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Total Ref"sh 
Adjustment

Tה Ladder

LegeIary +8

Epic +7

FantQtic +6

Superb +5

GWX +4

GZd +3

Fair +2

Aвrage +1

Medi_W +0

PZr –1

Terbbc –2

Aspects Skis

Stunts & Powers

St:ss

Consequencс

High Concept

TroubF

OLr Aspects

Superb (+5)
# of Slots:

G$C (+4)
# of Slots:

GEd (+3)
# of Slots:

Fair (+2)
# of Slots:

Aвrage (+1)
# of Slots:

1 2 3 4 5 6 7 8

PhysiNl
(EIeance)

Mental
(Conviction)

SPial
(PWsence)

Armor, Etc: 

Cost Ability

Type P/m/S Stress Used? Aspect

Mild ANY -2

ModerCe ANY -4

Seв$ ANY -6

  

  

  

Ext$me ANY -8 RepDce Permanent

sdg
Jack Geary

sdg
Scott David Gray

sdg
Deceit

sdg
Empathy, Presence

sdg
Contacts, Conviction,

Endurance, Fists, Stealth

sdg
Alertness, Discipline,

Lore, Performance Rapport

sdg
1

sdg
2

sdg
5

sdg
5

sdg
 Read the Surface (Empathy): You can get a sense of

someone quickly when trying to ﬁreadﬂ them. Your first

attempt to read someone takes less than a minute of

interaction, instead of the usual ten. Any subsequent

efforts with the same person do not enjoy this benefit.

(YS152)

sdg
Supernatural Powers:

 Human Guise (0) (YS176)

 Inhuman Toughness (-2) (YS185)

  The Catch cold iron (+1) (YS185)

 Mimic Abilities (-3) (YS176)

    1: Only one specific target can have it's form or

abilities mimicked at a time. If a new target is mimicked

in any way, any prior mimicked form or abilities are lost.

    2: The mimicked target must be touched, in order to

mimic a stunt or skill.

    3: Mimicked forms or abilities "fade away" over time

unless the doppelganger has killed and eaten from the

corpse of it's target. Powers tend to last for a scene,

mortal stunts tend to last about a week.

    4: Using "Eat Power"use does

not cause the target to lose those

same abilities.

    5: Using "Eat Power" is up to

the GMs discretion, and will

likely involve some sort of

invasion of the person (perhaps

blood or hair, perhaps gaining

some sort of power over the

target, maybe actual physical

mental or spiritual damage).



sdg
-1

sdg
0

sdg
-2

sdg
+1

sdg
-3

sdg
-5

sdg
* I was a Teenage Doppelganger

sdg
* Prone to accidental and

involuntary changes

sdg
* Confused about personal identity

sdg
* Predator's Instincts

sdg
1 (against all but cold iron)

sdg
XXXXXXXXXXXXXX

sdg
XXXXXXXXXXX

sdg
XXXXXXXXX

sdg
*  *

sdg
* Only 3 physical endurance against cold iron

sdg
X

X

X

X

sdg
Up to your waist

sdg
Great (+4)

sdg
25

sdg
25

sdg
7

sdg
2

sdg
XXXXXXXXXXXXXX

sdg
XXXXXXXXXXXXXX

sdg
XXXXXXXXX

sdg
XXXXXXXXX

sdg
XXXXXXXXXXX

sdg
XXXXXXXXXXX

sdg
X

X

X

X

sdg
X

X

X

X

sdg
X

X

X

X

sdg
* Sucker for a pretty face

sdg
* Depends on mom to help with bills and

laundry

sdg
* Seeks and enjoys praise




