Aurora

	Archetype
	Street Mage

	Real Name
	Andrea Chelsea

	Race
	Caucasian Human

	Sex
	Female

	Age
	18 years

	Height
	5 feet, 5 inches

	Weight
	120 lbs.

	Hair
	Shoulder length, white with light green streaks

	Eyes
	Bright green

	Description
	Very young and incredibly cute, Aurora tends to dress as much like a hoochie as possible.  She favors belly-exposing baby-doll t-shirts, often with sparkly labels across the front proclaiming, “Princess”.  She also tends to wear school-girl skirts or low-riding, hip-hugging faded jeans.  She sometimes wears her hair in pig-tails to seem as innocent as possible, but she is certainly anything but.  Fond of lollipops or other hard candy, he covers it all with a white leather long coat with the colors and letters of Everett West High School on the back.  She also wears white combat-style boots to accentuate the rest of her outfit.

	Personality
	Aurora wasn’t always a conniving bitch, but after falling under the sway of Nightfall, his own corruption invaded her.  She has been a lackey of Nightfall’s for almost 6 months now, and has completely run away from her parents.  She met him in one of his many frequent visits to night clubs, and since that day, she has not gone home, taking up with the rest of Nightfall’s crew, and learning a lot about magic and shadowrunning in the meantime.  She now acts innocent if at all possible, and oftentimes plays the part of one of Nightfall’s drugged or drained victims, only to gather information.  She will strike when she thinks her chances are best, and tends to be vicious to a fault when the time comes.


	Val
	Char
	Cost
	Roll
	Notes

	15
	STR
	5
	11-
	Lift:  200 Kg; 3d6

	15
	DEX
	15
	12-
	OCV/DCV: 5/5

	13
	CON
	6
	12-
	

	13
	BODY
	6
	12-
	

	10
	INT
	0
	11-
	PER Roll 11-

	18
	EGO
	16
	13-
	ECV: 6

	15
	PRE
	5
	11-
	PRE Attack: 2d6

	18
	COM
	4
	11-
	

	60
	MAG
	--
	--
	

	60
	ESS
	--
	--
	

	

	6
	PD
	4
	

	5
	ED
	2
	

	8
	MD
	6
	

	4
	SPD
	15
	Phases: 3, 6, 9, 12

	6
	REC
	0
	

	36
	END
	5
	

	30
	STUN
	5
	

	

	6”
	Running
	0
	x2 Non-Combat

	2”
	Swimming
	0
	x2 Non-Combat

	3”
	Leaping
	0
	x½ High Jump


Total Characteristics Cost: 94



	Cost
	Skill/Talent/Perk
	Roll

	0
	Acting (PRE)
	8-

	3
	Aura Reading (INT)
	11-

	0
	Climbing (DEX)
	8-

	0
	Concealment (INT)
	8-

	3
	Conjuring (EGO)
	13-

	0
	Conversation (PRE)
	8-

	5
	CSL: +1 with All Ranged Combat
	

	0
	Deduction (INT)
	8-

	0
	Paramedics (INT)
	8-

	0
	Persuasion (PRE)
	8-

	0
	Shadowing (INT)
	8-

	18
	SL: +6 to Aura Reading, Conjuring, Sorcery
	

	3
	Sorcery (EGO)
	13-

	10
	Stealth (DEX)
	16-

	0
	TF: Car or Bike
	

	2
	WF: Blades
	

	0
	WF: Clubs
	

	2
	WF: Pistols
	

	2
	WF: Submachine Guns
	

	0
	WF: Unarmed Combat
	

	30
	Talent: Full Mage
	


	Cost
	Background Skills
	Roll

	0
	AK: Seattle (INT)
	8-

	0
	Language: English (Fluent-4, Literacy)
	

	0
	PS: Kwik Shop Clerk
	11-


Total Skills Cost: 

