Rapid Subjagator
Next level at 3640 XP

Stat [Bonus [ Total

Endurance
Acrobatics
Sleight of Hand
Stealth
Engineering
Investigation
Occult

Medicine
Perception

Deception
Intimidation
Performance
Persuasion

Type

(o

Temporary HP

| E—

HD
max
10

Hit Die Roll
1d8+2

Speed 30 ft. Passive Perception . 4
Tnitiati +5 B Pr y

Ability Scores
Strength 12 (1)
Constitution 14 (2)
Dexterity 20 (5)
Intelligence 8 (-1)
16 (3)
10 (0)

Wisdom
Charisma

Reflex

Status Debuffs
Rupture
Sunder
Fade
Cripple
Setback
Max HP Redux

Armor Class

Fortitude

Resources

+9 to hit

Ranged Two-Handed
Reload Weapon

Bonuses to hit:

Name

Description

It shoots bullets. Allot've em

A Classic

Empty Hand | Tier 0

Arnold's Lethal Leather | Tier 2 Apparel
Gives you a slightly better T-8000 impression

"I'll probably be back. Maybe"

You look cooler?

Hit +5 to hit

Ammo/Charges Bonuses to hit:

Shell

3d10+5

Major action: Make a ranged attack against a single target within
range. Decrease rounds by 1. [Base damage: Qd10+DEX, basic]

Description

Eruption

3d6+5

Major action: Make a ranged attack against all targets within
range. For each target, if you miss, deal half damage. Decrease
rounds by 3. [Base damage: Qd6+DEX]

Mawp

Major action: Make a ranged attack against all targets within

range, targeting Fortitude resistance. For each target, if you

break resistance, they are Dazed and Deafened for 1 round.
Decrease rounds by 1. [Base damage: Qd3+DEX]

Slug Shot

Major action: Make a ranged attack against a single target within
range, ignoring disadvantage for firing at long range. If you hit,
the target is Dazed for 2 rounds. Decrease rounds by 2. [Base

damage: Qd4+DEX]

Point Blank

Major action: Make a ranged attack against a single target within
5 feet. The target must be Exposed, Prone, or Stuck. This
abilitech also counts as a melee attack for the purposes of Prone.
Decrease rounds by 1. [Base damage: 2Qd6+DEX]

Reload

Minor action: Increase rounds by 1. May be done as a full-round

action to fully restore rounds. This is a basic abilitech.

Range: 15/40 feet, Rounds: 6

Notes: Abilitechs with this weapon ignore disadvantage for firing in close range.

Pillar, Racial, and Milestones

Racial | High Fever: Berserk
Once per short rest, you enter a berserker rage as a free
action, lasting 1 minute (10 rounds). You gain Aegis
(Lvl/2), +2 crit range, 10 ft. to your base speed and can
Assail as a free action once per turn for the duration.

Once per round, before making a

damaging attack, you may take -2 to

the attack roll to add 2P to the

damage done and turn any 1s and 2s

on the damage roll to 3 (if the die
goes that high).

As a minor action, you move half your

base movement speed towards an
enemy.

Once per short rest, as a free action

on your turn, you gain an extra major
action. This major action must be used

to make an attack, and the attack
deals half damage.

Pick this when you have six Steps of
your pillar!

Pillar and Steps

You are a Slayer! Your calling is the rapid,
unrelenting beatdown of all those who stand
before you.

While in the Gun Fury Stance, if you add your
Strength or Dexterity mod to damage rolls on
ranged abilitechs made against targets within a
range equal to half your speed, you may add the
other stat’s mod and your Proficiency as well.
Additionally, you ignore penalties for using
ranged abilitechs against adjacent targets.

Once per short rest, as a free action, gain +1 to

your hit bonus, AC, and Reflex, and +10 ft. base

speed for 1 minute. If you have at least a +8 to
Acrobatics, double these bonuses.

