Squire

Minimum Roll 5+
Bonus Dice 0
Destiny Dice 0
Rerolls 0
Ingots 0
Ounces 0
Gulden 2000
Deut 0
:
' Actions 2
Evasion 2
Minimum Roll 5
Concealment 0
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Boost
- no available
protection -

Apprehension 1 Attractiveness
Charm 1 Deftness
Conscientiousness 1 Endurance
Education 1 Quickness
Logic 1 Resistance
Willpower 1 Strength
Acrobatics (Deftness) 2 Courage (willpower)
Communication (Education) 1 Deception (Charm)
Driving (Deftness) 2 Empathy (Charm)
First Aid (Conscientiousness) 1 Intimidation (Apprehension)
Hand to Hand Combat 2 Investigation (Apprehension)
(Strength)

Magic Knowledge (Charm)
History (Education) 1

Orientation (Apprehension)
Mechanics (Logic) 1

Perception (Apprehension)
Nature (Education) 1

Persuasion (willpower)
Performance (Charm) 1

Politics (Charm)
Shooting (Deftness) 2

Religion (Conscientiousness)
Spell Casting (willpower) 1

Stealth (Conscientiousness)
Throwing (Strength) 1

Driving 2+2 Acrobatics 2+2




Weaponless
Evade

Walk

Run
Crawl

Hunker

Aim

Weaponless Attack 2 B -

28

You can perform an action while walking. The minimum roll for this action 2 Meter

is raised by 1.

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

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.




C

No description yet.

L

Birthdate: 120 EC
Height: 200
Weight: 110
he/him

-

L

No languages.

-

L

No contacts.




Stress: 0/ 6

2 No quirks.

Attitude: 50




Asgoran

k Deftness +1
%k Endurance +1
B Seafaring +2

Resistance +1
%k Endurance +1
8 Hand to Hand Combat +1
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