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Warrior

MIGHT
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CUS

RIGHT

Name: Faction:

Health:

Power:

Character Points:
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ic
at
io
n

6
Su
cc
es
s
(2
6s

is
cr
iti
ca
l) Power can be used to:

Activate an Ability, Reroll an Attribute check, Recover full health
instantly, Corrupt three points of Power to temporarily boost an
Ability score by 1

Power Corruption:
Resurrection corrupts or corrupt for Ability boost. Corrupted power
adds 1 to every roll. If Corrupted die is highest, take 1 Harm,
check increases 1 category. Fail to partial success, partial

success to success, success to crit.

Tinker

MIGHT
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RIGHT

Name: Faction:

Health:

Power:

Character Points:
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5
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6
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es
s
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6s

is
cr
iti
ca
l) Power can be used to:

Activate an Ability, Reroll an Attribute check, Recover full health
instantly, Corrupt three points of Power to temporarily boost an
Ability score by 1

Power Corruption:
Resurrection corrupts or corrupt for Ability boost. Corrupted power
adds 1 to every roll. If Corrupted die is highest, take 1 Harm,
check increases 1 category. Fail to partial success, partial

success to success, success to crit.
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Mage

MIGHT

FO
CUS

RIGHT

Name: Faction:

Health:

Power:

Character Points:
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6
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s
(2
6s

is
cr
iti
ca
l) Power can be used to:

Activate an Ability, Reroll an Attribute check, Recover full health
instantly, Corrupt three points of Power to temporarily boost an
Ability score by 1

Power Corruption:
Resurrection corrupts or corrupt for Ability boost. Corrupted power
adds 1 to every roll. If Corrupted die is highest, take 1 Harm,
check increases 1 category. Fail to partial success, partial

success to success, success to crit.
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Faction Name:
Meeting Location:
Summary:

Leadership:

Formal (1-10): Strict (1-10): Size (1-10):
Rule #1:

Rule #2:

Faction Name:
Meeting Location:
Summary:

Leadership:

Formal (1-10): Strict (1-10): Size (1-10):
Rule #1:

Rule #2:


