Stat |Bonus | Total

Wardrobifi
Hand Wardrobe Hand

Accessory. Accessory Accessory

enaronce | con |
Sleight of Hand m
ngineerng | 1ot |

+2
+4

Temporary HP

Crucifix | Tier 0 focus

Passive Perception

Proficiency

Troll BI. r | Tier

Ability Scores
Strength 8 (-1)

perception | ws |
T T

+2

+2 Wlsdom
Intimidation | Cha | +1
+0

Armor Class

+2 Dexterity L (2) m

Status Debuffs
Rupture

Setback

Police Armor | Tier 0 Apparel

Persuasion

Resources

Sredtamgerm] ||

Current
Maximum

Current Current Current Current
Maximum Maximum Maximum Maximum
Tier Stat
Ammo/Charges
Dice -
Name 12] Dmg Description
Your eyesight is enhanced. You have night vision, and your
eyesight is potent enough to count as a Stakes die.
Sight (affinity) You can spend a lesser slot to turn your vision telescopic, see

heat signatures within range, and/or selectively see through

objects within range. This effect lasts for 1 hour. At the SM's

discretion, you can spend a lesser slot to automatically pass
some check where this affinity came into play.

Major action: Make three ranged attacks, each with
disadvantage, each against a single target within range,
targeting AC. [Base damage: Pd3+PCM]

Eyebeam (at-will,
multishot)

Stat

Ammo/Charges

Name Dice Dmg Description

You gain a sixth sense attuned to biological anatomy. Your ability
to Discern and Scrutinize extends to nearby biologicals within
100 feet, whether it be their health, afflictions, new or old
injuries, etc. You can interchangeably use your psionic skill or
Medicine for those abilities where necessary, and the SM may
require such a check to tell specific details about a creature's
biology, detect infection vectors in an area, or some other use for
this sixth sense, at the SM's discretion.

Diagnosis, ability
(affinity;

This affinity is used as a free action if an action cost is not given
elsewhere.

You can spend a lesser slot to heighten this sixth sense, allowing
you to sense and track the locations of living creatures within
this range for 30 minutes. At the SM's discretion, you might also
spend a lesser slot to track the trails of living creatures,
Jautomatically pass some check where this affinity came into play,
or otherwise supercharge your psi sense to attempt something

Diagnosis, rules
(affinity)

Eyebeam (lesser, 4d8+5 Major action: Make a ranged attack against a target’s AC. [Base
ranged) damage: Pd8+PCM]

Major action: Make a ranged attack against a target’s AC. This
attack has the Combo property. [Base damage: Pd3+PCM]

Convergence Beam
(at-will)

Free action: Once per turn, after hitting with both major and
minor combo attacks with the Convergence Beam subpower in
the same turn, make a ranged attack against a target’s AC.
[Base damage: 2P]

Ocular Charge Minor action: When making an attack with an Eyebeams
(lesser) subpower, you may bend the beam to ignore hit maluses.

il Minor action: When targeting anatomy, you reduce the defense
LocKlonl(atuwill) bonus and crit penalty of that anatomy by 2, to a minimum of 0.

extraordinary with your affinity not covered in this writing.
Major action: You heal all allies within 30 feet for the listed
Layz or:a;'zsds damage. You also heal yourself, but for half the listed damage.
9 [Base damage: 2Pd6+PCM]

[Reaction: On yourself or an ally, choose one status condition with
a duration of two minutes or less. You reduce its duration by 3
rounds. If this eliminates the condition, they are then immune to
it for 3 rounds.

Acupressure (at-will)

Major action: Poke an ally in their meridians. For the next 1
Acupressure minute, they have Aegis (P), lose all negative conditions and are

(greater) immune to them, and heal for P hit points at the start of each of
their turns.

Reactlon Asa reactlon to healing belng dlstrlbuted choose a
Sy 0 heal for an P hit points. This
bonus amount cannot be distributed.

Vitalistic Circle (at-
will)




Major action: You expand your affinity into the field of edibles.

Counter Eyebeam Reaction: You impose a d3 Block die against an incoming psionic Megavitamins (at- For the next hour, your ability to Discern and Scrutinize extends

(at-will) attack roll against yourself. will) to edible objects; you might tell the nutritional content, artificial
ingredients, and any poisons in a meal.

