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%@NTIEKS Isaura Vell

NAME LEVEL CAPACITY Vs
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Greatsword [3 ] [1 ] [Equipped ]
Breastplate [3 ] [1 ] [Wom ]
[] Spvdlass @ ) ) (Stowed )
[0 _Rope, 20 units [1 ] [o ] [Stowed ]
[ _Bedroll and blanket [1 ] [0 ] [Stowed ]
\\.’.( R ITEM SLOTS DEMAND NOTE /
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FOLK: BEASTFOLK (+4 HP per Level) FIGHTER (+6 HP per Level)
Peoples who were never human and never wanted to be. Isaura is ox- The offensive martial Calling. Everything happens on your own Turn, &
INSTINCT: THICK HIDE. +1 Phys Def (included on the sheet). Choser Trained: Slicing, Crushing, Piercing. Light, Medium.
NATURAL WEAPON. Your unarmed strikes deal 1d6 + your Level.
BEAST'S PACE. Rough ground does not slow you. CORE KIT: THE STANCE F=2atLevel 1, 3 at Level 3, 4 at Level 5
Switching is a Free Action, once per Turn. During an Encounter you ar
BACKGROUND: NOBLE PRESS damage +2, both Defenses -2 (Phys 16, Mental 7)
Your family has land, or had it, and everyone in the room knows which GUARD both Defenses +2, attack -2 (Phys 20, Mental 11)
Skills: Command, Persuasion, Performance (Lore and Deception not t: POINT attack +2, damage -2
Training: Slicing. The sheet shows your Defenses outside a Stance.
LEVERAGE GENERAL ABILITIES
Your name opens doors that money cannot, and people of standing wi OPPORTUNIST Passive - Demand 3

Your Opportunity Attacks deal an extra weapon die.

SURE GRIP Passive - Demand 1
You cannot be disarmed. The family has tried.

CALLING POOL bought with Marks, one per Level
Parry 2 - Second Wind 3 - Disarm 3 - Multi-Attack 4 - Feint 5 - Opening

ENERGY
Max 3, Capacity 1. Everything you carry is Level 0 or 1, so nothing is ¥
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An engraved breastplate a size too grand for her circumstances, horns capped in gold leaf
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Third daughter of an old ox-folk noble house. At a cousin's betrothal feast she challenged t

She was disinherited by morning, and took the family sword on the way out on the grounds
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Broad as a door

Dark, long-lashed /( -\ /( -\

Grand, generous, theatrical. Makes an e

Black, braided around the horns

Tawny hide, qgilt-tipped horns No patience at all. Would rather charge 1

Ringing. Used to being heard
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Pick your Stance every Turn. Guard whe

''''''''''''''''''''''''''''''''''' Sure Grip: nobody takes the sword.
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	character_name: Isaura Vell
	level: 1
	capacity: 1
	identity_1: Beastfolk
	identity_label_1: FOLK
	identity_2: Noble
	identity_label_2: BACKGROUND
	identity_3: Fighter
	identity_label_3: CALLING
	identity_4: Opportunist
	identity_label_4: GENERAL
	identity_5: Sure Grip
	identity_label_5: GENERAL
	mark_1: Off
	mark_2: Off
	mark_3: Off
	attr_vigor_score: 14
	attr_vigor_rank: +4
	attr_vigor_name: VIGOR
	attr_deft_score: 12
	attr_deft_rank: +2
	attr_deft_name: DEFT
	attr_acuity_score: 10
	attr_acuity_rank: 0
	attr_acuity_name: ACUITY
	attr_resolve_score: 8
	attr_resolve_rank: -2
	attr_resolve_name: RESOLVE
	hp_current: 16
	hp_max: 16
	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: 2
	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: 18
	def_mental: 9
	movement: 7
	initiative: 12
	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: 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: Command
	skill_3_2_have: Yes
	skill_3_2: Persuasion
	skill_3_3_have: Yes
	skill_3_3: Performance
	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: Make my family owe me a favor, then
	pursuit_2: collect it in public.
	weapon_1_name: Greatsword
	weapon_1_slots: 3
	weapon_1_demand: 1
	weapon_1_trait: Slicing - Melee
	weapon_1_property: Trained. Two hands. The family blade, and the family would like it back.
	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: 1d10+1
	weapon_1_action2_ap1: Yes
	weapon_1_action2_ap2: Yes
	weapon_1_action2_ap3: Off
	weapon_1_action2_name: Cleave
	weapon_1_action2_effect: Attack. Damage past the drop carries to one more
	weapon_2_name: Horns
	weapon_2_slots: 0
	weapon_2_demand: 0
	weapon_2_trait: Natural - Melee
	weapon_2_property: Beastfolk Natural Weapon: your unarmed strikes deal 1d6 + your Level. Always Equipped.
	weapon_2_action1_ap1: Yes
	weapon_2_action1_ap2: Off
	weapon_2_action1_ap3: Off
	weapon_2_action1_name: Gore
	weapon_2_action1_effect: vs Phys Def within 1 unit. Hit: 1d6+1
	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: Breastplate
	armour_slots: 3
	armour_demand: 1
	armour_effect_1: Medium. +4 Phys Def (included on the sheet).
	armour_effect_2: No Disfavor on Stealth from the weight.
	armour_effect_3: Engraved with a crest she is no longer entitled to.
	athand_1_active: Off
	athand_1: Spyglass (1 slot)
	athand_2_active: Off
	athand_2: Rope, 20 units (1 slot)
	athand_3_active: Off
	athand_3: Bedroll and blanket (1 slot)
	athand_4_active: Off
	athand_4: Signet ring (0)
	athand_5_active: Off
	athand_5: 
	p2_character_name: Isaura Vell
	p2_level: 1
	p2_capacity: 1
	p2_equipment_heading: ADDITIONAL EQUIPMENT
	p2_equip_1_worn: Yes
	p2_equip_1: Greatsword
	p2_equip_1_slots: 3
	p2_equip_1_demand: 1
	p2_equip_1_note: Equipped
	p2_equip_2_worn: Yes
	p2_equip_2: Breastplate
	p2_equip_2_slots: 3
	p2_equip_2_demand: 1
	p2_equip_2_note: Worn
	p2_equip_3_worn: Off
	p2_equip_3: Spyglass
	p2_equip_3_slots: 1
	p2_equip_3_demand: 0
	p2_equip_3_note: Stowed
	p2_equip_4_worn: Off
	p2_equip_4: Rope, 20 units
	p2_equip_4_slots: 1
	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: BEASTFOLK   (+4 HP per Level)
Peoples who were never human and never wanted to be. Isaura is ox-folk.
INSTINCT: THICK HIDE. +1 Phys Def (included on the sheet). Chosen at creation; it does not change.
NATURAL WEAPON. Your unarmed strikes deal 1d6 + your Level.
BEAST'S PACE. Rough ground does not slow you.

