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NOTES / CHARACTER BACKSTORY

NAME TYPE DL COST| RANGE EFFECT

VISIOnS Of Bygﬂne Days BaSIC 1 5 2 MEdium A character protected by this power can use it to gain a +2 bonus on any check, except for hits in

combat and checks connected with the use of powers. The effect lasts for 12 hours or until the first

time it is used. The bonus is granted before the dice are rolled.

Detoxification Basic 13 4 Short You can detect all poisons, magic potions and similar substances in your own or

another character’s body. Then you can neutralize one of them.

Health Restoration Greater 18 6 Short A creature of your choice regains Vitality equal to 1d20 + the value of your

Verve. You can use this edge to heal yourself.

Boost: As above, but the range is increased to medium.

Power Dispersion Greater 21 4 Short You can detect any supernatural effects affecting a specific character

(possession, witchcraft, powers, etc.) and neutralize one of them. This also

applies to any effects improving the abilities of your enemies.




