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FOLK: STOUTFOLK (+5 HP per Level) GUARDIAN (+6 HP per Level)

Dwarves, halflings, and any people who measure worth in what they ¢ The defensive martial Calling. You trade damage for position, and turn

ROOTED. You cannot be moved against your will by anything less tha Trained: Crushing, Piercing, plus Slicing (Soldier). Light, Medium, Hea
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''''''''''''''''''''''''''''''''''' Field Medic makes you the fastest way t

agree it together - revisit it when it is met




	character_name: Dunmar Holt
	level: 1
	capacity: 1
	identity_1: Stoutfolk
	identity_label_1: FOLK
	identity_2: Soldier
	identity_label_2: BACKGROUND
	identity_3: Guardian
	identity_label_3: CALLING
	identity_4: Watchful
	identity_label_4: GENERAL
	identity_5: Field Medic
	identity_label_5: GENERAL
	mark_1: Off
	mark_2: Off
	mark_3: Off
	attr_vigor_score: 12
	attr_vigor_rank: +2
	attr_vigor_name: VIGOR
	attr_deft_score: 10
	attr_deft_rank: 0
	attr_deft_name: DEFT
	attr_acuity_score: 8
	attr_acuity_rank: -2
	attr_acuity_name: ACUITY
	attr_resolve_score: 14
	attr_resolve_rank: +4
	attr_resolve_name: RESOLVE
	hp_current: 19
	hp_max: 19
	wound_1: Off
	wound_2: Off
	wound_3: Off
	wound_4: Off
	wound_5: Off
	wound_max: 5
	fatigue_1: Off
	fatigue_2: Off
	fatigue_3: Off
	fatigue_4: Off
	fatigue_5: Off
	fatigue_max: 5
	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: 19
	def_mental: 12
	movement: 4
	initiative: 10
	slots_used: 4
	slots_total: 12
	skill_category_1: BODY
	skill_1_1_have: Yes
	skill_1_1: Endurance
	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: Off
	skill_2_1: 
	skill_2_2_have: Off
	skill_2_2: 
	skill_2_3_have: Off
	skill_2_3: 
	skill_2_4_have: Off
	skill_2_4: 
	skill_category_3: VOICE
	skill_3_1_have: Yes
	skill_3_1: Intimidation
	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: Find the rest of the line that broke,
	pursuit_2: and learn who ran first.
	weapon_1_name: Spear
	weapon_1_slots: 2
	weapon_1_demand: 1
	weapon_1_trait: Piercing - Reach
	weapon_1_property: Trained, so Set is yours. One hand, and it works with a shield. Damage is the die + your Level.
	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 2 units. Hit: 1d6+1
	weapon_1_action2_ap1: Yes
	weapon_1_action2_ap2: Off
	weapon_1_action2_ap3: Off
	weapon_1_action2_name: Set
	weapon_1_action2_effect: First to move within 1 unit takes 1d6+1 first
	weapon_2_name: Tower Shield
	weapon_2_slots: 3
	weapon_2_demand: 1
	weapon_2_trait: Shield - +2 Phys Def
	weapon_2_property: Trained. One hand. Counts as full cover against Ranged attacks while you do not move.
	weapon_2_action1_ap1: Off
	weapon_2_action1_ap2: Off
	weapon_2_action1_ap3: Off
	weapon_2_action1_name: 
	weapon_2_action1_effect: 
	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: Chain
	armour_slots: 4
	armour_demand: 1
	armour_effect_1: Heavy. +5 Phys Def (included on the sheet).
	armour_effect_2: Slicing weapons deal 1 less to you.
	armour_effect_3: Disfavor on Stealth. Movement -1 (included).
	athand_1_active: Off
	athand_1: Rope, 20 units (1 slot)
	athand_2_active: Off
	athand_2: Lantern and oil (1 slot)
	athand_3_active: Off
	athand_3: Crowbar (1 slot)
	athand_4_active: Off
	athand_4: Bedroll and blanket (1 slot)
	athand_5_active: Off
	athand_5: 
	p2_character_name: Dunmar Holt
	p2_level: 1
	p2_capacity: 1
	p2_equipment_heading: ADDITIONAL EQUIPMENT
	p2_equip_1_worn: Yes
	p2_equip_1: Spear
	p2_equip_1_slots: 2
	p2_equip_1_demand: 1
	p2_equip_1_note: Equipped
	p2_equip_2_worn: Yes
	p2_equip_2: Tower Shield
	p2_equip_2_slots: 3
	p2_equip_2_demand: 1
	p2_equip_2_note: Equipped
	p2_equip_3_worn: Yes
	p2_equip_3: Chain
	p2_equip_3_slots: 4
	p2_equip_3_demand: 1
	p2_equip_3_note: Worn
	p2_equip_4_worn: Off
	p2_equip_4: Rope, lantern, crowbar
	p2_equip_4_slots: 3
	p2_equip_4_demand: 0
	p2_equip_4_note: Stowed
	p2_equip_5_worn: Off
	p2_equip_5: Bedroll and blanket
	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: STOUTFOLK   (+5 HP per Level)
Dwarves, halflings, and any people who measure worth in what they can carry and how long they can carry it.
ROOTED. You cannot be moved against your will by anything less than twice your size. Rough ground does not slow you.
DEEP LUNGS. +1 maximum Wounds (included on the sheet).
BROAD BACK. +2 Slots (included: 12).

BACKGROUND: SOLDIER
You stood in a line with other people and did as you were told, until you stopped.
Skills: Endurance, Intimidation. Acuity 8 costs one, so Athletics, Perception and Command were left behind.
Training: Slicing, the weapon group of your choosing.
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The defensive martial Calling. You trade damage for position, and turn your own body into an obstacle.
Trained: Crushing, Piercing, plus Slicing (Soldier). Light, Medium, Heavy, Shield.
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You also gain +1 to both Defenses (included on the sheet).

GENERAL ABILITIES
WATCHFUL   Passive - Demand 2
You cannot be surprised.

FIELD MEDIC   Passive - Demand 2
Stabilize costs you 1 AP rather than 2, and returns them at your Level + 2 HP (3 at Level 1).

CALLING POOL   bought with Marks, one per Level
Interpose 1 - Tend 2 - Distraction 2 - Taunt 3 - Retaliate 4 - Shield Wall 6 - Mental Ward 6 - Last Stand 8

ENERGY
Max 3, Capacity 1. Everything you carry is Level 0 or 1, so nothing is held.
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	p3_background: Thirty-one years a soldier, most of them as the man at the ford. The line broke on a foggy morning. Dunmar did not hear the order to fall back, so he held the crossing alone until noon, then walked home and found his own funeral in progress.

Somebody gave that order, and somebody ran first. He would like very much to know who, and has promised himself he will only shout a little.
	p3_personality: Grandfatherly, stubborn, and kind in a way that is difficult to refuse.

Cooks for everyone, whether they are hungry or not.
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