Rifts Character Sheet

	Saving Throws

Magic

Spell 4 / Rit 8

Psionics

5

Toxins

Drugs

Insanity

Possession

1

Horror

2

Coma


	Combat Skills

Ultra-Violent

Attacks

6

Initiative

1

Damage

0

Strike

10

Parry

10

Dodge

8

Roll

0

R.Punch

3d6

Punch

1d4x10

P. Punch

2d4x10

Kick

1d4x10+6

Leap K.

2d4x10+12

Critical

-20

Death


	Name: Sarah Fimm
Race: Takahashi Elemental
True Name:

Occupation:

Alignment: Anarchist

OCC: Warlock

RDC:           /   430

Disposition: Uninhibited sex drive

Exp. Level:     1

Exp. Points:

IQ

15

Age:  18

 Lifespan:  toon

ME

14

Height: 6’6”

Weight: 105 lbs

MA

20

Sex: Female

Sexual Orientation: bisexual

PS

15

PPE:            /     40

 ISP:           /174

PP

35

Enviroment: The Takascape.

PE

14

Sentiments Toward:

PB

50

Sentiments Toward:

SPD

15

Native Language:

Insanity: 

Invoke Trust/intimidate:   60%

Charm/ Impress:  92%




Skills

	Lang: Elemental

		98


	Sense location of river

	2

	62


	Detect contaminated water/air

	5

	30


	Tell direction of wind & time

	4

	62


	Sense Ley Line Storms

	5

	30


	Swim

	5

	70


	Astronomy

	5

	65


	Basic Electronics

	5

	50


	Lang: American

	5

	60


	Lang: Dragonese / elven

	5

	60


	Lang: Faerie

	5

	50


	Land Navigation

	4

	46


	Wilderness Survival

	5

	40


	Pilot Hovercraft

	5

	55



	
	Cook

5

45

Dance (Pro)

5

55

Seduction

3

53

Math: Advanced

5

55

Holistic Med:

5

30

Photography

5

45

Rope works

5

40


	Performance

5

50

TV./Video

4

35

Pick Pocket

40

40

Palming

30

30

Prowl

5

15

Climb

5

30




Weapons                                                       WP’S                                                           Armor

	Baka Mallet

	5 Ft

		2d6x10


	Baka Mallet

	5 Ft

		2d6x10


				
				

	
	Blunt

+1 Strike

Paired


	Armor

Penalty

MDC

LEWS-09 EBA

0

45

T-40 bodysuit

0

15




   Equipment

	White Bikini


	Baby-Blue Hooded Robe


	White iridescent nightie


	3 small sacks, 1 large sack


	Knapsack,  Backpack


	Canteen


	Binoculars


	Sunglasses



	
	Air Filter

Gas Mask

Flashlight

First Aid Kit

Flint & charcoal

Wooden Cross

A pewter necklace showing a breeze over water


	Condoms:

50

Credits

11 000

Black Market

7 000




Magic





Psionics



Vehicle

	Thunder Clap

	2ppe (169)


	Water to Wine

	5ppe 30gallons


		
		
		
		
		
		
		
		
		
		
		
		
		
		

	
	Deaden Pain

4 (87)

Restore PPE

4+ (88)

Psychic Surgery

14 (88)

Telepathy

4 (98)

Empathy

4 (94)

See Invisible

4 (97)

See Aura

6 (96)

Sixth Sense

2 (97)

Mind Block

4 (65)

Alter Aura

2 (88)

Resist Fatigue

4 (90)

Deaden Senses

4 (88)

Impervious to Cold

2(90)

Telekinesis Super

10+ (104)

Hypnotic Suggestion

6 (100)

Bio-Manipulation

10 (98)


	Mz-10 wilderness cruser (ngr 138)

Bumper

               /100

Hover Jets (3)

             /65

Rear Rockets (2)

               /125

Weapon Turret

               /150

Main Body

               /310

Hovers 1-5 ft off ground

Ion Turret:1d4x10 md (+1/S)

160 mph 

Crew:

1 pilot, 6 pass.

Cargo: 

Inner bay, (trunk)

Weight:

1.2 tonnes

Length:

9 Ft.

Amphibious (20mph over water)

Mkt. Value

3.5 million credits




Character History:

Sarah was born during The Epoch of Flux Magic in the dimension of Takascape. Born of nobility, for years she was suppressed to be “such a nice little Sylph” “Attend her duties” and “Mind her Manners”. Finally, when she was five, she snuck out of her family mansion for a taste of the real world. Managing to make it about 8 blocks unnoticed to all but one darkly outlined figure, she snuck into a shop that she thought may have candy (Who doesn’t like candy at age five?) however, this shop turned out to be local bar. Her first mistake was entering, her second mistake was asking for a soda and candy at the bar, and her third mistake was when some half-witted sewer rats decided a kidnapping would make for a great nest egg. She was scooped up, and as these villains were running to the door, HE struck. He gave three assaults with his staff, and three fools fell. This style of ninjitsu and staff strike was well known by many who faced its master as “The Justice Reaper Lightning”. A move trademarked by Sarah’s cousin Drapier"the archangel" Kith. Fourteen years of age, and he was already a prodigy in his own field. Yet, as one of these thugs raised a gun to fire at Drapier, an unusual thing happened. Sarah screamed in warning to Drapier but not in time, as he turned around to watch the barrel of the gun aimed straight at his chest. The click of a trigger, an agonized moan followed, simultaneously an eerie hum echoed in the bar. When the smoke cleared, Drapier was five feet from where he was standing before, and a crushed pistol (with hand) fell to the ground. This was the unveiling of Sarah’s Latent psychic skills.

Since Sarah’s curiosity and sense of adventure was never completely curbed, her parents decided it was best that she learned to defend herself.  For years, she was drilled in a new form of hand-to-hand skills that were designed to be the ultimate in defense for all major political figureheads. 

Irritated to no end for years about what a lady of the court could and could not do, By the age of 10, she could hardly withstand any more of this nonsense so naturally, two years later when the Rifts struck Takascape, like so many others, she leapt to the opportunity to leave to another dimension where she would be able to do as she pleased when she pleased. Now on Rifts Earth, Sarah is most interested in exploring all of life’s pleasures and feeling firsthand all of what life has to offer her. As she arrived on Rifts Earth, she was allured by the supernatural entities that existed there, and was welcomed in by a family of elemental warlocks, who were astonished by her grace and beauty.

Yes, it seems as though all regal bloodlines from the takasphere are astoundingly beautiful. Over time, Sarah learned to better harness her skills bestowed to her, and learned from the warlocks. She learned to summon her “Baka Mallets” and even accepted the Wind and Water as her elemental life’s choice to follow. 

