Talents

All characters begin with one Talent for free. A charanty purchasap to an additional four
Talentsfor their chareter, to a maximum dive total. Talets cost2 DP if the character has taken
anyRace, or 1 DP if theharacter hasot.

Attractive
The charactegains a +1 additnal success onl &ocial Rollsinvolving the use o8kills, butnot
for spell-castig or psionics.

Blind Fighting
Insteadof suffering fom a+6 Difficulty from attacking a target that can not be seen, the character
only suffers a +3 Diff iculty.

Bug Crusher
If the character has a Size greater than 0,dbeayot reduce their Defence by their Size.

Enhanced Aspect

The charactecthooses one Aspe If the Aspct isArea Range Target or Time the value othe
Aspectis doubled for allells cast byhe characterlf it is Effect the raw numerical values for
Adjustmentand Impact are increaselly one (thudas no effectro Talents, Gifts, Powers, or
Abilities).

Field Training
The effective Bulkof armour, shield, and weapoisseduced by 2 for this character. This can not
reduce the Bulk of an item below 0.

Giant Killer
If the character has a Size less than 0, tlweot subtract their Size from Damage.

Hardy
The character gins a +2 die bonusn all Death Save® ensure the chacter does notiel
immediately when reduced to 0 Health.

Heroic Luck
Thecharacter gains a permanent +1 to Defence, Resolv&esmstance. This does raatjust the
character'sninimumin each of theseraits.

Infighter

By going into meleeand getting into the target’s personal space, the chacastesiccept a +2
Difficulty on all attack rolls against a target, to reduce the sucassaéattackrolls against them
by one until their Initiative the following Round.

Magical Aptitude
Thecharactechooses one Aspe That Aspect is alays consided one highethan it actuallys,



and is considered oessfor purposes ofaiculating SpelMastery ad Essence Cost.

Master Summoner
The charactereduces the Dfitulty of dl Summoningpdls by the caser's Maskry.

Natural Talent
One Skill of the chracter’s choie gains a +2 dibonus.

Portal Mastery
The charactereduces the Ditulty of dl Portal spdls by their Magtery.

Potion Mastery
The charactereduces té Difficulty of all Potions by their Mastery. The claater need not
determingpotion duration all potions are permanent until used.

Quick Reflexes
The character gains +2 to Speed and Initiative.

Quicken Spell
The Casting Timeof all spells ale reducedby the chaacter's Magtery.

Rune Mastery
The character reducése Difficulty of all Rune Spellby their Mastery. The wounddlicted by
scarificationare educed by the character's Magtery.

Scroll Mastery
The character reduces the Difficulty of &lcroll Sgells by their Mastery to determine how many
times the scroll may be used.

Spell Penetration

TheDifficulty for casting a sl is equal to théower of either the spell’s Difficulty, or the target’s
Resistancevhen casting a spell on a targé¢hen casting a sfi against a group, the people in the
area have their Resistance reduced by halfdak&er's Mastery (round down).

Still Shot

Thecharacter can reduce their Defence. Fengoint the charder’'s Defences reduced (to the
minimum Defence), the charactgains oneadditional success on all ranged attack rolls for the
Round. The character's Defence remains reduced until tiigativve the following Round.

Stone Hands
The charactegains Damageét1) with unarme attacks.

Twin Spell
The characteran releasevo spells at the sz time if they have a Casting Timelastant This
countsas an Action. Nonally, the baracter caneteaseone Instant Spell without expending an



Action, and you can normally ontast one Spell per Round.

Two Weapons

Thecharacter mayse a melee wpan intheir off hand. The character agither choose to gain an
additionalattackwith the off-hand weapon (including using a shield), or ata/their weaposkill

to their Defene for the Round. The combined Bulk of the two weapons can not surpass the
character’s Rysical Attibute. Unarmed Cobat may be wed with this Talent.

Wand Mastery
The charader reduces thBifficulty of all Wand Spell®y their Mastery to determine how many
times the wand may be used.

Whirlwind Attack

Thecharacter can perform an area melee attablk. character rolls PhysicaMWeapon Skill with
aDifficulty of 0. This is compared to anpponent within melee range. Any target with eDee
higher than the character’s successes evades the attackwisthéhey ag hit. Damage is
determinediy successes bewnd the target Defence. Alltiacks againshe characterniil their
Initiative the following Round are—2 Diff iculty.

