
d20
NAME LEVEL CAPACITY

name it
MARKS

max 3 per level

❖

SCORE RANK

✩

SCORE RANK

◉

SCORE RANK

◬
SCORE RANK

V I T A L I T Y & E X E R T I O N

✚ /

CURRENT MAXIMUM

⊗
−1 −2 −3 −4 −5 MAX

⊖
−1 −2 −3 −4 −5 MAX

ϟ
MAXENERGY

S T A N D I N G V A L U E S

⛊
PHYSICAL DEF

⛉
MENTAL DEF

⇉
MOVE

➤
INITIATIVE

/
SLOTS

S K I L L S R E S O L U T I O N

G R A D I E N T

D I F F I C U L T Y meet or beat

trivial ordinary even risky extreme

T H E T U R N

✦✦✦ 3 action points, refresh at the start of your turn

✧ free actions, 3 per turn ✽ activities, out of combat

FAVOR / DISFAVOR — add a die, keep the best or worst. cap 3
unspent points stay available for REACTIONS

P U R S U I T

E Q U I P P E D · P R I M A R Y

NAME SLOTS DEMAND TRAIT & RANGE

PROPERTY WHILE EQUIPPED

✦✦✦
✦✦✦

E Q U I P P E D · S E C O N D A R Y

NAME SLOTS DEMAND TRAIT & RANGE

PROPERTY WHILE EQUIPPED

✦✦✦
✦✦✦

W O R N

NAME SLOT DEMAND

donning or removing armour is an activity

A T H A N D

ring the mark when an item is ACTIVE

❖ VIGOR ✩ DEFT ◉ ACUITY ◬ RESOLVE ✚ HP ⊗ WOUNDS ⊖ FATIGUE ϟ ENERGY

⛊ PHYSICAL DEF ⛉ MENTAL DEF ⇉ MOVE ➤ INITIATIVE ✦ ACTION ✧ FREE ACTION ✽ ACTIVITY ⌗ UNIT

d20
NAME LEVEL CAPACITY

name it
MARKS

max 3 per level

❖

SCORE RANK

✩

SCORE RANK

◉

SCORE RANK

◬
SCORE RANK

V I T A L I T Y  &  E X E R T I O N

✚ /

CURRENT MAXIMUM

⊗
−1 −2 −3 −4 −5 MAX

⊖
−1 −2 −3 −4 −5 MAX

ϟ
MAXENERGY

S T A N D I N G  V A L U E S

⛊
PHYSICAL DEF

⛉
MENTAL DEF

⇉
MOVE

➤
INITIATIVE

/
SLOTS

S K I L L S R E S O L U T I O N

G R A D I E N T

D I F F I C U L T Y meet or beat

trivial ordinary even risky extreme

T H E  T U R N

✦✦✦ 3 action points, refresh at the start of your turn

✧ free actions, 3 per turn ✽ activities, out of combat

FAVOR / DISFAVOR  — add a die, keep the best or worst. cap 3
unspent points stay available for REACTIONS

