Character Name: AL%S Ratne

 Species: Human

Career: warrior

GENESYS

Player:

GENERAL SKILLS CAREER? RANK

COMBAT SKILLS

CAREER? RANK

Alchemy (Int)
Adhletics (Br)

V Cooi V(Pr) :

408 tiharion (Ag)
VDiscirpline (Will) V
Methaics (fn)"
: Mcdi;ine (I;’lt) V
; Percebtion {Cun) :
: Resiliénce (Br) V
: Ridir;g (Ag)r
Skullduggers: (Can)
: Stealtﬂ (Ag)r ’
“Streetwise (Cun).
Sl ().,

Vigilance (Will)

Brawl (Br)
Melee (Heavy) (Br)
Melee (Light) (Br)

Rangcd (Ag)

SOCIAL SKILLS

Charm (Pr)
V Cocrci;)n (\Wm)
7 Dcccprtion ((Vim)
Vtcadcrrship (Pr)

Negotiation (Pr)

|
|
|
\,,
|
|
|

KNOWLEDGE SKILLS

Adventuring (Int)
Forbidden (Int)
Lore (Int)

Geography (Int)

MAGIC SKILLS

CUSTOM SKILLS

Arcana (Int) |
ey
G
VR‘uncs: (Int) V !
VVerse kPr) ; j
WEAPON SKILL DAMAGE CRIT RANGE SPECIAL
War Hanawer  Melee (Heavy) 9 + Sngaged O i i
Flsts Brawl 4 5 engaged Disorient 1, Knockdown

|
|
|




MoTIVATIONS

NoTEs

STRENGTH: Couraigeous

Alys has shown time and again that
her devotion to the Law gives her the
courage to face any odds.

FLaw: tntolerance
Alys sees issues of justice and good in
stark terms, and shows no tolerance for
those who would break the Law.

DEsIRE) ustice

The will to deliver justice to those who
defy the Law of the Citadel drives
Alys tw all she does.

Feap:Fatlure

Alys doesn't fear pain or death,
but the possibility of failing in her
duties as a Marshal.

EouipMENT LoOG

WEAPONS & ARMOR:

tron chatnmatl (+2 soak; add [l to
Athletics, Coordination, Riding, and
Stealth checks)

PEersoNaL GEAR:
Backpack
Bedroll

Rope

Flint and steel
Torches
waterskin

SILVER: 37

HEerolic ABILITY

NAVE: “2plentless Marshall”
ORGIN:  Driven
AsLity: Miraculous Recovery

EFFECT:

UPGRADES: IVWP roved
storg

Ownce per session, Alys rRatne may spend one Story Polnt to activate

this ability. she imwmediately heals all wounds suffered and heals 2
wounds at the beginning of her next turn.

BY her eighth birthday, Alys
Raine had recited the entirety of
the Common Law Lin one sitting
and had already starvted her
memorization of the sevew treaties
devoted to it. Always preferring her
studies to the Long hours of combat
training, only her dream of one
day becoming a Marshal kept her
going. Now, a rising star among
her comrades, the name Alys Raine
drives fear into the hearts of the
unjust throughout all of Terrinoth.
A Marshal of the Citadel is a master
of both combat and knowledge,
bringing justice everywhere it is
needed. tn the field, they serve as
judge, jury, and executioner anad
exercise their duties with passion
and haste.

CriTicAL INJURIES

TotaL ABILITY POINTS: 2

AvAILABLE ABILITY POINTS: O

RESULT

SEVERITY

TALENTS AND SPECIAL ABILITIES

NAME PAGE #

ABILITY SUMMARY

|R.eawl y for Adventure |

[> Once per session, convert one GM Story Point to a player Story Point. |

[Toughened 2 |

> tnerease character’s Wouwnd Thresholol by 2 per rank (included in profile). |

|1>umbLe | [> subtract 10 from the effect roll for Critical tnjuries the character suffers. |
ITC“’”PL“V | > The character gains Divine as a career skill but can attempt only one Divine check |
per encounter.