	Cost
	Magical Abilities
	END

	0
	Astral Projection
	3

	0
	Astral Perception
	0

	0
	Dispelling 20d6
	10

	0
	Banishing 20d6
	10

	0
	Conjure Elementals
	14

	0
	Sorcery
	By spell

	0
	Total
	


	Cost
	Spells/Adept Powers
	AP
	END

	7
	Manabolt 2d6
	60
	6

	4
	Clairvoyance 1600”
	45
	5

	3
	Combat Sense +4
	32
	3

	4
	Heal 4d6
	40
	4

	5
	Increase Reflexes 9d6
	45
	5

	6
	Silence 9” Radius
	50
	5

	2
	Armor +10 rPD/+10 rED
	20
	2

	
	1 Summoned Fire Elemental
	
	


	Wt.
	Equipment
	Nuyen

	3.8
	Armor Long Coat (Urban Camo)
	2920

	0.9
	Armor Gloves (Urban Camo)
	1110

	1.3
	Armor Low Boots (Urban Camo)
	1260

	2.5
	SCK Gyodo Heavy Pistol (+Internal Smartgun Link)
	2050

	1.5
	2 Spare Clips for SCK Gyodo
	15

	4.5
	SCK Model 100 SMG (+Gas Vent)
	2375

	1.5
	2 Spare Clips for SCK Model 100
	15

	.75
	Cougar Fine Blade Long Combat Knife
	500

	2
	Climbing Gear
	500

	2
	100m Rope
	50

	0.5
	Low-Light Smart Goggles
	2200

	2
	Micro-Transceiver (ECCM 10, Encryption 5, Decryption 5)
	37000

	23.25
	Total (Penalties: -1 DCV/DEX-Based Skills)
	


	Points
	Disadvantage

	
	

	
	

	
	

	
	

	
	

	
	

	
	Total


Point Total: 


Armor By Location Table

	Roll
	Location
	STUNx
	N STUN
	BODYx
	To Hit
	Armor

	3-5
	Head
	x5
	x2
	x2
	-8
	0/0

	6
	Hands
	x1
	x½
	x½
	-6
	3/2

	7-8
	Arms
	x2
	x½
	x½
	-5
	4/2

	9
	Shoulders
	x3
	x1
	x1
	-5
	4/2

	10-11
	Chest
	x3
	x1
	x1
	-3
	4/2

	12
	Stomach
	x4
	x1½
	x1
	-7
	4/2

	13
	Vitals
	x4
	x1½
	x2
	-8
	4/2

	14
	Thighs
	x2
	x1
	x1
	-4
	4/2

	15-16
	Legs
	x2
	x½
	x½
	-6
	4/2

	17-18
	Feet
	x1
	x½
	x½
	-8
	3/2


Martial Maneuvers Table

	Maneuver
	Pts
	Phs
	OCV
	DCV
	Damage/Effect

	
	
	
	
	
	


Phases: 3, 6, 9, 12

Initiative: 15

Base OCV: 5

Base DCV: 5

Base ECV: 6

Combat Skill Levels/Modifiers

+1 with All Ranged Combat

+1 with Smartguns

FIREARMS

	Weapon
	Notes
	OCV
	RMod
	Damage
	STUNx
	STR Min.
	Ammo
	Range
	Con
	Mode
	Wt.

	SCK Gyodo (12mm)
	Internal Smartgun Link
	+1
	0
	2d6+1
	0
	13
	16 (c)
	175
	-2
	SA
	2.5

	SCK Model 100 (.45 Cal)
	Internal Smartgun Link, Folding Stock, Very Reliable, Gas Vent
	+2
	+1
	2d6
	0
	9
	30 (c)
	150
	-5
	AF-10
	4.5


MELEE/PROJECTILE WEAPONS

	Weapon
	Notes
	OCV
	RMod
	Damage
	STUNx
	STR Min.
	Ammo
	Range
	Con
	Wt.

	Cougar Fine Blade Long Combat Knife
	1-h Weapon, Thrown Weapon
	+2
	0
	1d6
	0
	8
	--
	S
	-2
	.75


VEHICLES

	Vehicle Type/Name
	

	STR
	BODY
	Size
	DEF
	DEX
	SPD
	Move
	Top Speed
	DCV
	Sensors
	AutoNav
	Pilot

	
	
	
	
	
	
	
	
	
	
	
	

	Entry Points
	Seating
	Drivetrain
	Engine
	Availability
	Cost

	
	
	
	
	
	

	Options
	