New Talents

Absorb Impact

Onceper adventure (TP), if the character takes enough dafrag a physical attack that they
would have to make a @& Save, thesnay make a Bfsical +Acrobatics rollagainst a Difttulty
equalto the successektbe attack. fithe charactesucceeds, tlygolled withthe impact, and have
a number of points of Health left edui the sucesses they rolled (or their current Health,
whichever is less).

Blood Mage

The character can cut themselves, drawing blood to fuel their magic. Doiegusies the gell
casterto expend one Action gmrt of casting the spell, meaning ttia casting timefa spell is,
atminimum, one Action.The caster masubstitute Healthof Essence as thsee fitwhen casting
a spell, at a rate of two Health per point of Essence.

Born Leader

Thecharacter cheers on their allies and bolsters their couragesahcerer calls outactics ad
keepsthe group working efficiently. Bsccepting a +Difficulty each round and expending one
Action each round, allliies within ear-shot gai a +2 die bonus to all actions as long as they'’re
working with the group. A person can only benefit from Baen Leaderat a time.

Crippling Strike

The character knows how to strike muscles and tendons, severing them with viciosasibiew
usingedged or pierog weapons. Badding 2 Difficulty to the attack rolnywound made by an
edged or piercing weapon strikes a vital part objhygonent, causing the opponent to lose a point



of Physical Lost Physical is regained at a rateook pont per day. Asuccessfuthirurgery
(Difficulty 6) restore one @t of Physichper success.

Crushing Blow

Thecharacter knows how aim for joints or vital areas when using blunt weapons. By ad@ing
Difficulty to the attack rolany wound made by witha crushing wegson bypasseanumber of points
of Soak equal to the successes of the attack roll. This form of attack pzeg liynate Soak.

Debilitating Strike

Thecharacter kn@s how tanakehead strikes and particularly painful and disorienting strikes when
usingblunt weapons. Bgddirg +2 Difficulty to the attack roll, any wound made ayblunt or
crushingweapon disorients the opponent, causing the opponent to lose a pdiehtal Lost
Mentalis regainedt arate of one int per day. A successfuthirurgery(Difficulty 6) restore one
point of Mental pesuccess.

Flail Strike

Thecharacter knows how to use flexible weaptonget around an opponent’s defenceoalisrupt
theattacksof incoming weapons. When using a flexible weapon, the character reducestieeDef
grantedoy anopponent’s shield by two, and when expending an action to dgfamts themselves

a an additional +2 Defence.

Heavy Weapon Use

The character isapable of using two-handed vepon one-handeaslong as the character’s
Physicalis at least three greater than the weapon’s Bulk. The Darvhtgmveapon is considered
one less when used one-handed.

Magic Resistance
The character chooses dierm of magic. Anyspellscast on the&haracter using that Form loses
two successes mumatically The charactecan not ‘allow’the spell to be casn them.

Paralysing Strike

Thecharacter usesither a blunt or crushingeapon, or an umaed, non-claweattack to pargse

opponents.By addingt+2 Difficulty to the attack roll, any wound made bplant, crushing, or
unarmedattack disorients the opponent, causing the opponent to lose thregr afextActions per
success of the attack.

Stomp

Thecharacter causes those of sméliege than the character to become unbalanctdtelharacter
striking the groundhard with a two-handed weapon or their feet. dieracter expends an Action
androlls Physical + Size. Anyone withB+Sizeyards of the character suffers a -&f@nhce per
successf the roll for one Round. This penalty does not apply tors@who has a Size greater than
the charactés.

Vital Strike
The character knowkow to strike vitalhreas of the bgdvhen usingedged or pierng weapons.



By adding +2Difficulty to the attack roll, any wound made &y edgear piercing weapon strikes
avital part of the gponent, causinthe opponent to ke a number of ddional points of Halth
equalto the successes of the attack rolhe3e poits are lost at a rate of one point per Round.
Multiple vital strikes are cumulative, increasing thee of Health loss, as well as the total amount
of additional Healthwhich will be lost oer time. A succesul chirurgeryroll (Difficulty 6) will
stop the bleedinby one point @r Round per suess.

Burn Out

The character must have either thagmentative=ield or know a Form oBorcey. When the
character no longer has Esset@sepend, thesnay use Heth instead to coveany Essere Costs
theyhawe. Anyregeneratioror other healingffects which wuldrestore Health (outside pétural
healing) will not work on the character until they haveveced at least one point of Essence.

Chain Thought

The psioncan use Gift on multiple targets. The character rolls the Gift against a Diffiotily
andspends an additionalvo Esence, tardeng a number of gople up to the chacter'sSocial
Attribute. The sumesses are coraped to the apppoiate Trait of tk targets to detmine effect.

