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Alignment:
Law Neutral Chaos

Equipment

Character Details

Speed Init

2

Jammer Dancer
18 15

20 +1

12 +0
14 +1
9 +0
16 +2
8 -1
13 +1

+1
+1
+4

+2

1d8/ III

1d20

Rapier +3 (dam 1d5)

Crossbow +2 (dam 1d6, 80'/160'/240')

Club +2 (dan 1d6)

Composite Sports, Heavy  +5 (-4 check penalty, fumble 1d12)

Grandstanding +4

Birth Augur: Wrath of Neptune - All Damage Rolls

Languages: English

Chosen Wepaon: Rapier +2 AC while weilding rapier (added above)

Performance: 1d20 +4 

Disrespect: Full round action, target must save vs Jammer Performance check - fail = target 
takse -3 penalty to attack, spell check, damage, and Willpower save rolls for 1d3+ 2 rounds

Devistating attack: +1d4 damage vs. disrespected targets

Lionize: Move action, performance check, targeted ally recives bonus: 
1    Bombs! Judge chooses an opponent to gain +1d on their next combat action.
2-11    No effect
12-13    +1 attack rolls
14-16    +1 attack rolls and Willpower saves
17-19    +1 Attack rolls, Willpower saves, and skill checks
20-22 +   2 attack rolls, Willpower saves, Reflex saves, and skill checks
23-26    +2 attack rolls, Willpower saves, Reflex saves, and skill checks;
+1 spell checks or Holy Acts
27-30    +2 attack rolls, Willpower saves, Reflex saves, and skill checks;
+1 spell checks, Holy Acts, and AC
31+    +3 attack rolls, Willpower saves, Reflex saves, and skill checks;
+2 spell checks, Holy Acts, and AC

Mojo: +1 mojo for every failed attack or spell check by Disrespected opponents. Also, 
Jammers can spend Mojo AFTER the die roll. 

Luck: Add Luck Mod to Performance checks, may choose to add Luck mod to AC

Instrument of choice
Backpack
Waterbottle
Masterwork Lighter
Headset Mic
Notebook + pen
Great Outfit


