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Abilities

Skills

Agility:
Charisma:

Endurance:
Intelligence:

Strength:
Wisdom:

Evasion:
Fortitude:

Health:
Perception:

Reason:
Willpower:

Reactions
Movement:

Mojo:

Injuries:
Verve:

Home:
Age:

Height:
Weight:

Experience:

Defense:
Hand Attack:

Thrown Attack:
Propelled Attack:

Survival:

Specialty

8
17
10
12
9

15

Monk 1
Good

Crosspoint
38
5'1"
93 lbs

Charlotte Kordé

3
4
4
8
6
8

*

*

9
15

7

­1
+0
+0
+0
5

Fighting Art +0
simple weapons

Native Culture +2
Crosspoint etiquette

Spiritual Art +5
Spirit Aura

Species (Half­Elf): Night vision ­2. Half­Elves gain a bonus of 1 against any sleep and
mind control effects.

Language Science +1
Anglish, literacy

Performance Art +1
acting

Personality Art +1
mediation

Engineering Science +1
clockworks
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Equipment

Archetypal Abilities

Background

Carry:
1.
2.
3.
4.
5.
6.

7.
8.
9.
10.
11.
12.

17 shillings

Charlotte was born in the mountains near Crosspoint to a human mother, and has
never known her father. She believes that her psychic powers come from her father, that
all Elves are psychic. Charlotte has been a mentor and mother­figure to Sam Stevens
since Sam left the thieves’ ring she’d been a part of in Crosspoint.

“Even though I might live forever if careful, I will explore the ruins because my father did.”

6

Psychic Pool: 1

Spirit Aura is rolled against Charisma, and costs 2 verve per round to sense basic
good or evil in the remnants of the dead. Each +1 pool cost adds another sense to what
the Monk can sense, in order of smell, hearing, and sight. The technique of affect
magical creatures is available. The effects of targets (let others sense the aura), range (to
the targets), and verve cost are also free to use.

The psychic skill field bonus can be transferred to the psychic pool.




