



	Name: Cuddlepaws
	Description: white, sleek cat wearing a steel circlet, which extends 3 antennas when activated
	Refresh: 2
	FatePoints: 
	HighConcept: the psionic feline
	Trouble: still a cat / Crusaders, converge!
	spect3: stubborn bugger
	Aspect4: inconspicuous
	Aspect5: Unfinished business
	Great1: STEALTH
	Good1: ATLETHICS
	Good2: INVESTIGATION
	Fair1: BURGLARY
	Fair2: DRIVE
	Fair3: RAPPORT
	Average1: EMPATHY
	Average2: PHYSIQUE
	Average3: CRAFTS
	Average4: FIGHT
	Stunts: Cat's Grace (Athletics)
bonus on typical cat actions like jumping on stuff or getting
off stuff or wriggling out of someone's arms
 
Ninja Vanish (Stealth)
Once per scene, you can vanish while in plain sight by spending a fate point, using a smoke pellet or other mysterious technique. This places the Vanished boost on you. While you’re vanished, no one can attack or create an advantage on you until after they’ve succeeded at an overcome roll with Notice to suss out where you went (basically meaning they have to give up an exchange to try). This aspect goes away as soon as you invoke it, or someone makes that overcome roll. 

	PhysicalStress3Label: 3
	PhysicalStress4Label: 
	MentalStress3Label: 3
	MentalStress4Label: 4
	ExtraMildConsequenceLabel: 
	Superb1: WILL
	Superb2: 
	Superb3: 
	Superb4: 
	Superb5: 
	Great2: 
	Great3: 
	Great4: 
	Great5: 
	Good3: NOTICE
	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: TELEKINESIS
	Power1Drawback: Eep! Ah! Halp! Occasionally lifts self without any control
	Power1Cost: 
	Power1Abilities: Basic Telekinesis: You can move small objects in your own or adjacent zones
without physically touching them. By hurling objects around, you can attack with
Will against targets in your zone.
 
Telekinetic Might: You can use Will to lift large objects. Lifting something
human-sized is a Fair (+2) obstacle, while a car is a Great (+4) obstacle.
 
Master Telekinesis: You gain +2 to Will when attacking with telekinesis.
 
Long-Distance Telekinesis: Your mental abilities stretch unusually far. You can move objects and make attacks up to three zones away using telekinesis.
	Power1SpecialEffects: Inflict Condition: You add an aspect to the target, which you can invoke once for free.   
	Power1CollateralDamage: Unstoppable Telekinesis: You can use your mental powers to lift something up to the size of a tank and hurl it, either to destroy a wall
or similarly robust obstacle, or to attack every target in your zone or an adjacent zone.
 
POWER THEME:Technology
 
Basic Technology: Your power isn’ t actually a superpower in the traditional sense. Instead, it’ s an ability that comes from advanced
technology you have access to, such as cybernetic implants. While your “ power” isn’ t necessarily built into you, you always have
access to your superior equipment and it never breaks down. In addition, powers that affect other powers (such as Power Amplification
or Power Nullification) do not affect you.
 
DRAWBACK: Meow? - Without my Helmet, I'm just a regular cat.
 

	Power2Name: SHIELDING
	Power2Drawback: 
	Power2Cost: 
	Power2Abilities: Basic Shielding: With a moment’ s concentration, you can erect a barrier
between your zone and an adjacent zone, which lasts until the end of the scene
or you will it away. This barrier is transparent, but no matter can pass through it.
When someone attempts to attack through the barrier, or attacks the barrier
itself, you intercept the attack, using Will to defend. If the attack succeeds, you
may either take the shifts as mental stress or allow the barrier to shatter and
take mental stress equal to half of the shifts, rounded down. You may erect
multiple barriers, but each active barrier after the first reduces your Will roll to
defend by one.
 
Master Shielding: You gain +2 to Will when attempting to maintain your barriers.
 
Semi-Permeable Shield: You and your allies can attack through your barriers, but at a -2 penalty.
	Power2SpecialEffects: Physical Recovery
	Power2CollateralDamage: 