Once per turn, when you land an abilitech
against a target while wielding a Reload
specibus, you may expend a basic abilitech's
worth of rounds/charges (min 1) to Assail for
the combined total of STR, DEX, and P.

While in the Gun Fury Stance, you may add your
Dexterity to initiative rolls an additional time,
and may move half your base speed as part of

rolling for initiative and as a reaction, but not if

Stuck. [Requires Gun Fury Stance]

Whenever you benefit from Assail, Doom,
Rupture, or other bonuses to damage, you add
+P to each of their total magnitudes (or +P per

stat mod for Assail).

Decors and Demeanor

P times per long rest, your next non-
strife skill check (or all checks during
an opposed gambit round) have 2d8
Stakes as long as you approach the
gambit with Confrontation, Power,
Emotion, or Sacrifice.

You find you excel by letting loose. If

you can act to push yourself to your

physical limits, you add one Stakes
die.

You have an aptitude for going the
distance, able to weather the elements
and withstand prolonged duress.
Whenever you can bring this knack to
bear, you add one Stakes die.

You find you excel when leveraging
your sense of rhythm. If you can
applying a sense of timing, you add
one Stakes die.

You have experience dealing with
being physically outdone. If you suffer
any flaws dice when participating in
physical activities, remove one flaws
die (min 0). If you find yourself in a
situation where you physically
compete against another, inflict one
flaws die on your opponent as well.

Pick this at level 13!

Pick this at level 15!




When rolling for initiative at the start
of a strife, if you are not surprised,
you have advantage and +5 to the

roll.

Pick this at level 17!

Grist and Boondollars Sylladex (Reaction Modus)
TO Build Grist

Your items only deal 1 damage when ejected,

but you can captchalogue items of one size
it oo eir oo are
and your deck’s size is raised to 70 cards.

Boondollars

Great! You use this skill when making
with your sylladex.










This is your echeladder! Here, you give each rung
whatever name you feel appropriate, and each level
tells you what you gain at that level.

Characters start with a standard 15-14-13-12-10-8 array.
Pick one number per initial stat. Put your racial bonuses
under racial, and anything else in bonus.

Every time you level up, take
your HD's average and add it
under the roll column.

Ability Stats

Roll

Skill Points (You start with 6
skill points at level 1)

Athletics
Endurance
Acrobatics

Sleight of Hand
Stealth
Engineering

Investigation
Occult
Animal Handling

Insight

Medicine

Perception
Sanity
Survival

Deception
Intimidation

Performance

Persuasion

Total Skill Points

Benefits

Initial

d8 10

—

See character creation!

20

1 Step, 2 stat points, 3 skill
points

26

1 Decor, 1 Stage

32

1 Step

38

Lvl 5 Specialization, 2 stat
points, 3 skill points

44

1 Step

1 Decor

1 Step, 2 stat points, 3 skill
points

1 Decor, 1 Stage

1 Step

What's your race?

Lvl 11 Specialization, 2 stat
points, 3 skill points

1 Step

1 Decor

1 Step, 2 stat points, 3 skill
points

1 Decor, 1 Stage

Has +1 to a stat of choice, another +1 to a stat of
choice. Racial is Childhood.

And your racial
ability?

1 Step

Level 17 Specialization, 2
stat points, 3 skill points

1 Step

Any one Specialization

2 Steps, 2 stat points, 3 skill
points

Expertise? [5]

Once per short rest, you enter a berserker rage as a
free action, lasting 1 minute (10 rounds). You gain
Aegis (Lvl/2), +2 crit range, 10 ft. to your base speed
and can Assail as a free action once per turn for the
duration. [4]

What resistance are you

proficient in? At character
creation, pick one. [9]

What stats does your
wardrobe use?

50

56

62
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Psionics?

You know all abilitechs for your
strife specibi, when you gain a
Step you gain 2 skill points, you
increase the magnitude of your
Stage benefits by 1, and you
have +1 die size to your Hit Die.

