
Iris is Diana’s best friend and exact opposite. A ditzy young woman who grew up in 
a rich family, Iris was in the school cheerleading team in her home town of Austin, 
Texas, and moved to New York to obtain a college degree in psychology. However, 
psychology is not her �rst love: Iris studies witchcraft as a means to further her 
singing career. Iris is a very inexperienced witch, but with natural talent, and is 
mainly self-taught. 

Iris Summer
Cheerleading Witch

A 25 year-old Human sorcerer who is obsessed with celebrity (grade 5; 5d6)
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EXPLOITS & TRAITS

DEFENSES

STR 3 (2d6) AGI 4 (2d6) END 3 (2d6)

INT 4 (2d6) LOG 6 (3d6) WIL 6 (3d6)

CHA 7 (3d6) REP 7 (3d6) LUC 6 (3d6)

MAG 4 (2d6) (light)

flirtation  1 (1d6) celebrities 1 (1d6) linguistics 2 (1d6)psychology 3 (2d6)modelling   1 (1d6) acting 2 (1d6)carousing  1 (1d6) acrobatics 3 (2d6)evocation 3 (2d6)protection  1 (1d6) healing  1 (1d6) movement  1 (1d6) singing  1 (1d6) dancing  1 (1d6) 

Skills

Wealth

Gear

Lifepath
Scion 
 => College
  => Performer 
    => Sorcerer 
      => Sorcerer 

 $1,480 

expensive clothing

Focus. By taking an action to focus, you gain +1d6 
bonus to a magical attack roll taken in the same 
turn. �e attack action must come immediately 
after the focus action.
Pep Talk. You can spend your ambush turn (if you 
have access to it) giving your allies a pep talk. �ey all 
gain a +1d6 bonus to initiative in the ensuing combat.
Bachelor. After a four-year course, you gained a 
Bachelor's degree in psychology at Columbia 
University. Your research skills are developed. If you 
have access to a library or data network, you gain a +1d6 
bonus to attempts to learn information about a subject.
Triple-threat. You gained the skills singing, 
dancing, and acting at 1 rank (1d6). You also gain +1 
REP (included in stats).
Arcane Knowledge Base You learned the sorcerous 
skills evocation, protections, healing, movement 
(included in stats).
Attuned. You are able to detect sorcery easily. You 
do not need to make any kind of attribute check to 
detect magic within 30', and are aware of its 
existence automatically. 

 MELEE RANGED MENTAL VITAL SOAK 
 DEFENSE DEFENSE DEFENSE DEFENSE 

 14 14 18 10 0

SIZE medium    NATURAL DAMAGE 1d6+2

BRAWLING 2d6 (1d6+2 blunt damage)

LIGHTBOLT  4d6 (3d6 heat damage; 
 range 4)

SPEED 4; CLIMB 2; JUMP 6'/3' 

CARRY 60 lbs (max lift 150 lbs)

Explorer. Driven by an inquisitive, exploratory nature, 
Humans recharge their LUC pool every time they 
take a wilderness journey of more than one week's 
length. �ey can only gain this bonus once per month.
Enduring. Humans may not be the fastest or the 
strongest, but they are known for their resilience. 
You get +1 to their 1d6 die roll to shake o� a 
temporary condition.
Privileged. You gain two sets of superior quality 
clothing and start play with a bonus $1,000 
(included in stats).
Sorcery. You have a sorcerous theme of “light”, meaning 
that all your spells have a radiant visualisation. For 
example, your attacks are bolts of light; if you restrain 
somebody it is with tendrils of light; if you heal 
somebody then that person glows with light. You are 
free to describe your spells however you wish within 
that theme. Your spells have the following statistics:
• Actions. Casting a spell is a single action.
• E�ect. �e e�ect of your sorcery requires a 

MAG attribute check. If you are using sorcery to 
accomplish a task which already has a di�culty 
value associated with it (such as unlocking a cell 
door, lifting a fallen tree), then you will need to 
make a MAG attribute check at that same 
di�culty; if you are attacking a creature with 

your magic, you will need to make a MAG 
attribute check vs. its DEFENSE. If the action 
would not normally attract an attribute check, 
such as washing the dishes or closing a window, 
then neither does the magical action. An 
unwilling target always requires an attribute 
check or attack.

• Target. You can a�ect targets at a range 
increment of 4 squares (20') and an area with a 2 
square (10’) diameter. 

• Duration. �e duration of your spells can be up 
to 4 minutes (or you can divide that duration 
between multiple targets within the spell’s area).

• Damage. You can do up to 3d6 heat damage or 
heal up to 3d6 damage, or in¤ict one condition 
on a target.