Free action: After landing an eyebeams attack, you also Rupture

(P, 2 rounds) the target. Major action: You administer a questionable cocktail to yourself
Chromatic Minor action: After landing an eyebeams attack, you Daze the Megavitamins cetlalARothene i yminttegvoticaniactivatelthelcocktailas
Aberration (lesser) target for 2 rounds. (lesser) a reaction to the recipient landing a damaging attack. The
- damage is increased by the listed damage, and the attacker
Minor action: After landing an attack, you inflict Setback (3) on heals for half the listed damage. [Base damage: Pd4+PCM]
the target.

Major action: Make a ranged attack against AC, hitting all targets

it within a 20 ft. radius centered somewhere within range. For each i

@il (=) target, on a miss, it deals half damage but no additional effects. ey ((1ze)
[Base damage: 2Pd8+PCM]

Major action: You create a shield for 1 minute, a 30 ft. radius
Isphere, centered on yourself. All creatures of your choice gain +4
to AC while within this sphere.

You must expend a minor action in subsequent rounds to
maintain this effect, or it ends.

Major action: Make a melee attack against a target's Fortitude

resistance. If you break resistance, the target is Ruptured (P, 2

rounds) and Setback (1). Rupture and Setback from Bloodletting
stacks twice. [Base damage: Pd2]

Bloodletting (at-will)

"I've got the cure for all that ails ya."

Hands: Versatile, Range: Melee.

T got my eyes on you!" Notes: If a target is unwilling to receive healing from any Radionics subpower, you must make an
g Y €y VoL attack roll against their Fortitude resistance. Any healing received from Radionics cannot critically

Hands: None, Range: 90 feet. hit, damage from Radionics can. If you break resistance, the subpower works as described.

Additionally, the healing done by Radionics subpower counts as an landing an attack (but cannot

benefit from anything that specifies an attack roll), and the healing done counts as damage, for

the purposes of interaction with Pillars and Paths, etc. For example, damage dice size increases
and Assail would both increase the healing done.

Bonuses to
Description

Description
YYou gain a psionic ability to channel psionic energy into your
weapons or tools; you decide the physical signs of this ability if
Jany exist. When making skill checks with such a thing, you gain a

. I . . L Stakes die. You can spend a lesser slot to push this ability,
Major action: Make a ranged attack against a single target within ° 5 |

range. Decrease rounds by 1. [Base damage: Qd8+DEX, basic] " add.' onally ta_klng advantage on the check. At the SM.S
discretion, you might also spend a lesser slot to automatically
pass some check where this affinity could come into play, or

otherwise supercharge your affinity to attempt something

extraordinary not covered in this writing.

Major action: Make a ranged attack against a single target within
range. If you hit, you inflict DoT (Q, 5 rounds) on the target.
Decrease rounds by 3. [Base damage: Qd4+DEX]

Free action: Your weapon attacks deal true damage, ignores
2nd) Make a ranged attack against a single target within range. Quicksilver (lesser) maluses, and you can teleport in place of moving normally. This
If you hit, you inflict DoT (3Q, 5 rounds) on the target. Decrease lasts for 1 minute.
rounds by 1.

This abilitech has the Encore property.

Major action: Make a ranged attack against a single target within

Minor action: After landing an al
range. [Base damage: Qd6+DEX]

duration 2 minutes or less) you inflict through an abil i
duration extended by 1 round. If it inflicts multiple conditions,
pick one.




Heartseeker (lesser)

Range: 100 feet, Rounds: 10

Notes: Your rounds recharge to their maximum every minute (10 rounds).

Pillar, Racial, and Milestones

Racial | On Patrol
You learn the following maneuvers, and can use one per
round as a free action.

Pillar and Steps

You are a Strategist! Your bread and butter is
preparation and trickery, because you abhor the
idea of a fair fight.

>Hammershot: When you land a damaging attack, the
target is also Dazed for 1 round.
>Fieldcraft: When you make a skill check against a target”
s resistance, you add +3 to the check.
>Fortify: Whenever you are in cover, increase any
defensive bonuses from it by +2 until you move again.

Once per strife, as a reaction to an
attack made from or against a target
within 30 feet of you, make a skill
check, of your choice. If the skill check
beats the attack, the attack does half
damage and deals no additional
effects, as long as you can justify why
the skill you rolled might work in this
way.