[remplar (proved) |

[> The character does not add B to Divine checks due to armor. |

_I)us’c'we of the Citadel |

[> once per round, suffer = strain to add damage equal to ranks in Dlscipline to one melee hit. |

>

W R DY Y I




Character Name: S Y wolrael
, Species: Lowbo_rw Elf

e GENESYS)
Payer R Qo

Characteristics

GENERAL SKILLS CAREER? RANK COMBAT SKILLS CAREER?
Brawl (Br)

Melee (Heavy) (Br)

Melee (Light) (Br)

Ranged (Ag)

SOCIAL SKILLS
Charm (Pr)

Discipline (Will)

Mechanics (Int)

Medicine (Int)

Coercion (Will)

‘a-'

Perception (Cun) Deception (Cun)

Resilience (Br) Leadership (Pr)

0 Riding (A Negoriaion (Pr)
Skullduggery (Cun) KNOWLEDGE SKILLS
;Stealt.h. (Ag)“ Adventuring (Int)
)\ frckaiee (Cumh ‘Petbidden (HD*
AR L
 Vighnee(wil) Geomraplyan

MAGIC SKILLS CUSTOM SKILLS

Arcana (Ing)
e
i G
o
Verse (B
D Wepons g
WEAPON ; SKILL ‘ DAMAGE ‘ CRIT ‘ RANGE ‘ SPECIAL
Sword | Melee (Light) e ARy oL e e ey 120
fargeshield  Melee (Light 4 & L Engeged | Pefensve CRESEERE
Flsts m\Bme o R A = L 5 | engaged .  Disorient 1, Kinockoown




MoTIVATIONS

NoTEs

STRENGTH: LogaLtg

Sywdrael draws strength from her
loyalty to her Lady and her chosen
allies.

FLaw: Pride

Sywdrael views non-Elves with some
disdain, and often bristles at her
interactions with theme.

Desiee: Belonging
Sywdrael hopes to one day retake her
place among the Latari elves.

FEAR: EK‘P resston

Sywdrael is appalled by any alispLag
of emotional weakness, particularly -
from herself.

EouipMENT LoOG

WEAPONS & ARMOR:

tron scale armor (+2 soak; add [l to
Athletics, Coordination, Riding, and
Stealth checks)

PEersoNaL GEAR:
Backpack
Bedroll

Rope

Flint and steel
Torches
waterskin

2 healing potions

SILVER: 52

HEerolic ABILITY

NAME “pauntless quardian”

ORrGIN: [ Your Blood

Asity: Havd to KLl

EFFECT:

UpGraDEs: Sto Yy
Duration

Ownce per session, Sywdrael may spend one Story PoLnt to activate

this ability. syndrael gains +4 soak for three rounds (including

this one).

Having sworn her blade to the
service of Lady Tyviel, syndrael
found herself a scant century Later
i the awkward position of having
her patron named and exiled as

A traitor to the Latari elves. Lady
Tyviel had the decency to formally
release her subjects from their oaths,
but sywdrael still found herself
with no welcome throughout the
Aywhelin. Having concluded that
her Lady could not be a traitor,
Sywdrael has followed her into
extle. She now travels throughout
Tervinoth, upholding the ideals of
the Latari as she seeks her lady and
an explanation for her fate.

