Y atrix lives onlg to serve the will of his patron, the mysterious K]anth, gocl of

hidden secrets.
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NAME Yatrix ARCHeTYPe Magic (Jser Level 2
VOCATION [riest XP o

COMPLICATION _ | ccentric XP TOLVL 3

WEAPONS AN© ARMOR. CLASS ABILITIES

Armour: Hcavy Robe (-1 damagc ! & '. x Sense Magic: A Magic (ser can
rcduction) i | make an ]n’ce”ect test to detect the

resence of magic in their

capon: Daggcr ( D4 damage) . rroundings. <

SPe”casting: A Magic (ser can
cast 5Pe”5 making a Wi”Power test

according to the Spe”casting rules
described later.

Blood Sacrifice: A Magic (ser
can sacrifice Points of thsiquc or
Agi]itg to temPorari13 add the
same amount of Points to their
Wi”Power to casta sPc”A These

Points are healed as normal.

Spc”s K nown: A Magic User
bcgins knowing 5 sPc”s and learns

_ an additional sPc” cach time th63
level up. The max number of spells€
Magic (User can know is cqua! to

his ]ntc”ec’c. To learn a spc”, the
Magic (User must make an

-5‘ |ntellect test. [f he fai]s, he may try
L3

again when he gains another level.

Luck

Afee@

' LOOT SPELLS NOTES 5

SPCHS Known:

Disrupt 5Pe” - (/lsed to cancel the effects of another sPe” of cqua! FL orlower. Tl‘ne caster needs to roll l‘nig}ﬁer
than the result rolled to cast the target sPe”.

Frotective Circ]e -~ Drawirxg a circle on the floor, the caster can protect up to FLtargets against suPernatura[
creatures of ]’ﬂD equa] orless to the FL These creatures cannot enter the circle unless they successFu“B resist the

SPC“.

| Consu]t Supernatura] I:_ntitﬂ - The caster contacts a supcrnatura] entit3 to ask up to FL c]uestiorxs. This ritual
L takes FL turns to Pchorm and the referee must determine the reaction of the entity.

Curse of Weakness - ]mPoses a Negative Die for all tests invo]ving strengt}w (melee attacks includec‘) for FL turns.
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