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	character_name: Aubrey Thistlewood
	level: 1
	capacity: 1
	identity_1: Highfolk
	identity_label_1: FOLK
	identity_2: Scholar
	identity_label_2: BACKGROUND
	identity_3: Mage
	identity_label_3: CALLING
	identity_4: Unencumbered
	identity_label_4: GENERAL
	identity_5: Steady Hand
	identity_label_5: GENERAL
	mark_1: Off
	mark_2: Off
	mark_3: Off
	attr_vigor_score: 8
	attr_vigor_rank: -2
	attr_vigor_name: VIGOR
	attr_deft_score: 10
	attr_deft_rank: 0
	attr_deft_name: DEFT
	attr_acuity_score: 14
	attr_acuity_rank: +4
	attr_acuity_name: ACUITY
	attr_resolve_score: 12
	attr_resolve_rank: +2
	attr_resolve_name: RESOLVE
	hp_current: 12
	hp_max: 12
	wound_1: Off
	wound_2: Off
	wound_3: Off
	wound_4: Off
	wound_5: Off
	wound_max: 2
	fatigue_1: Off
	fatigue_2: Off
	fatigue_3: Off
	fatigue_4: Off
	fatigue_5: Off
	fatigue_max: 4
	energy_1: Off
	energy_2: Off
	energy_3: Off
	energy_4: Off
	energy_5: Off
	energy_6: Off
	energy_7: Off
	energy_8: Off
	energy_9: Off
	energy_10: Off
	energy_max: 3
	def_physical: 11
	def_mental: 13
	movement: 7
	initiative: 10
	slots_used: 3
	slots_total: 10
	skill_category_1: BODY
	skill_1_1_have: Off
	skill_1_1: 
	skill_1_2_have: Off
	skill_1_2: 
	skill_1_3_have: Off
	skill_1_3: 
	skill_1_4_have: Off
	skill_1_4: 
	skill_category_2: MIND
	skill_2_1_have: Yes
	skill_2_1: Lore
	skill_2_2_have: Yes
	skill_2_2: Arcana
	skill_2_3_have: Yes
	skill_2_3: Investigation
	skill_2_4_have: Yes
	skill_2_4: Religion
	skill_category_3: VOICE
	skill_3_1_have: Yes
	skill_3_1: Insight
	skill_3_2_have: Off
	skill_3_2: 
	skill_3_3_have: Off
	skill_3_3: 
	skill_3_4_have: Off
	skill_3_4: 
	resolution_roll: 1d20 + RANK
	resolution_note: add Rank, meet or beat the threshold
	gradient_source: a separate 1d10
	gradient_1_face: 1
	gradient_1_result: MAJOR NEGATIVE
	gradient_2_face: 2-3
	gradient_2_result: MINOR NEGATIVE
	gradient_3_face: 4-7
	gradient_3_result: STANDARD
	gradient_4_face: 8-9
	gradient_4_result: MINOR POSITIVE
	gradient_5_face: 10
	gradient_5_result: MAJOR POSITIVE
	difficulty_1: 5
	difficulty_2: 10
	difficulty_3: 15
	difficulty_4: 20
	difficulty_5: 25
	pursuit_1: Read the volume my name was struck out of,
	pursuit_2: and write it back in.
	weapon_1_name: Staff
	weapon_1_slots: 2
	weapon_1_demand: 1
	weapon_1_trait: Arcane - Melee
	weapon_1_property: Trained. Two hands. Mostly for leaning on, and Channel.
	weapon_1_action1_ap1: Yes
	weapon_1_action1_ap2: Off
	weapon_1_action1_ap3: Off
	weapon_1_action1_name: Attack
	weapon_1_action1_effect: vs Phys Def within 1 unit. Hit: 1d6+1
	weapon_1_action2_ap1: Yes
	weapon_1_action2_ap2: Off
	weapon_1_action2_ap3: Off
	weapon_1_action2_name: Channel
	weapon_1_action2_effect: Your next spell this Turn costs 1 energy less
	weapon_2_name: Arcane Bolt (spell)
	weapon_2_slots: -
	weapon_2_demand: 1
	weapon_2_trait: Spell - Short
	weapon_2_property: Native at Capacity 1, so free all day. Rolls 1d20 + your Level. Your Domain shapes it (page 2).
	weapon_2_action1_ap1: Yes
	weapon_2_action1_ap2: Off
	weapon_2_action1_ap3: Off
	weapon_2_action1_name: Cast
	weapon_2_action1_effect: vs Phys Def within 5 units. Hit: 1d4+1, +1d4 Flame
	weapon_2_action2_ap1: Off
	weapon_2_action2_ap2: Off
	weapon_2_action2_ap3: Off
	weapon_2_action2_name: 
	weapon_2_action2_effect: 
	armour_name: Padded
	armour_slots: 1
	armour_demand: 1
	armour_effect_1: Light. +1 Phys Def (included on the sheet).
	armour_effect_2: It is cloth, and it packs like cloth.
	armour_effect_3: Unencumbered adds +1 Phys Def and +1 Move.
	athand_1_active: Off
	athand_1: Lantern and oil (1 slot)
	athand_2_active: Off
	athand_2: Spyglass (1 slot)
	athand_3_active: Off
	athand_3: Commonplace book (1 slot)
	athand_4_active: Off
	athand_4: Chalk and charcoal (0)
	athand_5_active: Off
	athand_5: 
	p2_character_name: Aubrey Thistlewood
	p2_level: 1
	p2_capacity: 1
	p2_equipment_heading: ADDITIONAL EQUIPMENT
	p2_equip_1_worn: Yes
	p2_equip_1: Staff
	p2_equip_1_slots: 2
	p2_equip_1_demand: 1
	p2_equip_1_note: Equipped
	p2_equip_2_worn: Yes
	p2_equip_2: Padded
	p2_equip_2_slots: 1
	p2_equip_2_demand: 1
	p2_equip_2_note: Worn
	p2_equip_3_worn: Off
	p2_equip_3: Lantern and oil
	p2_equip_3_slots: 1
	p2_equip_3_demand: 0
	p2_equip_3_note: Stowed
	p2_equip_4_worn: Off
	p2_equip_4: Spyglass
	p2_equip_4_slots: 1
	p2_equip_4_demand: 0
	p2_equip_4_note: Stowed
	p2_equip_5_worn: Off
	p2_equip_5: Commonplace book
	p2_equip_5_slots: 1
	p2_equip_5_demand: 0
	p2_equip_5_note: Stowed
	p2_origin_heading: ORIGIN
	p2_archetype_heading: ARCHETYPE
	p2_origin: FOLK: HIGHFOLK   (+2 HP per Level)
Elves, fey-touched, the long-lived and the fine-boned.
LONG SIGHT. Favor on Perception at distance. Dim light is no obstacle to you.
MEDITATION. You regain energy at 1 per half hour of rest, rather than 1 per hour.
LIGHT STEP. Movement +1 (included on the sheet).

