Opus Yagi Character Sheet

Character Name: Musa NKkosi

Career / School: Shaman (Wizard-Smith)

Characteristic Score DM Rank: Senior Apprentice
Total Current Terms: 4
Strength (Str) 9 9 +1 Age: 34 (18 +termsx4) Experience:
Dexterity (Dex) 8 8
Endurance (End) B B +1 Back Story:
Intelligence (Int) A A +1 In a back-alley of a Capetown slum your forebearers tried to
Ed f Ed 5 keep the ancient traditions alive. You are the 9th in-line of Zulu
ucation (Edu) 5 -1 "smith-wizards" who are able to do wonderous things with
Social Standing (Soc) B B +1 metal and magic. You were a prodigy of the traditions, but that
means you are still young. Against the wishes of the elder
shaman, you want to see the world, and learn what other
| Psionic Strength (Psi) I | | magical traditions are out there.
Skill Level/DM Special Ability Renews
Magic: Ritual 1
Linguistics (English, Zulu, French, Arabic) 1
Magic: Spirit 2
Magic: Metal 2
Magic: Fire 1
Magic: Artifice 2
Magic: Healing 1
Athletics 2
Medical: Human 1

Credits (Cr): 4,000

Encumbrance Limit: 11 (10 +/- Str DM)

Equipment Cost Encumbrance | Notes (DM bonus, damage dice, etc.)
Medical Kit-1 2 +1 DM to Medical checks
Amulet 0 1 spell inscribed: +1 DM Healing Ray (below)
Throwing Knives x5 500 1 2D6 Thrown Piercing
Heavy Cloth 500 0 AR +2, +1 vs. Slashing
Healing Draught 1 Restores 1D6+4 damage

Total Encumbrance

Combat Power: 15

All Careers: DM's for Str + Dex + End + skills in Athletics, Tactics, Gun Combat, Melee Combat, Heavy Weapons
Esoteric Schools add: DM's for Int + all Magical Domains (Mages) : DM's for Psi + all Psionic skills (Psionicists)
All Careers add: #damage dice of single weapon or spell that does the most damage + armor (base AR)



Spelis

Domain Die Modifiers (DM's) End
Base Difficulty | Range [ Duration | MagicSkill | Int [ Total | Cost
Healing Ray: heal target 2D6 of damage at short range, +1 DM for amulet
Healing | -2 | +0 | +1 | +1 | +1 | +1 (+2) | 2
Bend Metal: may bend a thick heavy piece of metal (gun, etc.) out of shape so that it is useless at a short range
Metal | -2 | +0 | +1 | +2 | +1 | +2 | 2
Spirit Walk: project own spirt at short range through barriers to perceive visually what is behind them, for up to 6 minutes
Spirit [ 2 I +0 | +2 [ 2 [ = [ 2
Fire Light: create a floating orb of fire which can light up a single large room for up to an hour
Fire | +0 | =2 | 1 | +1 | o | 0 | 1
Wrath of the Forge: cause an explosion of fire at a short distance, 4D6 damage over 6m
Fire | 4 | o | +1 | +1 | o | 1 ]| 3
Spirit Hammer: do an additional 2D6 damage against a spirit during spirit combat
Spirit I -2 | +0 | +1 | +2 | +1 | +2 | 2
Magic Creation
Spell Descriptor Base Difficulty End Cost
Co-incidental, harmless, no bonus or penalty, limited or no plot effect Routine +2 0
Small scale or a small object, damaging, repairable, providing a +1 Average +0 1
bonus or —1 penalty, minor plot effect, 1D6 of damage
A large object, damage to property, wounding, providing a +2 bonus Difficult -2 2
or —2 penalty, major plot effect, 2D6 of damage
Massive, destruction of property, multiple targets, deadly, permanent, Very Difficult -4 3
providing a +4 bonus or -4 penalty, crucial plot effect, 4D6 of
damage
As Very Difficult, but much grander and world shattering, providing Formidable -6 6
a +6 bonus or -6 penalty, plot breaking, 6D6 of damage
Spell Range / Area of Effect DM Spell Duration DM
Short 1-12m (default) +0 1-6 combat rounds +1
Medium 12-50m -2 1-6 minutes (default) +0
Long 51-250m -3 7-59 minutes -1
Very Long 251-500m -4 1-6 hours -2
Distant 501 meters+ -6 7-23 hours -3
1-6 days -4
1-6 weeks -6
Psionics
- DM'’s Psi
Ability Base Difficulty | Psi Skill | Psi Str Total | Cost
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