P U R S U I T

E Q U I P P E D  ·  P R I M A R Y

NAME SLOTS DEMAND TRAIT & RANGE

PROPERTY WHILE EQUIPPED

✦✦✦
✦✦✦

E Q U I P P E D  ·  S E C O N D A R Y

NAME SLOTS DEMAND TRAIT & RANGE

PROPERTY WHILE EQUIPPED

✦✦✦
✦✦✦

W O R N

NAME SLOT DEMAND

donning or removing armour is an activity

A T  H A N D

ring the mark when an item is ACTIVE

❖ VIGOR ✩ DEFT ◉ ACUITY ◬ RESOLVE ✚ HP ⊗ WOUNDS ⊖ FATIGUE ϟ ENERGY

⛊ PHYSICAL DEF ⛉ MENTAL DEF ⇉ MOVE ➤ INITIATIVE ✦ ACTION ✧ FREE ACTION ✽ ACTIVITY ⌗ UNIT



NAME LEVEL CAPACITY

WORN ITEM SLOTS DEMAND NOTE

NAME LEVEL CAPACITY

WORN ITEM SLOTS DEMAND NOTE



NAME PRONOUNS

click to place an image, or draw here

agree it together - revisit it when it is met

NAME PRONOUNS

click to place an image, or draw here

agree it together - revisit it when it is met


	character_name: Mab Coldharbour
	level: 1
	capacity: 1
	identity_1: Otherfolk
	identity_label_1: FOLK
	identity_2: Outlander
	identity_label_2: BACKGROUND
	identity_3: Wilder
	identity_label_3: CALLING
	identity_4: Traveller
	identity_label_4: GENERAL
	identity_5: Schooling
	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: 14
	attr_deft_rank: +4
	attr_deft_name: DEFT
	attr_acuity_score: 8
	attr_acuity_rank: -2
	attr_acuity_name: ACUITY
	attr_resolve_score: 10
	attr_resolve_rank: 0
	attr_resolve_name: RESOLVE
	hp_current: 14
	hp_max: 14
	wound_1: Off
	wound_2: Off
	wound_3: Off
	wound_4: Off
	wound_5: Off
	wound_max: 4
	fatigue_1: Off
	fatigue_2: Off
	fatigue_3: Off
	fatigue_4: Off
	fatigue_5: Off
	fatigue_max: 3
	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: 15
	def_mental: 9
	movement: 10
	initiative: 14
	slots_used: 2
	slots_total: 10
	skill_category_1: BODY
	skill_1_1_have: Yes
	skill_1_1: Athletics
	skill_1_2_have: Yes
	skill_1_2: Stealth
	skill_1_3_have: Yes
	skill_1_3: Acrobatics
	skill_1_4_have: Off
	skill_1_4: 
	skill_category_2: MIND
	skill_2_1_have: Yes
	skill_2_1: Nature
	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: Off
	skill_3_1: 
	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 out what drove my people off the
	pursuit_2: high ground, and whether it is still there.
	weapon_1_name: Crow (Shift)
	weapon_1_slots: -
	weapon_1_demand: 2
	weapon_1_trait: Shift - Feral 1
	weapon_1_property: Mimic any voice, glide from any height. Slots halved, Phys Def -2. Enhanced: speak.
	weapon_1_action1_ap1: Yes
	weapon_1_action1_ap2: Off
	weapon_1_action1_ap3: Off
	weapon_1_action1_name: Talons
	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: Shift in
	weapon_1_action2_effect: 1 energy. Feral +1. Shifting out is 1 AP
	weapon_2_name: Bear (Shift)
	weapon_2_slots: -
	weapon_2_demand: 4
	weapon_2_trait: Shift - Feral 2
	weapon_2_property: +3 Phys Def, +3 max HP, Favor on Vigor. Movement -2. Enhanced: cannot be moved.
	weapon_2_action1_ap1: Yes
	weapon_2_action1_ap2: Off
	weapon_2_action1_ap3: Off
	weapon_2_action1_name: Maul
	weapon_2_action1_effect: vs Phys Def within 1 unit. Hit: 1d8+1
	weapon_2_action2_ap1: Yes
	weapon_2_action2_ap2: Off
	weapon_2_action2_ap3: Off
	weapon_2_action2_name: Shift in
	weapon_2_action2_effect: 1 energy. Feral +2. Shifting out is 1 AP
	armour_name: Studded Leather
	armour_slots: 2
	armour_demand: 1
	armour_effect_1: Light. +2 Phys Def (included on the sheet).
	armour_effect_2: Each Wound's Defense penalty is 1 less.
	armour_effect_3: Cannot be worn at Feral 4 or higher.
	athand_1_active: Off
	athand_1: Rope, 20 units (1 slot)
	athand_2_active: Off
	athand_2: Bedroll and blanket (1 slot)
	athand_3_active: Off
	athand_3: Rations, tinder, waterskin (0)
	athand_4_active: Off
	athand_4: A handful of crow feathers (0)
	athand_5_active: Off
	athand_5: 
	p2_character_name: Mab Coldharbour
	p2_level: 1
	p2_capacity: 1
	p2_equipment_heading: ADDITIONAL EQUIPMENT
	p2_equip_1_worn: Yes
	p2_equip_1: Studded Leather
	p2_equip_1_slots: 2
	p2_equip_1_demand: 1
	p2_equip_1_note: Worn
	p2_equip_2_worn: Off
	p2_equip_2: Rope, 20 units
	p2_equip_2_slots: 1
	p2_equip_2_demand: 0
	p2_equip_2_note: Stowed
	p2_equip_3_worn: Off
	p2_equip_3: Bedroll and blanket
	p2_equip_3_slots: 1
	p2_equip_3_demand: 0
	p2_equip_3_note: Stowed
	p2_equip_4_worn: Off
	p2_equip_4: 
	p2_equip_4_slots: 
	p2_equip_4_demand: 
	p2_equip_4_note: 
	p2_equip_5_worn: Off
	p2_equip_5: 
	p2_equip_5_slots: 
	p2_equip_5_demand: 
	p2_equip_5_note: 
	p2_origin_heading: ORIGIN
	p2_archetype_heading: ARCHETYPE
	p2_origin: FOLK: OTHERFOLK   (+3 HP per Level)
Planetouched, changelings, and the ones with something else in the family line.
BLOODLINE: STORMBORN. A fall does you no harm, and your voice carries however loud the weather. Chosen at creation; it does not change.
NOT QUITE RIGHT. Anyone meeting you for the first time takes Disfavor on Insight against you.
OTHERWORLDLY. You need half the sleep and half the food anyone else does.