CriTicAL INJURIES

TotaL ABILITY POINTS: 2

AvAILABLE ABILITY POINTS: O

RESULT

SEVERITY

TALENTS AND SPECIAL ABILITIES

NAME PAGE + ABILITY SUMMARY
|N’LmbLe | [> Lowborn Elves have a wmelee and ranged defense of 1 (tncluded in profile). |
|qr£t = | > nerease character’s Strain Thresholao by 1 per rank (included in profile). |
|i>urr5 2 | [> Whew hit by a wmelee attack, suffer = strain to reduce damage by 4. |
|BLocle | > while holding a shield, may use Parry to reduce damage from ranged attucles.|

|FieLd commander |

|> As aw action, make an Average (“) Leadership check to allow 3 allies to suffer L |

strain to make an out-of-turn maneuvey.

|Pr0‘]:er upbringing |

> May suffer 1 strain to add A to a social skill check. |

|shLeLal Slam |

> Whew attacking a miniow or rival with a shield, may spend A A A A or @ to |

stagger the target for 1 vound

>

iR | [P




Character Name: Leovic o-(: the Book

 Species: Human

GENESYS

Career: pmg ge
Player:

Characteristics

COMBAT SKILLS CAREER? RANK
Brawl (Br)

GENERAL SKILLS
Alchemy (Int)

T T
Athletics (Br) \ bt S\ (O
8 | Cool 01) : 7 Melee (Light) (Bz)-
VS P
VDiSCiVP““" (Wi“) B x SOCIAL SKILLS
e haisics (Tng” \ I Charm (Pr)
L Comion i
R Becapion o
ratey ety
| |
Riding (Ag) Negotiation (Pr)
skuII;iugger (Cu;‘) | it KNOWLEDGE SKILLS
LSl (Ag)r ] & Adventuring (Int)
s Fobidden iy
A S 7
Vaweom” T R
MAGIC SKILLS RANK CUSTOM SKILLS
Arcana (Int)
“Divine (Will
g el R N S
VR‘uncs: (Int) V
VVerser(Pr) :
WEAPON ; SK}ILL ‘ DAMAGE ‘ CRIT ‘ RANGE ‘ SPECIAL
D’Vagger V%MeLee (gyght) p 3 9 3 % engaged | et Aceurate 1
FLStS m\gme } 2 Sl 5 : ewgaggd \ ”DLSDYLelV/\V't q, KqucthW@
- | | | |
| | | | |




MoTIVATIONS

STRENGTH: AwaLgt'waL

Leoric masterfully absorbs informa-
tton, and ts always ready to present
a well-reasoned argument.

FLaw: Pride

Leoric takes great offense at any dis-
paragement of his wmagical ability or
scholarly expertise.

Desipe: Ambition
Leoric values his magical expertise
and knowledge above all.

FeEAR: Obsaurﬂtg
Leoric’s greatest fears that the schol-

tributions to magical research.

arly community will forget his con- -

EouipMENT LoOG

WEAPONS & ARMOR:

Heavy robes (+1 defense)

Magic tome (When Leoric uses a
magle attack, he can add both the
Range and Deadly upgrades without
increasing the difficulty.)

PEersoNaL GEAR:
Backpack
Bedroll

Rope

Flint and steel
Torches
waterskin

SILVER: &

HEerolic ABILITY

NAME: i ow-tt-AlL”
OriaiN: - peerless Training

Asity: AlLL the Facts

EFFECT:

LIpGRADES: DUFAtLON
tmeproved

Ownce per session, Leorie ma Yy spend two Story Polnts to activate this

ability. For three rounds (including this one), Leoric may lean or
remember one tmportant fact about the situation during his turn,
and upgrades the ability of related checks once.

Adfter one too many heated
arguments with the Provost,
Professor Leoric of the University
of Greyhaven was invited to go
own an “extended sabbatical.” As
an adventurer, Leoric’s constant
references to his scholarly texts
quickly earned him the sobrigquet
“of the Book.” Leoric’s sabbatical
continues as the former professor
applies his magical knowledge

tn the field and seeks out Long-
forgotten kRwowledge and wisdom.

