NAME & PRONOUNS

X (she/her)

MODEL

Eldritch Machine

CHARGE

CURRENT

INNATE ABILITY

ABYSSAL WIRING.

Whenever you roll 1-2 on any check, you can choose to treat it
as a 5-6. Each time you do this, you take 1 damage, which
cannot be repaired until after you have dropped to 0 health.

WEAPONS

HEAVY
DAMAGE: 2

RANGE: CLOSE
CHARGE: +1 TO DAMAGE WHEN USING CHARGE

MOD

SHARP

DAMAGE: 1
RANGE: CLOSE/MID
CURRENT: +1 TO DAMAGE WHEN USING CURRENT

ARM
Reduce one
technique
by1

MOD

HEALTH

HEAD:
Lose use of all Augments.

]| Boov: |+
Dead.

LEGS:
Lose all movement.

ENERGY
CELLS

CIRCUIT
a

AUGMENTS

[FALSE LIFE

|NAME

ARM
Reduce one
technique
by 1.

DESCRIPTION

You boost yourself with arcane power. Add 3
health to your total. When lost, this arcane health
does not incur any consequences or earn you
Mettle.

\

[TWISTED MECHANISMS NAME

DESCRIPTION

You strike an enemy with dark energy. Roll 2d6
to determine how much damage you deal to the
enemy. You yourself take a number of damage
equal to half your remaining health, rounded
down (this can be rounded down to 0, if you are
at only 1 health).

\

NAME

[TENTACLES

LONG

DAMAGE: 1
RANGE: MID/FAR
CIRCUIT: +1 TO DAMAGE WHEN USING CIRCUIT

MOD

STEADY AIM. Deal an additional 1
damage when you do not use your
movement on this turn.

L]

METTLE

INI N0

O

DESCRIPTION

You activate a number of tentacles that
last for 10 minutes. You can use these to
automatically deal 1 damage to anyone
close/mid. They can also pull, move, or
throw any enemy you can reach, so long
as you succeed on the roll.

CHARACTER DESCRIPTION

INVENTORY AND NOTES

1. Aesthetic: [Terifying

2. Personality: | Silent

3. Bond: |parkness

4. Flaw: |Everything

5. Personal Ideal: [survival

6. Greater Ideal:[Ragnarok
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