BACKGROUND: SCHOLAR
You spent years reading, and somebody paid for it.
Skills: Lore, Arcana, Investigation, and Religion and Insight from Acuity 14.
Training: Arcane.

LEVERAGE
Libraries, collections and lettered people open to you on the strength of a name you can drop. You dropped it before. Somebody there is still waiting on the work you promised.
	p2_archetype: MAGE   (+4 HP per Level)
Ranged, fragile, and never enough energy for the spells you want.
Trained: Arcane, Piercing. Light.
Spells roll 1d20 + your Level (+1) against the Defense they name.

CORE KIT: THE DOMAIN   choose one at any rest, freely
  FLAME   +1d4 on every damage roll
  ICE     2 Disfavor on the target's next attack
  STORM   +2 units range, and 1 damage to another enemy within 2 units
Starts in Flame. Swap at any rest.

SPELLS KNOWN   (one more every Level; a Mark buys another)
ARCANE BOLT   1 AP - Demand 1 (free)
vs Phys Def, Short range. Hit: 1d4+1. Flame: it catches. Ice: Move halved. Storm: their Phys Def counts 2 lower.

NUMB   1 AP - Demand 2 (1 energy; free after Channel)
vs Mental Def, Short range. Hit: 1d4+1 and 1 Fatigue. Flame: 2 Fatigue. Ice: no Reactions. Storm: 1 Fatigue to another within 3 units.

ARCANE BURST   1 AP - Demand 4 (3 energy; 2 after Channel)
Point in Medium range, every Phys Def within 2 units. Hit: 1d6+1. Flame: knocked back 1. Ice: rough ground. Storm: one target deafened.

GENERAL ABILITIES
UNENCUMBERED   Passive - Demand 2. In Light armor or none: +1 Phys Def, Move +1 (included).

STEADY HAND   Passive - Demand 4. Treat any Gradient Die reading 1 as 4.

ENERGY
Max 3, Capacity 1. Staff and Padded are Level 1, so nothing is held.
	p3_character_name: Aubrey Thistlewood
	p3_pronouns: he/him
	p3_portrait_heading: PORTRAIT
	p3_vitals_heading: DESCRIPTION
	p3_vital_label_1: AGE
	p3_vital_1: 212, 'young for it'
	p3_vital_label_2: HEIGHT
	p3_vital_2: Tall and narrow
	p3_vital_label_3: BUILD
	p3_vital_3: Willowy, easily winded
	p3_vital_label_4: EYES
	p3_vital_4: Violet
	p3_vital_label_5: HAIR
	p3_vital_5: Silver, tied with ink-stained ribbon
	p3_vital_label_6: SKIN
	p3_vital_6: Pale as vellum
	p3_vital_label_7: VOICE
	p3_vital_7: Precise. Footnotes out loud
	p3_party_pursuit_heading: PARTY PURSUIT
	p3_appearance_heading: APPEARANCE
	p3_background_heading: BACKGROUND
	p3_personality_heading: PERSONALITY
	p3_ties_heading: ALLIES & FACTIONS
	p3_connections_heading: CONNECTIONS
	p3_connection_1_who: 
	p3_connection_1_what: 
	p3_connection_2_who: 
	p3_connection_2_what: 
	p3_connection_3_who: 
	p3_connection_3_what: 
	p3_connection_4_who: 
	p3_connection_4_what: 
	p3_notes_heading: NOTES
	p3_appearance: Scholar's robes with padded quilting sewn in by someone who worried about him, ink on every finger, and a staff with a small brass lectern bolted to the top so he can read while walking. He has walked into several trees this way.
	p3_background: Forty years a fellow of a great arcane college, and author of a monograph on why fireballs are rude. When the college published its register of arcane works, his entry had been struck through in red, and no one would tell him why.

The volume with the original entry sits in the closed stacks. He has a key that no longer works and a name that still opens most other doors.
	p3_personality: Curious about everything, and about people most of all, often to their face.

Polite to the point of comedy. Apologizes to things he sets on fire.

Brave in the abstract. Less so up close.
	p3_ties: 
	p3_notes: Channel with the Staff first, then cast: Numb becomes free.

Arcane Burst is your once-a-day. Two Wounds is all you have.
	p3_party_pursuit: 