TotaL ABILITY POINTS: 2

AvAILABLE ABILITY POINTS: O

CriTicAL INJURIES
RESULT

SEVERITY

TALENTS AND SPECIAL ABILITIES

NAME PAGE #

ABILITY SUMMARY

|R.eawl y for Adventure |

[> Once per session, convert one GM Story Point to a player Story Point. |

|q rit |

> tncrease the character’s Strain Threshold by 1 (included in profile). |

|1>esPemte Recovery |

I> l-{;thc character Ls sutfering strawn greater thaw half of thewr Strawn Threshold when | {
t "

ey heal strain at the end of an encounter, they heal two additional strain.

IProper upbringing |

> May suffer 1 strain to add A to a social skill check. |

|FLash of nsight |

[> when the character generates @ on a knowledloe check, add [[][]to the results. |

|S|',g nature Spell |

D> rReduce the difficulty of checks to cast the character’s signature spell by owel

>

W R DY Y I




Character Name: Ulma Grimstone

. Species: Forge pwarf

GENESYS
Payer R Qo

Characteristics

03

CAREER?

GENERAL SKILLS COMBAT SKILLS

Alchemy (Int) Brawl (Br)
Athletics (Br) Melee (Heavy) (Br)
Cool (Pr) Melee (Light) (Br)

Coordination (Ag) Ranged (Ag)

Discipline (Will) SOCIAL SKILLS

Charm (Pr)

Mechanics (Int)
Medicine (Int) Coercion (Will)
Perception (Cun) Deception (Cun)

Resilience (Br) Leadership (Pr)

o Ridling (25 Negoriaion (Pr)
Skullduggery (Cun) KNOWLEDGE SKILLS
e e Adventuring (In)
Sttt (Cunh “Febidden ()%
SRl (G, - LN
Vighine (Wil Geoghpty sk

MAGIC SKILLS
Arcana (Int)

CUSTOM SKILLS

Divine (Will)
Primal (Cun)
Runes (Int)

Verse (Pr)

WEAPON SKILL DAMAGE CRIT RANGE SPECIAL

i g | ‘ ‘ ‘ " Blast 7#, Disorient 3, Limited

: ottled Lightning x2 % Ranged . Ay T | 5 % Short | = ALW;WD;, stuw,Da’Mjlg,;
rRanoeo -3 = Short Blast 6, Burn 2, Limite

| pt - REEE R in | R | e A0

\ Rangeo | 4 | 4 | Medium i Disorient 2, Prepare 1

‘ Brawl ‘ 2 ‘ S ‘ Engaged ‘ Disorient 1, Knockdown




MoTIVATIONS

NoTEs

STRENGTH: Curious
ubma’s curiosity helps her to find
novel solutions for any problem.

FLaw: Recklessness

n her quest for understanding,
ulma doesn't always think about the
risks of her experiments.

DESIRE: GKPCYtLSC

ulma is driven to master all aspects
of her craft. Hewnce, the constant
experimentation.

FeAr:Sta 9 natton

ubma is horrified at the thought of
growing complacent or resting ow her
past achievements.

EouipMENT LoOG

WEAPONS & ARMOR:
Padded armor (+1 soak)

PErsoNAL GEAR:
Alchemlists’ Kit

Healing Herbs
Satchel

2 smokebomb vials
2 healing potions

SILVER: 4¢&

HEerolic ABILITY

NAVE “ptest Experiment”
ORGIN:  Driven

AsiLiTy: Unleash

EFFECT:

ubma may spend one Story Point to activate this ability. until the
end of her next turn, Ulma may perform an incidental each round to
immediately defeat a minion group within short range.

UPGRADES: H/WP roved
storg

TotaL ABILITY POINTS: 2

AvAILABLE ABILITY POINTS: O

As a dwarf with decades of alchemic
experimentation, Ubma Grimstone
is havd-pressed to remenber the

Last time she had wmuch in terms

of eyebrows. Lately, however, she’s
spent much of her time out in the
field, searching for strange, new
components, and her skills continue
to improve each and every day.

Best yet, as she understands Lt,

her earliest test subjects are finally
starting to regrow their fingernatils
and teeth.