Cloak Dance
Thecharacter is capable of using a cloak and tricks of the light to obscure themseétusgiimean
more difficult to hit. The character may use tietistry Skill for full defence.

Closed Mind
Thecharacter chosed=#eld of Psionics. Any attempt to use a Gift from that Field orchfa@acter
loses two success. The char&er can not choesto ignore this Tant.

Combat Psion
Thepsion gains an additionaR die bonus whenaiing rolls to maitain concentra&in on any Gifs
active. The psion may keep two additional Gifts active at the same time.

Deadly Precision
If thecharacteattacks someonehw ishelplesorunawareof the character’s impending attack, the
character adds thefitealthSkill to the total number of wounds inflicted.

Deep Strike

Thecharactemust have thKineticField to use this Talent. The character is capable of manifesting
the kineticforce of a melee or unarmed attack beyondubapon’s boundaries. By expemglR
Essencand increasing the Difficulty afie attack by +2he charactés attack ignogs any berigs

of Armour or Shield.

Empathic Blow

Thecharacter must have tBenpathid=ield touse this Talent. The character is causing excruciating
traumaas part of annarmed attack. By increasing the Diffiy of the attack by two arekpending

two Essence, the character adds tS8erial Attribute to the Woudts they inflic.



Enhanced Thought

Thepsion can make a Gitrea effect The Gifthas covers an area a number of yardgimsaequal
to the characté& Spiritual Attribute. The character rolls the Gift against a Difficulty2pfand
spendsan additional two Essenc@&he successesacompared to ehappropriate rhait of everyone
within the area tdetermine effe.

Fell Shot

Thecharacter must have tKeneticField to use this Talent. Tloharacter is capable wianifesting
thekineticforce of a range attack beyondhe weapors boundams. By expendig 2Essence and
increasing th®ifficulty of the attack by +4, thenaracter’s attack ignores any bitseof Armour
or Shield.

Hostile Thought

Thecharacter’'s mind reacts violently to psionic powers aggahst the themWhen an individual
uses a Giflagainst the character, they must spend an additional neiBssence pointxqual to
the character’'s Resolvelf the psion does not havenough Essencthey must expel Health to
make up the difference. This ‘damage’ is realised after the roll hasrizse.

Penetrating Thought

Thepsion can use a Gift against someone they can naskmg as the targstwithin a number
of yards equal to the psiaMental Attribute. Any roll to use the Gift has their Difficulty and
Essence Cost increased by two.

Psychic Disrupt

The charater is anathema to those with psionic talents. If the character comes in contact with a
psion, eitherby tauch or by wapon contact bgither partythe psion musitnmediatelynake a
concetrationroll with a Difficulty equal tothe charactés Spiritual Attribute or lose my Gifts

which are being maintained by concentration.

Psychic Shot

The psion nust have theClairvoyantField. The character can imbue a missile weapon with a
psionicGift by expeding 5 Essence addition tothe cost of th&ift. The Gift is triggered if the
rangedattack issuccessful, usinthe successes tife attack instebof the normal rofor the Gift.

Psychic Transfer

The psioncan grant sonome they toch one a Gift thasinormally uable onlyon the themselves.
The psion spends 5 Essence above the normal cost of the Gift, for eatttegiftishto transfer.
The Gift remains transferred for as long as the psion keeps concentration.

Twin Thought

Thepsion must haviheClairvoyantField. The charcter can aadtate two Giftsas an Instant action.
Thecharacter expels 2 additional Essee to activatthe Gifts, and increases thédficulty of each
Gift by 2 if there is a roll involved.

Unavoidable Thought



The psion must havéoth theClairvoyantand either thédugmentativeor Kinetic Fields. By
expendingten Essence and two Actions, the eloc@ar may make melee or ramgl attack roll
againstan opponentgaining a number afutomatic successegjual to the chacter’'sSpiritual
Attribute.

Unconditional Thought

Thepsion must have theugmentativand eithetheClairvoyantorEmpathidrields. By expending
tenEssence in addition to the cost of a Gift to be useditamcter mayse any Gifregardlessof
the circumstancesor conditions imposedon the charader, without penaty.

Warding Thought

The psion must have thKinetic Field. Thecharactercan redirect ranged attacks awaym
themselvedy spending 2 Essence anddation. The character adds th&lentalAttribute to their
Defenceagainst rangd attacks. As l@nas the psion wigls to keep thibonus,they suffer +2
Difficulty on all rolls, and must expend one Action per Round.