BACKGROUND: NOBLE
Your family has land, or had it, and everyone in the room knows which.
Skills: Command, Persuasion, Performance (Lore and Deception not taken).
Training: Slicing.

LEVERAGE
Your name opens doors that money cannot, and people of standing will grant you an audience. It also announces you. Everyone who wanted a word with your family now knows exactly where you are.
	p2_archetype: FIGHTER   (+6 HP per Level)
The offensive martial Calling. Everything happens on your own Turn, and everything you gain costs you something in the same breath.
Trained: Slicing, Crushing, Piercing. Light, Medium.

CORE KIT: THE STANCE   F = 2 at Level 1, 3 at Level 3, 4 at Level 5
Switching is a Free Action, once per Turn. During an Encounter you are always in one.
  PRESS   damage +2, both Defenses -2   (Phys 16, Mental 7)
  GUARD   both Defenses +2, attack -2   (Phys 20, Mental 11)
  POINT   attack +2, damage -2
The sheet shows your Defenses outside a Stance.

GENERAL ABILITIES
OPPORTUNIST   Passive - Demand 3
Your Opportunity Attacks deal an extra weapon die.

SURE GRIP   Passive - Demand 1
You cannot be disarmed. The family has tried.

CALLING POOL   bought with Marks, one per Level
Parry 2 - Second Wind 3 - Disarm 3 - Multi-Attack 4 - Feint 5 - Opening 6 - Execute 7 - Decisive 8

ENERGY
Max 3, Capacity 1. Everything you carry is Level 0 or 1, so nothing is held.
	p3_character_name: Isaura Vell
	p3_pronouns: she/her
	p3_portrait_heading: PORTRAIT
	p3_vitals_heading: DESCRIPTION
	p3_vital_label_1: AGE
	p3_vital_1: 27
	p3_vital_label_2: HEIGHT
	p3_vital_2: Very tall, before the horns
	p3_vital_label_3: BUILD
	p3_vital_3: Broad as a door
	p3_vital_label_4: EYES
	p3_vital_4: Dark, long-lashed
	p3_vital_label_5: HAIR
	p3_vital_5: Black, braided around the horns
	p3_vital_label_6: SKIN
	p3_vital_6: Tawny hide, gilt-tipped horns
	p3_vital_label_7: VOICE
	p3_vital_7: Ringing. Used to being heard
	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: An engraved breastplate a size too grand for her circumstances, horns capped in gold leaf that is starting to flake, and the family greatsword across her back, which she polishes every evening where people can see her do it.
	p3_background: Third daughter of an old ox-folk noble house. At a cousin's betrothal feast she challenged him to a duel over a remark about her horns, won, and knocked him into the ornamental fountain in front of four hundred guests.

She was disinherited by morning, and took the family sword on the way out on the grounds that nobody said she could not.
	p3_personality: Grand, generous, theatrical. Makes an entrance out of opening a gate.

No patience at all. Would rather charge than wait.

Loyal to a fault once someone has earned it, and says so, loudly.
	p3_ties: 
	p3_notes: Pick your Stance every Turn. Guard when it is going badly, Press when it is going well.

Sure Grip: nobody takes the sword.
	p3_party_pursuit: 