CriTicAL INJURIES

RESULT

SEVERITY

TALENTS AND SPECIAL ABILITIES

NAME

PAGE +

ABILITY SUMMARY

|stubborw |

> Forge dwarves aool [l to social skill checks targeting thewt. |

|Tough as Natls |

[> once ‘PCY sessiton, a Pwa

may spend a Story Polnt as an out-of-turn tncidental to |

() theg count the result rolled as “o01.”

| Apothecar | D> When a patient wnder the character’s care heals wounds from natural rest, they heaL|
5 one additional wound
}Sur@eow > | [> When the character makes a Medicine check to heal wounds, the target heals two |
additional wounds.
|TumloLe | D> while engaged with one or wmore aoversaries, may suffer 2 strain to move to short |

range as an tueldental

|Hero'w Recovery |

[> Onee per encounter, may spend a Story Point to recover 4 strain. |

|l>oolge |

|> Whew targeted by a va
culty of the combat check once.

ed or melee attack, may suffer L strawn to upgrade the diffi- |

>

iR | [P




Character Name: Thatden Mistpea kR

GENESYS
Career: scoundrel ‘ :

Player:

Characteristics

GENERAL SKILLS ~ CAREER? RANK COMBAT SKILLS CAREER? RANK
Alchemy (Int) Brawl (Br) T D T S S
Athletics (Br) Melee V(Heavy) (Br) 7 C:::D
Cool (Pr) : Melee V(Light) (Br) : c:::]

Coordination (Ag) Ranged (Ag)

Discipline (Will)

| |
| |
| |
o |
| |
| |
| %

SOCIAL SKILLS RANK

Mechanics tlm) Charm (Pr) aEm» > )

Medicine (Irnt) V Cocrci;)n (Will) C::::]

Perception (VCun) : Dcccprtion (Cun) I::]

Resilience (Br) 7 Lcadc;slxip (Pr) C::::]

Riding (Ag)r Ncgotiation (Pr) C::::]

Skullduggery (Cun) KNOWLEDGE SKILLS RANK

Stealth (Ag)r ; Adventuring (Int) ‘ 1 ‘ o/

Streetwise (Cun) : Forbidﬁen (Int) 2 ! (:::::)

Survival (C\V.m) V Lore (in() ! \ C::::]

Vigilance (Wiﬂ) Geogréphy (Int) j j C::::)
MAGIC SKILLS CUSTOM SKILLS RANK

Arcana (Int)

Divine (Wﬂb

Primal (Cunj

Runes (Int) V

Verse (Pr) ;

‘Weapons

WEAPON SKILL DAMAGE CRIT RANGE SPECIAL

T I T I T ’ ’
Custom crossbow % quugf,d i 9 I 2 % Long | - Reinforeed, suq:;enor
Sword \ Melee (Light) ; 5 \ 2 : engaged | Defensive 1
Fists \ Brawl \ 2 \ & | engaged \ Dlsorient 1, Knockdowin
L | I L |




MoTIVATIONS NoTEs

STRENGTH: WLtt
Thatden’s wry barbs and clever
retorts mask his bnner strife.

FLaw: Deception

Thaiden has a tendency to Lie and
obscure the truth more thawn Ls neces-
sary.

Thaiden has an uncanny knack for
funding things that others cannot.
He Led his clan through the Crags of
the Forgotten, rescued his Love from

the center of the Gray wastes, and

DEesiRE: Vengeance
Thatden’s desire for vengeance has
never been quenched, and he seeks

retribution against evil of all kinds.

Fear: Commitment

Thaiden fears growing close to any-
owe, for the risk of Losing thewm once -
again.

recovered his grandwother’s hairpin
from an abundantly large

haystack... or so it is said. He never
planned to use his talents to avenge

the deaths of those he loved. when

EouipMENT LoG the murderers were wever found,

WEAPONS & ARMOR:
Leather armor (+1 soak)

PErsoNAL GEAR:

however, he took matters tnto his

Backpack Thieves’ tools own hands. He never speaks about
Bedroll Fancy hat that journey or what he did whew he
Rope fouwnd those responsible. If asked, his
Flint and steel eyes grow dark, and he speaks only
Torches of what he will do whew he funds his
waterskin current quarry.

