REGlSTERED EXORC'ST ; REGISTERED SKILLS
FORCE () () C)

-

NAME:

CONDITIONING @ e e
XID: COORDINATION 6 @
AGND:
a0 COVERT Q90
SX: INTERFACING @ e O
HT:
= INVESTIGATION dgre ¢

do not cover eyes when affixing photo

CID: XXX, CASTLE SURNE et O O O

NEGOTIATION O O O

O " EXECUTION | adreomsmy 500

Starts at 6. -1 per injury. Final slash takes any amount of stress
7 |

1 — — 71 CONNECTION @ @@

Spend 1 advance to improve, then tick a box below.
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Record afflictions here.
Debrief after mission for decontamination.
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If you suspect you are cursed, call 994 immediately
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Please circle clearly

MISSIONS SURVIVED:
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¥> CAT, rounded up.
Use for your powers
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REGISTERED KIT

Spend KP to pull out the following items any time:

Description

SERVICE WEAPONS (2 KP)

ISSUE UNIFORM (0 KP)

NOTEBOOKy. ~PEN ' (1 KP)

MATCHBOOK (20 MATCHES), CLEAN HANDKERCHIEF (1 KP)

"HSHW SCRIP:

Paid out pqx‘: mission (5: succtess, 3: spare, r-l: failure, +3 advance)

ISIN-OVERFLOW!

Clea—ﬁ@]‘ltéin,‘thén permanently cross-outone
box. Then, give up or make a resistance check.
Resistance: Roll 1d6 and add 1 for each sin mark.

Gain a sin mark on a total result of 7 or lower and
keep control. A result of 1 always suceeds.
Otherwise, give up. ’
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SIN MARR

Evolve with an advance

sinsiarg [/
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Evolve with an advance

Evolve with an advance
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OBSERVED POWER

v CAIN REGISTERED ABILITIES

AGENDA _ AGENDA ABILITIES

Describe registered agenda here.

Swap agendas between missions. Keep any bolded items.

Spend an Advance to gain a new ability.

5 abilities max.

AGENDA ITEMS

N

Describe registered pychic phenomena.
Keep sticker attached at all times.
Spend an Advance to gain a new power.
Spend an Advance to gain a new blasphemy.

If you do,

cross out a sin box, and increase xp to advance by +1

PASSIVE
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FIRMLY AFFIX ALL STICKERS

OBSERVED POWER OBSERVED POWER

OBSERVED POWER

r BLAST: spend a psyche burst and roll
'PSYCHE to produce a weaponizedig:m of
concentrated psychic energy in melee or short
range. The specific look and feel of this basic
exorcist skill varies between exorcists. The

strength of this blast scales with CAT.
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PEOPLE

DISTANCE
(0-2 Short)

(3-4 Long)
(5+ Extreme)

MAGNITUDE

REFER TO DOCTRINE TM451 IN CASE OF CATEGORY 5+ EVENT
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THE HUNT

Exorcists are dispatched when signs of a
sin appear, and must investigate. They
know only its type and trauma questions.
They must locate its lair and execute it
before catastrophe strikes.

—
Just think, you're all ready to slaughter to your heart’s content.

BRIEFING
ARRIVAL
TRACK
INVESTIGATE
PREPARE
CONFRONT
EXECUTE

Noopswn=

Return for debrief.

RNR allowances.

FIND THE \

PALACE
A sin creates a parasitic
pocket dimension. It
cannot be slain outside.
Enter the palace and
execute it.

ERADICATE THE VERMIN
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Increase pressure by 1, then clear tension. Then:
Send minions/Ambush the exorcists/Involve authorities/
Separate someone/Force a difficult choice/

Escalate the situation/Start or progress a ticking clock/
Use a domain/Threaten or twist an NPC/

Introduce a new obstacle

Pt

The situation gets out of
control. The sin :
increases in CAT by +1

and things get worse.




TRAUMAS

VITAL INFORMATION CARD
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NAME :
Refrain from speaking name aloud v

HOST: DECEASED ?E |
EXECUTED (MM/DD/YYYY) : / /
TYPE: !
FORM (Circle): I IT IEIEIL

- CATEGORY (MARK CLEARLY) :
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Please promptly file card

FACT: Traumas can be used to
counter a sin’s reaction, reducing
stress suffered by all targets by 1d3
and inflicting 1d3 slashes on the sin.

EXECUTION

6+CAT

details.

SEVERE ATTACK

Only usable on a 1, once a
scene. Check sin sheet for

After 4 slashes, must retreat to palace until pressure increases and heal 1, or 2d3 if full.

Cannot retreat inside palace, and instead is at the mercy of exorcists if full.

DOMAIN

FIRMLY AFFIX ALL STICKERS

Weakest reaction.

DOMAIN

ing requires at least 1 trauma

Or improvise: (1) Strongest reaction, (2/3)
strong reaction, (4/5) Weaker reaction, (6)

DOMAIN

DOCREF XX0121
As above, so below



