 1

Hand to Hand - 1m




s Potential: 2 (Add 2 dice to the hit roll)
Ey: 1 (The weapon can fire 1 times before it needs to
8loaded.)
€ealment: 1 (Describes how easy the weapon is to
iceal)
Bparation: 0 (The weapon requires 0 actions to ready it)
’ ge: 15 (The weapon can be used at a range of 15
iSters)

Single shot - 15m

ove

lamage Potential: 6 (Add 6 dice to the hit roll)

_iercing: 2 (The target's protection is reduced by 2 before
BE wounds are determined.)

Reload actions: 2 (Reloading the weapon takes 2 actions)
Bapacity: 3 (The weapon can fire 3 times before it needs to
3 reloaded.)

ange: 20 (The weapon can be used at a range of 20
heters)

Single shot - 20m

Hellwhip Laser Pistol

Damage Potential: 5 (Add 5 dice to the hit roll)
apacity: 3 (The weapon can fire 3 times before it needs to
be reloaded.)
Eoncealment: 1 (Describes how easy the weapon is to
fonceal)
Range: 20 (The weapon can be used at a range of 20
eters)
Recoil Compensation: 2 (The recoil penalty is reduced by

)

Single shot - 20m

High Energy Beam - 20m

Low Energy Beam - 20m
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grrange of 100

Flechette Burst - 100m

High Energy Beam - 100m

Low Energy Beam - 100m

Protectin: \

Encumbrance: 0
Concealment: 0

Combined tactical
vest

Protection: N N N
Encumbrance: 4
Concealment: 8

Studierte Archaologin. Musste ihren Beru‘
aufgeben, weil sie Ausgrabungen unter
der Hand verkauft hat und das aus
Versehen weitergetratscht hat.

she/her

No languages.

No contacts.




ashlight
Bandages
Hairpin
Intercoms
Flashbang
First aid kit
Tether rope

Crucifix

Lamp oil

Magnifying glass
Italian liqueur 30% 0,7L

Potion of Might




annels the magic of their favoured element into their melee weapon to streng

2xt magic level combat rounds, the weapon ignores the opponent's protection. In additio
ith the weapon have strength increased damage potential for the next two combat rounds

pell Casting 8 Deftness

Arcana

Power

:Range
Shape

Actions




Energy: +0 / -4 mA

e
BNEQS are augmented with a web of high-performance myomer that provides a minor DU8
Btheir agility. The system features an overdrive mode that can be activated to flood these 8
BSIVe energy surge, forcing them to contract at an incredible rate. This results in a short, exploSi8
Of speed, allowing the user to run at a blinding pace for a few moments before the system musSties

n.

onic Sprint —

Beliser's legs are augmented with a web of high-performance myomer that provides a minor but constanis
BBOSE to their agility. The system features an overdrive mode that can be activated to flood these fibers withs
Pmassive energy surge, forcing them to contract at an incredible rate. This results in a short, explosive
BUIrSE of speed, allowing the user to run at a blinding pace for a few moments before the system must cool

own.

fress: 3/7

oulrophobia




dice +1
ss +1
ption +2
ory +1
ient Relics +4

emic degree
3onus dice +1
onscientiousness +1
ducation +2
Logic +1
INature +1
‘Communication +2
History +1

!

lecting Stamps
onscientiousness +2

ane Training
Spell points +5

esaving
Endurance +2
First Aid +2
Courage +1

ndcraft
_Deftness +2

rate
Deftness +1
4 and to Hand Combat +2

skking
FEndurance +2
‘First Aid +1
*Orientation +2

i

rrupt

Conscientiousness -2
Intimidation +1
| Deception +2

: k of all trades

\Rerolls +1
# Bonus dice +2
1Communication 0!

vironmentalist
‘Perception +2

ature +2

abbermouth

Stealth -3
‘Communication +3

commodating
harm +1
‘Communication +1

cane Initiation

Max arcana +1
pell points +5
Knowledge +2
\

N
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e

d to Hand Combat +1
ooting +1

0s Knowledge
enos Knowledge +3

dicine
First Aid +1
Medical science +2

Inslinger
Quickness +1
hooting +2

tographic Memory
Logic +1

Perception +1
‘Orientation +2

sh

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

3y make an acrobatic throw to advance further meters. If this
'succeeds, he may move further than his running range
ording to the successes.

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

*Quickness +1

jsterful Fighter
BActions +1

-3

i
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