SILVER: 24

HEerolic ABILITY

NAVE “mebts to Pay”

Oran:— Life-changing Experience

ABILITY: Sig nature WBG‘PDW

EFFECT:

UPGRADES: EWL‘PDWCYCD[

Thatdew has a signature weapow, his crossbow. n addition, once per session,
he may spend two Story Points to activate this ability. until the end of his
next turn, Thatden adds [Jto his checks, and his crossbow gains Blast 5.

CriTicAL INJURIES
RESULT

SEVERITY

mp roved

TotaL ABILITY POINTS: 2

AvAILABLE ABILITY POINTS: O

TALENTS AND SPECIAL ABILITIES

NAME

PAGE +

ABILITY SUMMARY

|R.eawl y for Adventure |

[> Once per session, convert one GM Story Point to a player Story Point. |

|F£wesse | [> The character may use Agility instead of Brawn for Melee (Light) checks. |

|qr£t | D> Gqain +1 sStrain Threshold. |

IcLe\/er Retort | |> Owncer per encounter as an out-of-turn tnctdental, add & QA to another character’s |
soctal skill check.

|wm£thbawe | D> Reduece Critical rating of weapon by one whewn attacking an undead adversary. |

|1>|',rt5 Tricks |

> When the character inflicts a Critical jury, the target also adols Il Il to their next check. |

|Rap£al Archery |

D> As @ manewver, suffer 2 strain to add Linked 2 quality to crossbow for one attack. |

> |

iR | [P




Character Name: Pathﬁwder Durtk
Species: Broken Plains Ore

GENESYS

Characteristics

g

GENERAL SKILLS CAREED?‘ RANK COMBAT SKILLS ‘CAREER?‘ RANK
Alchemy (Int) | DD N N D Brawl (Br)
 Achletics (Br) B T S\ e (o ! !
B | Cool Py g | e ik |
| Catriiaion (4 B 5 Tl R
IR : [ T R B TN« W
R et J ‘ ‘
Mechanics (Ine) Co>—> > > || Cham @
e I e e e 1 R S o B
Beteepion (ury | | o oy
e S | e
‘ ‘ |
ity ok @ || N ®)
AVSk““fi}lggerrYr (Cuf‘) | C:::D KNOWLEDGE SKILLS
Stealth (Ag) e > > ) Adventuring (Int)
s s | o
SRl Gy, \ > > || Lty
 Viglance (Wil j W > > )| | Ceomeili (i
MAGIC SKILLS ‘ ‘ RANK CUSTOM SKILLS
Arcana (Ing) Co> > > 5
ey
e e e e
e . : w:::::]' ————
A ol e
D Wepons g
WEAPON SKILL DAMAGE CRIT RANGE SPECIAL
g;ght Spear (MeLee) ) ,1M5L‘e (ug ht) 1 77777 5 1 o 1 E"”,Qaged 1 ~ Aceurdte 1, bgfewsive 1
ugh’c Spear ,(Thmwm’,), ; R.qkyged ; 77777 5 ; o ; Short r ; Acourate 1, Eimited Ammo L
Dﬁ@@er (MCLCC) \MCLCC (Light) \ ,,,,, 4 \ 3 \ Ewgaged T \ At oo A,o,curate 1
Dagger (Throww) ‘ rRanged ‘ 4 ‘ = ‘ Short | Accurate 1, Limited Ammo 1




MoTIVATIONS

NoTEs

STRENGTH: Independent
Durik is used to surviving by only
his own skill and strength.

FLaw: lgworance

Durik prefers the wilderness, and his
tgnorance of social customs some-
times leads to trouble.

