
TM

ATTACKS

NAME

DESCRIPTOR TYPE

FOCUS

IS A WHO

TIER EFFORT XP

MIGHT

ARMOR MONEY

POOL EDGE POOL EDGE POOL EDGE

SPEED INTELLECT

SPECIAL ABILITIES

RECOVERY ROLLS DAMAGE TRACK

CYPHERS

EQUIPMENT

LIMIT

1 ACTION

10 MINS

IMPAIRED

1 HOUR

10 HOURS

+1 E�ort per level
Ignore minor and major 
e�ect results on rolls
Combat roll of 17-20 
deals only +1 damage

DEBILITATED
Can move only an 
immediate distance
Cannot move if Speed 
Pool is 0

ADVANCEMENT

INCREASE
CAPABILITIES
+4 points into

stat Pools

MOVE TOWARD
PERFECTION

+1 to the Edge
of your choice

EXTRA
EFFORT

+1 into E�ort

SKILL
TRAINING

Train in a skill or specialize 
in a trained skill

SKILLS

OTHER
Refer to the

Cypher System
Rulebook

TYPE, FLAVOR, OR OTHER

©2019 Monte Cook Games, LLC. Cypher System and its logo are trademarks of Monte Cook Games, LLC in the United States and other countries. Permission granted to duplicate for personal use. Version 2.5.4



BACKGROUND NOTES PORTRAIT

©2019 Monte Cook Games, LLC. Cypher System and its logo are trademarks of Monte Cook Games, LLC in the United States and other countries. Permission granted to duplicate for personal use.


	name: Axel
	descriptor: Mutant
	character_type: Explorer
	intellect: 15
	speed_pool: 18
	speed_edge: 1
	intellect_pool: 15
	intellect_edge: 0
	focus: Moves Like A Cat
	flavor: 
	character_portrait: 
	character_qr_code: 
	_special_abilities: Balance 
	You are trained in balancing. Enabler. 

Danger sense - Costs 1 Speed
	Your initiative task is eased. You pay the cost each time the ability is used. Enabler. 

Greater enhanced speed 
	You gain 6 points to your Speed Pool. Enabler. 

Improved edge 
	Choose one of your Edge stats that is 0. It increases to 1. Enabler. 

No need for weapons 
	When you make an unarmed attack (such as a punch or kick), it counts as a medium weapon instead of a light weapon. Enabler. 

Practiced with all weapons 
	You become practiced with light, medium, and heavy weapons and suffer no penalty when using any kind of weapon. Enabler.

	_skills: Heavy weapons - Practiced

Light weapons - Practiced

Medium weapons - Practiced

Slippery skin 
	You secrete a slippery oil, giving you an asset in any task involving slipping from another's grip, slipping from bonds, squeezing through a small opening, and so on.

Poison immunity 
	You are immune to all poisons.

Useless eye - Inability
	One of your eyes is unusable or missing. Tasks specifically involving eyesight are hindered.
	_attacks: Punch - Practiced
  Might Attack, Damage 2, Type Light
  A right jab.
  Eased by one step for Light weapons.

Light Weapon - Practiced
  Speed Attack, Damage 2, Type Light
  A light weapon of your choice. Granted from Starting Equipment.
  Eased by one step for Light weapons.

	_cyphers: Detonation (Spawn) - Level 8
Projects a small physical explosive up to a long distance away that bursts in an immediate radius, blinding all within it for one minute and inflicting damage equal to the cypher's level. The burst spawns 1d6 additional detonations; in the next round, each additional detonation flies to a random spot within short range and explodes in an immediate radius. Roll a d100 to determine the type of damage dealt by all detonations:
Rolled a 11. Corrosive.
Manifest

Intelligence Enhancement - Level 5
All of the user's tasks involving intelligent deduction-such as playing chess, inferring a connection between clues, solving a mathematical problem, finding a bug in computer code, and so on-are eased by two steps for one hour. In the subsequent hour, the strain hinders the same tasks by two steps.
Subtle

	_equipment: Appropriate clothing and a weapon of your choice, plus two expensive items, two moderately priced items, and up to four inexpensive items. Granted from Starting Equipment.








	_background: Explorer
You are a person of action and physical ability, fearlessly facing the unknown. You travel to strange, exotic, and dangerous places, and discover new things. This means you're physical but also probably knowledgeable. Although Explorers can be academics or well studied, they are first and foremost interested in action. They face grave dangers and terrible obstacles as a routine part of life.

Mutant
Savage forces strong enough to destroy a world left you transformed. Either through latent mutations passed down from ancestors that survived the apocalypse, or because something about you reacts when you're exposed to radiation or some other mutagenic source, you are prone to mutation. You might look relatively similar to others of your species, or you might have one or more obvious physical differences that make it hard to disguise your nature. Not that you necessarily want to hide what you are; you might wish to proudly display what makes you different and, to your mind, better.

Moves Like A Cat
Lithe, flexible, and graceful, you move quickly and smoothly, and never seem to be where danger is.

Choose how you became involved in the adventure:
- The other PCs found you in some weird “mutant” chrysalis and pulled you out; you were grateful and joined them.
- The other PCs were “hunting mutants” but when they found you, they realized they had been misguided.
- You wanted to get away from a bad situation, so you went with the PCs.
- The PCs asked you to come along, believing that your particular mutations could be harnessed for the benefit of the mission.

Your best friend from your youth is now an influential member of the government.

Pick one other PC. They are deathly afraid of heights. You would like to teach them how to be more comfortable with their feet off the ground. They must decide whether or not to take you up on your offer.










	_notes: Possible player intrusions based on your character type:
Fortuitous Malfunction
A trap or a dangerous device malfunctions before it can affect you.

Serendipitous Landmark
Just when it seems like the path is lost (or you are), a trail marker, a landmark, or simply the way the terrain or corridor bends, rises, or falls away suggests to you the best path forward, at least from this point.

Weak Strain
The poison or disease turns out not to be as debilitating or deadly as it first seemed, and inflicts only half the damage that it would have otherwise.

Improved neural processes
You gain +5 to your Intellect Pool from Beneficial Mutation.

Possible GM intrusion from your focus:
Even a cat can be clumsy. A jump isn't quite as easy as it looks. An escape move is so overzealous that it sends the character right into harm's way.
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