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FERAL MIND. Let’s face it, at heart you’re an animal, with T NATURAL BORN KILLER. Nature, evolution, or perhaps
animalistic tendencies and desires, despite your best efforts to 9 60 © dark magick, has gifted you with a natural weapon. You have
dress yourself up in humanity. This can range from specialized vicious claws, which count as a medium weapon (attached,
cleaning rituals to extreme sniffing, or improbable contortions. brutal), and deal 1d8 damage.

Somgt.imes, however, it can feel great to let the inner animal off the leash NATURAL BORN DIGGER. You can dig through earth and rubble and
and just go full frenzy. such at astonishing speeds.

Going berserk is a free action that can be done once per session, at which KILLER EVOLVED. Your claws do 1d8 damage, instead of 1d6 (already
point any damage to your Brawn and Agility is wiped away, though you factored in above).

take 1d4 Mind damage. This state of primal rage lasts for a scene, and

when it’s over you have great difficulty remembering what happened SENSEFULL. You have an extraordinary sense of smell, for good or ill.
during it. While feral, your thoughts can generally be summarised as: Usually good, but, you know.

fight, flight, or mate. All your attacks deal an extra 1d6 damage.

Occasionally you may also have trouble separating friend from foe.
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