Desipe: Freedom

Durik prizes the freedom of nature
and his independence from any
magistrate or chieftain.

Fear: The Supernatural

Durik is highly superstitious, and
mwore uncomfortable around magic of
any kind than even most people.

EouipMENT LoOG

WEAPONS & ARMOR:
Leather armor (+1 soak)

PErsoNAL GEAR:
climbing gear

Flint and steel
Torches
waterskin

SILVER: 2

HEerolic ABILITY

NAME: ”'PCCVLCSS slef,rmisl’lel’”
ORrGIN: [ Your Blood

ABlLITY: Para gow

EFFECT:  onee per sessiow, Purik may spend two Story Polnts to activate this ability.
For three rounds (including this one), Durik may remove one @ and one M of
the player’s cholce from the results of Melee (Light) checks (after rolling).

LIpGRADES: DUFAtLON
tmeproved

TotaL ABILITY POINTS: 2

AvAILABLE ABILITY POINTS: O

From the _earL’Lest times in his Life,
Purik has beew far more comfortable
in the wilderness than in any town
or village. To him, nothing can beat
soft grass wnderfoot ana a cool
breeze under a starry night sky.

As such, he’s proven himself time
and again as a valuable tracker and
guide, easily able to find shelter and
sustenance in the least hospitable
places, to discover a safe travel path
il the darkest night, and to defend
himself and his charges against the
deadly perils of the wild.

CriTicAL INJURIES
SEVERITY RESULT

TALENTS AND SPECIAL ABILITIES

NAME

PAGE +

ABILITY SUMMARY

[Battle Rage |

> May ado Ilto a welee cheek in order to deal +2 damage with one hit. |

|0we with Nature |

I> Whew L the wilderness, may use survival, tnstead of Cool or Biscipline, to recover |

strain at the end of an encovinter.

it |

[>Does not require extra manewvers to move through diffieult terratm. |

|1>u wy |

D> Whewn hit by a weelee attack, suffer 2 strain to reduce damage by =. |

ant 2 |

|> Gain +2 Strain Threshold (aLreadg tncluwded). |

|1>uaL wielder |

May performe a manewver to decrease the difficult the next combined combat
[ 4

check to attack with two weapons by one (during the same turn). |

|R£clel,ess Charge |

|> Adter engaging an enemy), may suffer two strain to add I I 3 Q3 to next melee attack |

this twn.

|1>uaL Strike |

I> Whewn attacking with two weapows, the character may sufter two strain to it with |

the secondary weapon (instead of spending A A).

VA [ N = N




B

SPELLS: ALYS RAINE

Thanks to her Templar talent, Alys Raine can cast one spell using the Divine skill during each encounter. Casting a spell is an
action that requires the use of a magic skill (Divine, in this case). A character must suffer 2 strain in order to cast a spell. Alys

Raine most often uses the following spells, but she can use addtional spells following the rules on‘page 210 of the GENESYS

Core Rulebook.

RIGHTEOUSNESS OF
THE CITADEL

Magic Action: Augment
~Additional Effects: Haste

Select one target Alys is engaged with (which may be herself)

and make a Hard (‘ ‘ ‘) Divine check. If the check

is successful, until the end of Alys’s next turn, the target

increases the ability of any skill checks they make by one (in
* effect, this means they add ‘ to their checks). In addition,
targets affected by the spell can always perform a second
maneuver during their turn without spending strain (they
may still only perform two maneuvers a turn).
If Alys performs the concentrate maneuver during her next
turn, the spell’s effects last until the end of her following
turn, instead. The spell can be sustained indefinitely by per-
forming the concentrate maneuver in subsequent turns.

ADDITIONAL EFFECTS

Before Alys casts this spell, you may choose to add any of the
following additional effects, increasing the difficulty of the
check correspondingly.

Additional Target (+‘ ‘) The spell affects one additional
target within range of the spell. In addition, after casting the
spell, you may spend A to affect one additional target with-
in range of the spell (and may trigger this multiple times,
spending A each time).

