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	Name: (Mi)remba Quint / SATSAM-V3
	Description: Black kid, wearing Jeans and T-Shirt, never seen without a big yellow Mokepon-Backpack
	Refresh: 3
	FatePoints: 
	HighConcept: kid quantum-entangled to a liquid robot form
	Trouble: I didn't sign up for this!
	spect3: diverse, big foster family
	Aspect4: Daredevil 
	Aspect5: Hyperaware, but distracted
	Great1: CRAFTS
	Good1: SHOOT
	Good2: RAPPORT
	Fair1: STEALTH
	Fair2: EMPATHY
	Fair3: ATHLETICS
	Average1: FIGHT
	Average2: INVESTIGATE
	Average3: CONTACTS
	Average4: PHYSIQUE
	Stunts: Always Making Useful Things (Crafts) You don’t ever have to spend a fate point to declare that you have the proper tools for a particular job using Crafts, even in extreme situations (like being imprisoned and separated from all your stuff). This source of opposition is just off the table. Rain of Plasma (shoot) +2 to "Create Advantage rolls" with Shoot when you create an aspect relating to suppressive fire.
	PhysicalStress3Label: 3
	PhysicalStress4Label: 
	MentalStress3Label: 
	MentalStress4Label: 
	ExtraMildConsequenceLabel: 
	Superb1: 
	Superb2: 
	Superb3: 
	Superb4: 
	Superb5: 
	Great2: DECEIVE
	Great3: 
	Great4: 
	Great5: 
	Good3: 
	Good4: 
	Good5: 
	Fair4: 
	Fair5: 
	Average5: 
	PhysicalStress1: Off
	PhysicalStress2: Off
	PhysicalStress3: Off
	PhysicalStress4: Off
	MentalStress1: Off
	MentalStress2: Off
	MentalStress3: Off
	MentalStress4: Off
	MildConsequence: 
	ModerateConsequence: 
	SevereConsequence: 
	ExtraMildConsequence: 
	Power1Name: Super-Form
	Power1Drawback: Shabby Equipment
	Power1Cost: 
	Power1Abilities: Basic Energy Blast: You can fire a projectile of some sort, with a range of three zones, using Shoot. Basic Disguise: You can alter your face, build, and voice at will in order to become a completely different person. Once you spend time interacting with someone, you can imitate them near-perfectly. Gain a +2 bonus to Deception to oppose others trying to see through your disguise. Sartorial Doubling: Your ability to copy a person extends beyond their body. You can also change the clothes you are wearing, and even imitate guns or other props—although they are, of course, non-functional. Basic Machine Control: You can control machines up to one zone away without touching them. Most machines won’t resist you at all, but something computerized will put up Fair (+2) opposition, and more complex and powerful computers will offer greater opposition; you use Empathy to overcome this opposition. You can only make a machine do something it’s capable of; while you couldn’t make a toaster float, for instance, you could make a car drive itself. Basic Flight: You can move vertically through the air as easily as moving along the ground. Use Athletics to overcome obstacles or create advantages related to flying. Master Flight: You can fly better than most people can walk. Gain +2 to Athletics rolls while airborne.
	Power1SpecialEffects: Area Attack: Attack everyone in a zone. // Physical Recovery: You recover from all physical stress.
	Power1CollateralDamage: Charged Shot: If you take a few seconds to concentrate, you can generate a blast with enough force to blow open the door to a bank vault, destroy a reinforced wall, or otherwise eradicate an obstacle. Of course, a blast this big is slow and imprecise. It’ll tear up the entire room.
	Power2Name: 
	Power2Drawback: 
	Power2Cost: 
	Power2Abilities: 
	Power2SpecialEffects: 
	Power2CollateralDamage: 