How psionically sensitive are
you?

Nothing. You are
psionically normal!

Psionic Slots

Slots Bonus| Total

Lesser

Pick a skill. Any skill checks you
make with this skill have +3.

Pick a skill. Any skill checks you
make with this skill have +3.

Pick this at level 15!

Greater

What colors do you
want? [10]




Initiative Base Spee Titles #1

Bonus [ 70| Bonus Eaitabie
Strong is the stable, wizened mind; your psionic skill is Sanity. Body 1 #5

Body 2 #2

Anything... special
about you? Background
Graph
Blackboard Soel e
Graph Bar

What is the source of your
psionics?

You're just a normal kid, or as normal as one can be Blackl
in a setting like this. You begin play with either 4
additional skill points, or a second strife specibus of
choice.



| Name | Tier] Effect Flavor Text




| Name  [Tier| Specibus | Effect Flavor Text













Household Blackboard

Highest Gate Reached
Room Points (RP)
BG to Next Tier

Gate
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Session Length?

Your house

Boondollars [13]

Level BD Gained

80!

1200
1600 [ Name |  Role ] o Descripon |

2400
3000
3600
4200
4800
13050
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| 2 | 80 |
| 7 | 3600 |
|10 | 13050 |
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Ledger (Use this to keep track of your purchases)




+5 to hit




[1] Dream Moon, Classpect, and Land sections should remain empty for the time being. You'll learn these
as the session unfolds!

[2] This column doesn't change with the type of specibus or power, you'll have to change this on your own.
The base damage dice of an abilitech or subpower will be listed in the Description column at the bottom,
much like you can see with Swordkind here.

[3] For your first level, you take the maximum than the average!

[4] I've only picked this as | plan to make a build centered around going as fast as possible, but if this is a
problem | can change it.

[5] If you pick Expertise as a Stage (gained at levels 3, 9, and 15), you can check off one skill and gain a
bonus to it!

[6] The number of skill points you can have in a skill is capped by the higher of either your Proficiency or
your stat.

[7] +1 from Martial/Expertise
[8] +1 from Martial/Expertise
[9] Being proficient in a resistance lets you add your Proficiency bonus to it.

[10] Go to Format at the top of the menu, then click Theme. This will bring up the Themes menu, where you
can customize the colors and font of your character sheet.

You may need to refresh the sheet for any changes to the text color to work.

[11] There's one bar color not affected by this, and this is the temporary HP color for your HP bar in the
Character tab. This one is blue.

If you want to change this, you should go to the K10 cell in your Character tab. Somewhere in that cell you'll
see 3944BC in there. That's the hex code for blue. Replace that code with the hex code of your choosing.

Make sure to leave the quotation marks around the hex code intact! Replace only those six letters/numbers.

[12] If you've read this far, you probably want to go all in on the color customization. The color for your
percent HP and skill totals on your Character tab can't be changed through these colors either.

If you want to change those, select the cell in question, then go to Format at the top of the menu, then
Conditional Formatting near the bottom of the list.

Click on the color scaling, and you'll be able to change the three colors that make up the gradient to
whatever colors you want.

[13] Every time you level up, you gain boondollars to spend on a variety of things in the Medium. Feel free
to spend it, you can always get more.

The numbers are NOT cumulative; what you see per level is what you get.
[14] Well, what's its name?
[15] If it has a range, or ammo, or some special notes about it, put that here.

[16] Is it a psionic power, or some strife specibus?



[17] Each abilitch or subpower, its name goes here.

[18] Describe each abilitech or subpower here. Follow the same format, for which you can look up to the
right, instead of going back and forth between tabs.

[19] If you have custom steps you want to use, you can put those in here!
[20] Each abilitch or subpower, its name goes here.

[21] Describe each abilitech or subpower here. Follow the same format, for which you can look up to the
right, instead of going back and forth between tabs.



