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	Text161:    Form III: Vindication, pg. 42
When making a Weapon Attack, deal +2 damage (already added)
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	Text164:  Ether Identification Visor: (pg.113)
As a Bonus Action, detect presence 
or passing of Outsiders within 30 ft. 
Can use Investigation to Track them. Also, when harvesting Inert Spectral Energy, reroll one die that has not already been rerolled.
	Text159:    Knight's Medium Weapon
           "Blade of Destiny"
	Text160: Accurate: (-2/-4 Dmg, +1/+2 Atk)
Veil-Piercing: Once per Encounter, don't roll but automatically hit the target.
	Text163: 
	Text165: +5
	Text166: INT
	Text167: 13
	Text168:   "Destiny's Gaze" (pg. 87)
Weapon becomes 3d4 damage and use INT for modifiers. Use Bonus Action and take 2 Stress to change weapon to Magical Damage.
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	Text180:   "Neptune's Protection" (pg. 86)
Reaction: You or ally reduce Physical by 1d4+3 or 1d8+3 if Magical. Can Overcharge and Quicken Spell.
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	Text194: Elective: Creative Writing (Creativity)
Language: Japanese
Fine Arts: Orchestra (Viola)
	Text195:  5'11", 160 lbs, he always has a cold and distant gaze, as if he is looking through people and perhaps at something behind them. He walks purposefully and typically seems disinterested at school. He has a medium build and is well-groomed.
	Text196: Past Protector: I've been doing this for a little while now and I'm the senior among the Magi-Knights, for whatever that's worth. But I have no interest in leading them- Justus can do that. These New Rice have no idea what they're getting into. This Shard is proof of what I've endured and what it truly means to be a Magi-Knight. They'll learn that soon.
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	Text229:  Dayen never did find much joy in the tedium of life, but for a long time, he endured it. He never did it for himself and he never did it to make his parents happy; he did it for Teresa, his 12 year old, angelic sister. She has always had this picture-perfect, imaginary idea of her older brother and even if that image she has of him is dead wrong, he's always done his best to live up to it.

That all changed when Teresa was diagnosed with brain cancer brain (grade 3 astrocytoma) at the tender age of 11. She was kind and strong, but maybe too pure for this world and would soon leave it. As she began to drift away, so too did Dayen, in every aspect possible. That was, until a strange red panda appeared and offered him an exchange that he was all eager to accept: Become a Magi-Knight, become the hero his sister always believed he was, and save her life in the process.
 
 Now his priorities have entirely shifted. After all, really just how important is school or even friends beyond fellow Magi-Knights when there are horrific Outsiders and an alien world connected to your hometown? Nothing else matters anymore, except making sure Teresa stays alive and stays safe.
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        "By the unknown immersed 
         within me, Veil... UNLEASH!"