Range (+‘): Increase the range of the spell by one range
band. This effect may be selected multiple times.

MERCY OF KELLOS

Magic Action: Heal

Additional Effects: Restoration b
Select one target Alys is engaged with (which may be herself)
who is not incapacitated and make an Average @9
Divine check. Upon success, the character heals 1 wound'
per ¥¥, and 1 strain per (A). In addition, select one 6ﬁgoing
status effect the target is suffering, which immediately ends.

ADDITIONAL EFFECTS

Before Alys casts this spell, you may choose to add any of the
following additional effects, increasing the difficulty of the
check correspondingly.

Additional Target (+4p 4): The spell affects one additional
target within range of the spell. In addition, after casting the
spell, you may spend A to affect one additional target with-
in range of the spell (and may trigger this multiple times,
spending A each time).

Range (+‘): Increase the range of the spell by one range
band. This effect may be selected multiple times.




SPELLS: LEORIC OF ’l‘l— = BOOK

Leoric has the Arcana sklﬂ as a career skill, and so can cast spells Casting/a’ spell i/ actiof.dhat requires the use of a magic
- skill (Arcana, in this case). A character must suffer 2 strain in order to cast a-spell. Leoric most often uses the fol}owmg spells,

: ARCANE SPEAR
(SIGNATURE SPELL)

Magic Action: Attack
Additional Effects: Deadly, Empowered, Range
Arcane spear is a magic attack, and follows all the normal
rules for a combat check. Leoric chooses a target at short or
medium range (but not engaged) and makes an Average (‘
‘) Arcana check. If the check succeeds, the attack deals 8

. damage +1 damage per ¥, with a Crltlcal Rating of 2 and
the V1c1ous 3 quahty ’

 ADDITIONAL EFFECTS

Leoric cannot add any other effects to his signature spell.

IMBUED STRIKE
‘Magic Action: Attack
Additional Effects: Close Combat, Deadly
Imbued strike is a magic attack, and follows all the normal
rules for a combat check. Choos a target Leoric is engaged
w1th and makes an Average (‘ ‘) Arcana check. If the

- with a Critical Rating of 2 and the Viciouq 3 quality. :

, ADDITIONAL EFFEGTS.

- Before Leoric casts this spell, you may choose to add any of
the following additional effects; mcreasmg ‘the dlfﬁculty of
the check corrcspondmgly
Fire (+‘) The attack gains the Burn 3 quality.

- Manipulative (‘) If the atrack hits, you may spend A to
move the target up to one range band in any dlrectlon

e

=

iy 'but he can use addtlonal spells followlng the riiles on page 210 of the GENESYS Core Rulebook.

“.check succeeds, the attack deals 4 damage +1 damage per ¥,

SHIELD or KNOWLEDGE
Magic Action: Bamer SN
Additional Effects: Range &
Select one target within short range of Leoti¢ (whlch may
be himself') and make an Easy (@) Arcana check. If the
check is successful; until the end of Leoric’s next turn, reduce
the damage of all hits the target suffers by one, and further
reduce it by one for every uncanceled %¥ 3* beyond chié ﬁrst

ADDITIONAL EFEECTS =
Before Leoric casts this spell, you may choose to add any of
the following additional effects, i mcreasmg the dlfﬁculty
the check correspondingly.
Additional Target (+4p): The spell affects one addmonal
target within range of the spell. In addition, after casting the. i
spell, you may spend A to affect one additional target with
in range of the spell (and may trigger this multiple tlmes, ¥
spending A each time).
Range (+4): Increase the range of the spell by one range.
band. This effect may be selected multiple times.
Reflection (+‘ ‘) If an opponent makes a magic attack
against an affected target and generates & & A or ® on
the check, after the check is resolved, they suffer a hit dealing
damage equal to the total damage of the attack.




