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Race Talent: Deep Study

Race Attribute: Acute Hearing

Race Attribute: Wonder

Egotist 
Type: Attribute 

The Dandy gains +1 to Defense rolls for each enemy they have 
TAUNTED, and an additional +1 to Defense rolls for every two adjacent 
subjects.  In addition, TAUNTED enemies take a -4 penalty to rolls against 
other creatures instead of the normal -3 penalty

Incite Brawl
Type: Trigger 

This Skill may be Triggered whenever the Dandy successfully taunts a 
subject.  Attempt to taunt a second subject. MP:2 SP:2 

A Grand Audience
Type: Attribute 

While at least 7 other subjects are within the Dandy’s sight and can see the 
Dandy, the Dandy gains +4 to PRS and cannot Blunder a PRS check of any kind.  
This bonus may allow the Dandy’s PRS to temporarily exceed 10.

Deft Duelist
Type: Attribute 

In combat, the Dandy gains bonus AP equal to half their Level, rounded up. 
when using a Fencing Sword, the Dandy adds half their Level rounded up to 
damage and ignores 3 DR.  However, Dandy Active and Trigger Skills may
 never be used with two-handed weapons. 

Offensive Stance
Type: Stance 

While in this stance, the Dandy gains +1 to melee damage and +1 to Precisions 
rolls, but also suffers -1 on all Defense rolls.  This stance allows the usage of 
Skills listed as Stance: Offensive.

Defensive Stance 
Type: Stance 

While in this Stance, the Dandy suffers -2 to Precision rolls, but gains 
+1 to Defense rolls.  This stance allows the usage of Skills listed as 
Stance: Defensive.

Parry 
Type: Trigger 
Stance: Defensive 

This Skill may be Triggered when a melee attack on the Dandy has a Hit Value of -1, 0, 
or 1. That attack is considered successful but deals no damage. The Dandy may then 
make an attack that ignores the penalty from Defensive Stance, but not penalties from 
Refinements.  SP:2

Insult 
Type: Active 
Stance: Any 
Check: WIL  

used on subjects who can hear the Dandy and who performed an Action within the last 
round. The Dandy rolls PRS vs WIL; if successful, the subject is TAUNTED for 2 rounds.  
The Dandy gains +1 to Precision rolls against that subject until TAUNTED ends.  MP:2

Lunge 
Type: Active 
Stance: Offensive 

Move up to 15 ft, ignoring penalties for moving through a shared hexagon (as long as it is 
possible for the Dandy to move through said hexagon), then make a normal attack.  This 
attack gains double the bonus damage and DR penetration from Deft Duelist.  MP:2 SP:8

Out of the Air
 Type: Trigger
Stance: Offensive 

This Skill may be Triggered when the Dandy is attacked with a ranged weapon that deals 
physical damage.  Make a Precision roll against the subject’s attack roll; if the Dandy’s final 
value is greater than or equal to the subject’s, the projectile deals no damage. SP: 4

Refinement: Precise Offence 
Type: Trigger 
Stance: Offensive

Dandy gains +2 to Precision rolls but receives a -1 penalty to damage.  
These are in addition to the standard Stance bonuses.  These bonuses last 5 
rounds or until the Dandy changes stances, whichever comes first.  MP:2 SP:3 
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Medium Candles x2  5ft:light

Shoe Polish

Hair Brush

Bar of Soap

Small Green Crystals x4




