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Elemental Relocation

After being hit by a Physical
Attack and resolving its
damage and effects, if you are
not afflicted with a Condition,
you may Teleport 5 feet away.

[Skill] is My Middle Name!
Pick one Skill that you are
Proficient with. Once per

Sleep Phase, after failing a Sﬂg
Skill Check, you may reroll it.
Can only be used during

% @ Social Encounters.
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Emiko "Emmy" Yokota 16 Junior (11th)

NAME AGE GRADE
Agile Student Red Gray Olive
STUDENT TYPE HAIR EYES SKIN
STUDENT PERSONA
' 1d4+
ATTACK DAMAGE
ARMOR %* STRENGTHS y
INTERESTS Curious, Resilient
Volleyball, Astronomy,
Ceramics
WEAKNESSES y
VIRTUES ’ Self-Critical, Nosy
gerosity, Harmoniouﬁ
_ a /Backpack, Long-Range
W7ELL x / Communicator, Fine
STUDTED FED/RESTED | Clothing (Uniform), First-Aid
Y 9
STUDENT ABILITY Kit
Unstoppable Momentum:
As an Immediate Action, use
Inspiration to make your next
Dexterity Skill Check become
20 + Modifier. You may do this . C FATE _CARD j
after dice are rolled. Cannot be Squire - Younger brother, Freshman
used during Combat Encounter. at Frost Peak, Hiroshi "Hiro" Yokota k
NPC NAME & SOCIAL BOND I SQUADRON SOCIAL BOND
RELATION SHIP POINTS ABILITY MEMBER POINTS ABILITY
Hiro Yokota (Brother) 35  Friendly Assistance (+1d4) Verity Faye New Beginning
. Heart Keeper 1 5 (Comforting Comrade)
Ichiro Yokota (Dad) 20 Friendly Assistance (+1d P 9
Bndget Dowhng (Mom) 5 Bu”d_a_Bond Dayen Saint-Claire Build-a-Bond
e . Veil Keeper 2
Ms. Solitario (Coach) 13  Build-a-Bond P
Yoona Song 5 Build-a-Bond Cyrus Lockwood Friendly Bond
Path Keeper 2 1 (Comforting Comrade,
Synchronized Formation)

Carmen Castillo New Beginning
Song Keeper 1 5 (Comforting Comrade)

Justus Toussaint New Beginning
Zeal Keeper 1 O (Comforting Comrade)
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Star Keeper
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Shaper Magic
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MAGIC STYLE
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COMBAT FORMS

Form IX: Cessation (pg. 42)

against tar?et that is adjacent to an ally, use Bonus Action to
gain one of the following before rolling you Attack:

*Gain +1 to a Weapon Attack.

«Deal an extra +2 damage on a hit.

+On a hit, allow an ally adjacent to your target to immediately
Move 10 feet without Provoking.

When you make Weapon Attack with a range 15 feet or more
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SPELL PATH Amplify

"Starlit Nexus!"

All Magi-Knights add 1 + your Reputation
Level to their Attacks and Rolls to Resist.

]: Flare: As a Bonus Action, until the start of your
next turn, affected players now add 1 + your

Reputation Level to their next Damage roll.

SPELL PATH Beam

"Shooting Star!" 60 ft.

Make a Spell Attack. On success, deal
3d8 + MAM magic damage to one
target. Reclaim: If you missed the target,
you regain %2 the MP spent to cast it.

/—P\-

Dexterity

ROLL TO RESIST PROFICIENCY
Air

ELEMENTAL AFFINITY

DAMAGE

ATTACK

S99 SOUL WEAPON @@\

Guardian's Ranged Weapon-
"Orrery Bow"

60 / 120 ft range, Finesse, Two-Handed,
Veil-Piercing (Once per Combat Encounter,
instead of rolling for a Weapon Attack, you can
use this to automatically hit the target.)
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Emiko "Emmy" Yokota
STUDENT NAME

ELECTIVES & CLUBS

Elective: Volleyball (Athletics)
Language: Spanish
Fine Art: Ceramics

Star Keeper
MAGI-KNIGHT NAME

N\

PERSONAL
CHARACTERISTICS

Emiko is 5'8" with quick reflexes and
a fit body type. She often comes
across as anxious at first, but once
she convinces herself she can
handle a situation, she's always able
to pull through with a smile.

QUOTE

"By the wish that whirls within
me, Star... UNLEASH!

1 Jl

~N

LINKS )

Chance Encounter: Cyrus Lockwood-
When my brother and | first moved
to Lapis City, | went to buy new
binoculars for star gazing. | bumped
into Cyrus in the outdoors aisle at
the store, and from there he became
my first friend in Lapis City.

STUDENT BACKSTORY %

Throughout Emiko's childhood, she and her family
moved back and forth between Tokyo and Lapis
City as Otomo Corporation assigned her father
Ichiro temporary work in his home country. When
Emiko was nine years old, her mother Bridget grew
tired of this lifestyle, and so Ichiro agreed to finally
settle down in Lapis City. The peace in their home
only lasted for a short time, however, because
when Emiko was 11, Bridget decided she wanted a
divorce, and she left Ichiro and her two children
behind. Emiko and her little brother Hiroshi felt
abandoned and never completely overcame that
pain, but they were comforted by their friendship
with each other, and their loving and devoted
father.

Emiko's love for volleyball began when she was
only six years old, and that love bloomed into
devotion as she grew older and more skilled.
Hiroshi has often played with Emiko at their local
recreation centers in exchange for her practicing
soccer with him. This has greatly benefited both
siblings as they have developed lightning-quick
reflexes that have made them easy picks for their
school teams every year. Hiroshi has also taught
Emiko how to get her "head in the game" and play
like a star, even though she often has a tendency
to criticize herself and overthink her choices in
other aspects of her life.

Emiko became a Magi-Knight when she was
walking home from an evening volleyball practice.
A car turned a corner and swerved onto the
sidewalk where she was walking, plowing into her
before she even fully realized what was happening.
As the driver drove away without even checking
on her, the Herald appeared and offered her a new
life as a Magi-Knight.
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Elemental Relocation
After being hit by a Physical Attack and resolving its damage and effects, if you are not afflicted with a Condition, you may Teleport 5 feet away.

[Skill] is My Middle Name!
Pick one Skill that you are Proficient with. Once per
Sleep Phase, after failing a Skill Check, you may reroll it. Can only be used during Social Encounters.
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