If you are attacking a target's anatomy, you can
ignore either the hit or the crit penalty. If you
roll for damage without targeting anatomy, add
INT+P to the roll.

When you heal a target during a strife, increase
the healing done by your Level for every +2 crit
range on yourself or the target. Twice per short
rest, this healing is Empowered and grants Aegis
(P, 1 round).

Pick this when you have six Steps of
your pillar!

Specializations

Pick this at level 11!

Pick this at level 19!

"Magic swords are no basis for a form of governmen

Notes: A given Enchant subpower may only be cast once per turn, and have the same target(s) as

Minor action: Now do it again. After landing an attack roll, your
next damaging attack deals additional damage equal to the listed

damage. This effect does not stack. [Base damage: Pd6+PCM]

Free action: After landing an abilitech, you also knock the target
Prone and they cannot use reactions for 1 round.

Minor action: When making an abilitech, you Aim for the attack,
but with the bonus die raised one step.

Minor action: At the seams. After landing an attack, you also
inflict Rupture (P, 2 rounds) and may have the damage roll from
this landed attack benefit from it. Rupture from Unravel stacks
with other Ruptures.

Free action: After landing an abilitech, inflict Lethal (damage roll,
1 minute). Lethal from Heartseeker stacks twice. [Base damage:
Pd2+PCM]

Minor action: When landing an attack, you also give the target
disadvantage to skill checks for 1 round.

Minor action: Create an opening. After landing an attack, the
target is Exposed, Impaired, or Stuck, of your choice, until the
end of your next turn. Alternately, you may extend the existing

duration of all such conditions on the target by 1 round.

Hands: None, Range: Special.

the attack they modify.

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 Finesse, Control, Evasion,
or Redirection.

You find you excel when working to
cover your tracks. If you can work
towards obfuscating the truth, you add
one stakes die.

You have an aptitude with keen
senses, filtering out unnecessary
stimuli and sensing minute stimuli that
others might miss. Whenever you can
bring this knack to bear, you add one
stakes die.

Pick this at level 15!




Sylladex (Cross Modus)

Grist and Boondollars

What kind of
captchalogue deck
do you have?

What's your fetch modus? What skill does
it take to use



Backstory (what's their story?)

Personality (what are they like?)




Guardian (who raised them?)

Quirk (how do they type?)

Roleplay Scribble (what do they RP like?)

SM Notes (is there anything you want the SM to know?)

Looks (what do they look like?)

(bonus section, use as you wish!)

(bonus section, use as you wish!)

Leitmotifs (a musical theme or two, if you wish?)




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

Initial

What's your race?

Skill Points (You start with 6

skill points at level 1) Expertise? [4]

And your racial
ability?

Psionics?

What resistance are you

proficient in? At character
creation, pick one. [6]

How psionically sensitive are
you?

What stats does your
wardrobe use?

Psionic Slots

Stages (you get them every second Decor)

What colors do you
want? [7]




What is the source of your
psionics?

Initiative Base Speed

Anything... special
about you?

Blackboard













Item

Components

Cost

Tier

Description

Example Item

Item A && Item B

[example cost]

this is a placeholder text.










Grist Spent

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

Level BD Gained
2 800
3 1200
4 1600
5 2400
6 3000
7 3600
8 4200
9 4800
10 13050
11 ——
12 ——
13 ——
14 ——
15 ——
16 [
17 ——
18 [
19 ——
20 [

Household Blackboard

Your house

This is the search function. As of 06/26/2020, this is incomplete, but it serves as a
glossary for housebuilding and an errata for small clarifications!

| Name |  Roe |  Descripon |

Ledger (Use this to keep track of your purchases)




Name [11]
Notes [12]
Type [13]
Name [14]

Description [15]

Tier Stat Hit
Type Ammo/Charges Bonuses to hit:
Test 1 Descriptions go here.
Test 3 And so on and so forth.

Example Notes

Additi 5 [16]

Name [17]

Description [18]




[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] 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!

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

[6] Being proficient in a resistance lets you add your Proficiency bonus to it.

[7] 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.

[8] 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.

[9] 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.

[10] 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.
[11] Well, what's its name?

[12] If it has a range, or ammo, or some special notes about it, put that here.
[13] Is it a psionic power, or some strife specibus?

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

[15] 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.

[16] If you have custom steps you want to use, you can put those in here!



[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.



