SECONDARY ARCHETYPE

INTELLIGENCE  INSTINCT
(1)

(D]

(5TR) (FOR) (a61) (t) (Ins) (cun) (Fs) (8s)

( ) ATHLETICS I ANIMAL KENI BLADES I FIREARMS I
HEAVY
CHARM I < ) BRAWL I ( ) DO I

- NOT PROFICIENT O O
PALMING I MEDICINE I NAVIGATION I COMMAND I CLUBS
P PROFICIENT

ACADEMICS I CRAFTING

MECHANICS I DRIVE

S siLep STEALTH SCIENCE I PERCEPTION INTERROGATEI
T TraNED
M master TECH USE IO SURVIVAL O INTIMIDATE I (H6cK<10)
Skills that are NOT PROFICIENT TRACKING
start at DISADVANTAGE cureent__ P
. and cannot have ADVANTAGE XENOTECH .
. when rolled USE ‘ 4

)
TEMRETEY  BUILD —HEALTHPOINTS  INITIATIVE  SAVAGE, RESLIENCE RESOLVE IMMUNITY
D (JILP
_ wpoer N L L L
DEFENSIVE ACTIONS THRESHOLD 1/2 1/4 WEAPON DC THRESHOLD 1/2 1/4 AMMO TRAITS CcP
DODGE

(AGI+INS ) + 2

FULL DODGE
( DODGE +1/2 STR ) Init -5

PARRY
(Blades/Brawl/Clubs )

RIPOSTE
( PARRY+ATTACK ) Init -3

GEAR INVENTORY g Rl _ =

ITEM CHARACTERISTIC 5PECIAL ‘B’L’T’Es

UNNERVED (pisApv. ON ROLLS)

SOURCE ABILITY NAME EFFECT
| | SHAKEN (-3 inimiaTIvE)
INFERIOR CP INSANITY CONDITION
Re—
INFECTION \
h cP STAGE INFECTION v
1 INCUBATION
2 GESTATION
SUPERIOR CP 3 SYMPTOMATIC
4 PRODROMAL
5 ACUTE
X 6 TRANSFORM/DIE
CP COSTS: E
HEAL=1 per 4 HP ﬂg”sgvmsk N
s il 1/2 FOR = EMACIATED
ARMOR=3 per Armor Pt. FOR = DEAD
BUILD / REPAIR —£
REPAIR SKILL P THRESHOLD 1/2 E"c”mBK‘"cE EXPEK’EMCE

CRAFTING -1 INITIATIVE, DISADV. to DODGE, 1/2 MOVE UNUSED XP TOTAL XP

(200+BUILD ) CP | CURRENT] Y?

MECHANICS

SCIENCE

MEDICINE