BACKGROUND: OUTLANDER
You grew up where the roads run out.
Skills: Athletics, Nature. Acuity 8 costs one; Schooling adds Stealth and Acrobatics.
Training: Ranged.

LEVERAGE
You know the tracks that are not on maps and the people who live along them: shelter, a meal, and a straight answer about what is ahead. They help because helping is how they all survive, and they will expect it back at the worst possible time.
	p2_archetype: WILDER   (+5 HP per Level)
The adaptive Calling. You reconfigure partway through a fight, trading pieces of yourself for pieces of something else.
Trained: no weapons, your shape is your weapon. Light armor.

CORE KIT: SHIFTS
Wear one Shift at a time. Shifting in: 1 AP and 1 energy, and Feral rises by the Shift's value. Shifting out: 1 AP.
FERAL falls by 1 per hour of rest, and carries between Encounters.
  2   Disfavor on anything needing speech or fine work
  4   You cannot use weapons or armor
  6   Your enhanced properties come online
  8   You cannot shift out
  10  At the end of your Turn, attack the nearest creature
Two Shifts known (one more every Level; a Mark buys another).

CROW   Demand 2 - Feral 1
Talons 1d6 + Level. Mimic any voice you have heard. Favor on Perception at distance and on Initiative. Glide down from any height. Slots halved, Phys Def -2.
Enhanced: you may speak while shifted, at any Feral.

BEAR   Demand 4 - Feral 2
Maul 1d8 + Level. +3 Phys Def, +3 max HP while worn. Favor on Vigor. Rough ground does not slow you. Movement -2.
Enhanced: you cannot be moved against your will.

GENERAL ABILITIES
TRAVELLER   Passive - Demand 1. Movement +1 (included).

SCHOOLING   Passive - Demand 1. Gain two Skills (Stealth, Acrobatics).

ENERGY
Max 3, Capacity 1. Every shift in costs 1, so three shifts empties you.
	p3_character_name: Mab Coldharbour
	p3_pronouns: she/her
	p3_portrait_heading: PORTRAIT
	p3_vitals_heading: DESCRIPTION
	p3_vital_label_1: AGE
	p3_vital_1: 19
	p3_vital_label_2: HEIGHT
	p3_vital_2: Tall, all limbs
	p3_vital_label_3: BUILD
	p3_vital_3: Rangy
	p3_vital_label_4: EYES
	p3_vital_4: Storm-grey, no whites
	p3_vital_label_5: HAIR
	p3_vital_5: Black, wind-knotted, feathers in it
	p3_vital_label_6: SKIN
	p3_vital_6: Brown, faintly silvered
	p3_vital_label_7: VOICE
	p3_vital_7: Carries. Always a bit too far
	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: Patched leathers, bare feet, and a cloak of crow feathers she insists she did not make. Her eyes are grey from edge to edge. Static follows her around, so her hair floats and everyone near her gets small shocks from door handles.
	p3_background: Her people lived on a ridge of mountains so high the storms break below it. When she was nine something came down the high passes in the night, and by morning her whole village was walking down the mountain and nobody would say why.

They never went back up. Mab has been going a little further up every year since. She has started coming back down as other things.
	p3_personality: Blunt, impulsive, and delighted by weather.

Forgets to change back. Forgets to wear shoes. Forgets that people find both unsettling.

Fiercely protective of anything small.
	p3_ties: 
	p3_notes: Crow to scout, Bear to fight. Shifting costs 1 energy every time.

Feral 4 means no armor: your Phys Def drops by 2 in Bear.
	p3_party_pursuit: 


