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*Special skill, available only to selected specialties scenario - cost 10
1-20 HZAD O 4. Flipping the result on the dice
(31 becomes 13 etc) - cost 10
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* Attack « Communication
UPGRADZ DISCERIPTION + Targeted attack (to a body part) « Tactical movement (Speed /5)
* Casting an effect + Change of stance
« Using superpowers + Drawing melee, small arms
. _ « Drawing long and heavy weapons and explosive
DESERIPTION * Movement (speed *2) + Manipulating an object
+ Using an object + Looking around
* Using a skill + Handing over equipment
« Conversation * Using superpowers
- _ * Preparing to defend yourself + Reloading
UPGRADZ * Interaction with the environment « A quick look around
* Helping another character + Taking a drug
* Reloading + Small task
_ . « Targeting
DESCRIPTION « Extinguishing yourself or someone else
UPGRADE
NAME:
DESCRIPTION _
C DIR:
RESOURCE ACOQUISITION:
UPGRADE Max quantity of items: Max rarity of items:
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DESCRIPTION
UPGRADZ — - -
_ P— 'WEAPON - the name of the weapon | SKILL - the skill needed to use the weapon | DMG - the damage of the weapon | A - the number of possible attacks
DESCRIPTION TRAITS - the characteristics of the weapon | HP - HP og the weapon | RAR - the rarity of the weapon | DMG TYPE - the type of damage that the weapon inflicts
RELOAD - the reload time. | MAG - the number of bullets the weapon has in the magazine | RANGE - the range of the weapon
EX. RANGE - the range of the explosion
UPGRADZ
DISCRIPTION
UPGRADZ
DISCRIPTION
ARMOR
ARMOR =RA PA NA RAR
1. Protection of human life at all costs _—— —
2. Eradication of Intruders by allavailable _—
methods
3. Increasing knowledge and power S
of Aurora Alliance
4. Researching and archiving other
dimensions and artifacts
ARMOR - the name of the armor | ERA - the historical period from which the armor originated
5. Securing dimensional essence so that PA - physical armor | NA - non-physical armor | TYPE - type of armor (ight, heavy etc).
it does not fall into the wrong hands RAR - rarity




