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	Name: Gemini (they/them)
	Description: Courtly astrologer, Renaissance polymath. Gender-fluid.
	Languages: English, Latin, 
	aspect: 
	HighConcept: Upwardly Mobile Renaissance Person
	Trouble: I'm Sometimes Too Curious for my Own Good
	aspect3: Cultivated Aura of Mystery
	aspect4: One Hand Washes the Other
	aspect5: You Can Never Have Too Many Books
	aspect6: 

	skill: 
	superb1: 
	fantastic1: 
	great1: Astrology
	good1: Academics
	fair1: Contacts
	average1: Deception
	average2: Notice
	average3: Provocation
	average4: Will
	average5: 
	fair2: Empathy
	fair3: Resources
	fair4: 
	fair5: 
	good2: Rapport
	good3: 
	good4: 
	good5: 
	great2: 
	great3: 
	great4: 
	great5: 
	superb2: 
	fantastic2: 
	superb3: 
	fantastic3: 
	superb4: 
	fantastic4: 
	superb5: 
	fantastic5: 

	FateRefresh: 3
	Armor: 0
	Refresh: 
	temporary: 

	consequence: 
	mild: 
	severe: 
	moderate: 
	mild3: 

	stress: 
	physical1: Off
	physical2: Off
	physical3: Off
	physical4: Yes
	physical5: Yes
	physical6: Yes
	mental1: Off
	mental2: Off
	mental3: Off
	mental4: Off
	mental5: Yes
	mental6: Yes

	Stunts: Polymath (Academics) Core Rules p. 110. Can spend a Fate Point to use Academics in place of any other skill (except a magical Science) if you can justify it by being well educated.

Nobody's Fool (Empathy) Core Rules p. 115. +2 to discern or discover lies

	Stunts2: 
	Extras: Gemini is one of the examples of character creation from Magonomia Core Rules, pages 24-36. They are a "Renaissance person," a gifted polymath with interests both artistic and magical. They're ambitious and want to use magic to become their best self and to make the world a better place. Their Aspect "One Hand Washes the Other" indicates a pragmatic political side they combine with that idealism.

Equipment: Heavy cane (Weapon: 1), miscellaneous book, writing materials, astrolabe and astrological charts

Character design by Vesna Gronosky and James Mendez Hodes. Character sheet design by Patrick Murphy, Mad Irishman Productions. Portrait by Jeff Koch. (c) 2020 Shewstone Publishing LLC. This character sheet may be redistributed for non-commercial use, under the terms of the Creative Commons .Attribution-NonCommercial license (CC BY-NC)
	Science: Astrology
	Potency: 4
	spell: 
	degree1: 
	fate1: Off
	title1: 
	activation1: 
	planet1: 
	page1: 
	notes1: 
	duration1: 
	components1: 
	degree2: 4
	fate2: Yes
	title2: Portent of the Opposing Stars
	activation2: 10 minutes, spend a Fate point, no Action required
	planet2: jup
	page2: 219
	notes2: A prophecy describes the obstacles to a specific goal. Divination, Can Be Cast Using a Horoscope.
	duration2: Instantaneous
	components2: Astrological charts
	degree3: 3
	fate3: Off
	title3: Finding the Wayward Traveler
	activation3: 1 minute; Overcome vs. 3
	planet3: mer
	page3: 198
	notes3: Estimate a person's location using an Occult Token. Divination; Expends an Occult Token.
	duration3: Instantaneous
	components3: A method of divination
	degree4: 3
	fate4: Off
	title4: Wits of Mercury
	activation4: 1 minute or 10 minutes; Create an Advantage vs. 3
	planet4: mer
	page4: 245
	notes4: A Talisman grants a double-edged Aspect related to cunning and resourcefulness, such as "Finesse is Better than Honesty," "I'm Making This Up as I Go," or "I Can Turn Everything to My Advantage."
	duration4: Up to one week
	components4: Charged jewelry or sigils drawn with charged ink
	degree5: 2
	fate5: Off
	title5: Discovering Achilles' Heel
	activation5: 10 minutes; Create an Advantage vs. 2
	planet5: jup
	page5: 187
	notes5: Expend an Occult Token or use a horoscope to reveal an adversary’s weakness. Divination.
	duration5: Instantaneous
	components5: A method of divination
	degree6: 2
	fate6: Off
	title6: Notes of Harmony
	activation6: Fast. Create an Advantage vs. 2
	planet6: ven
	page6: 213
	notes6: Music creates a situational Aspect, Sense of Harmony. Requires a Musical Instrument.
	duration6: One scene
	components6: Music
	degree7: 2
	fate7: Off
	title7: Whispers of the Stars
	activation7: 30 minutes; Overcome or Create an Advantage vs. 2 
	planet7: jup
	page7: 242
	notes7: Use the spell’s Potency to discover rumors. Divination, Usable Once per Day. If the rumors are just background information, use Overcome. If the GM decides they're important enough to count as Aspects, use Create an Advantage.
	duration7: On day
	components7: Sign in nature, which the wizard observes
	degree8: 1
	fate8: Off
	title8: Finding of the Thief
	activation8: 10 minutes; Overcome vs. Physique
	planet8: sat
	page8: 198
	notes8: Determine who in a group of people stole a particular object. If the thief is present, their right eye will water uncontrollably.
	duration8: A few seconds
	components8: Sigils drawn with charged paint
	degree9: 1
	fate9: Off
	title9: Lucky Numbers
	activation9: Subject asks for luck; Create an Advantage vs. 1
	planet9: jup
	page9: 210
	notes9: Create an Advantage to influence a game of chance. Talisman. 10 minutes to create the talisman.
	duration9: Until the next sunrise
	components9: A Talisman
	degree10: 1
	fate10: Off
	title10: Oracle of the Crossroads
	activation10: 1 minute; Overcome vs. 1
	planet10: mer
	page10: 215
	notes10: When the wizard reaches a choice between two literal directions, decide which way to go. Divination.
	duration10: One scene
	components10: A method of divination
	degree11: 1
	fate11: Off
	title11: Perception of Hollow Promises
	activation11: Automatic when triggered; Overcome vs. Deception
	planet11: jup
	page11: 240
	notes11: Use this spell's Potency to tell when someone doesn't plan to keep their promise. Triggers automatically when someone makes a promise in the wizard's presence.
	duration11: Instantaneous
	components11: Daily regimen of astrological readings
	degree12: 
	fate12: Off
	title12: 
	activation12: 
	planet12: 
	page12: 
	notes12: 
	duration12: 
	components12: 
	degree13: 
	fate13: Off
	title13: 
	activation13: 
	planet13: 
	page13: 
	notes13: 
	duration13: 
	components13: 

	Portrait: 


