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	character_name: Pim Salter
	level: 1
	capacity: 1
	identity_1: Commonfolk
	identity_label_1: FOLK
	identity_2: Criminal
	identity_label_2: BACKGROUND
	identity_3: Devout
	identity_label_3: CALLING
	identity_4: Hard Sleeper
	identity_label_4: GENERAL
	identity_5: Deep Pockets
	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: 8
	attr_deft_rank: -2
	attr_deft_name: DEFT
	attr_acuity_score: 12
	attr_acuity_rank: +2
	attr_acuity_name: ACUITY
	attr_resolve_score: 12
	attr_resolve_rank: +2
	attr_resolve_name: RESOLVE
	hp_current: 15
	hp_max: 15
	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: 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: 13
	def_mental: 12
	movement: 3
	initiative: 8
	slots_used: 2
	slots_total: 14
	skill_category_1: BODY
	skill_1_1_have: Yes
	skill_1_1: Sleight of Hand
	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: Perception
	skill_2_2_have: Yes
	skill_2_2: Healing
	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: Deception
	skill_3_2_have: Yes
	skill_3_2: Barter
	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: Pay back every house I emptied, in order,
	pursuit_2: without being recognized.
	weapon_1_name: Mace
	weapon_1_slots: 2
	weapon_1_demand: 1
	weapon_1_trait: Crushing - Melee
	weapon_1_property: Trained. One hand, with the buckler in the other.
	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: Crack
	weapon_1_action2_effect: Attack. Hit: their Phys Def -2 until your next Turn
	weapon_2_name: Dagger
	weapon_2_slots: 1
	weapon_2_demand: 1
	weapon_2_trait: Piercing - Melee
	weapon_2_property: Trained (Broad Training). Hidden anywhere, and drawn without an Interact.
	weapon_2_action1_ap1: Yes
	weapon_2_action1_ap2: Off
	weapon_2_action1_ap3: Off
	weapon_2_action1_name: Attack
	weapon_2_action1_effect: vs Phys Def within 1 unit. Hit: 1d4+1
	weapon_2_action2_ap1: Yes
	weapon_2_action2_ap2: Off
	weapon_2_action2_ap3: Off
	weapon_2_action2_name: Slip
	weapon_2_action2_effect: Attack one who has not yet acted this Round: Favor
	armour_name: Leather, and a Buckler
	armour_slots: 2+1
	armour_demand: 1
	armour_effect_1: Light. +2 Phys Def, and Favor on Stealth.
	armour_effect_2: Buckler: +1 Phys Def, free to Interact around.
	armour_effect_3: Both included on the sheet.
	athand_1_active: Off
	athand_1: Healer's kit, ten uses (1 slot)
	athand_2_active: Off
	athand_2: Thieves' tools (1 slot)
	athand_3_active: Off
	athand_3: A ledger of debts (0)
	athand_4_active: Off
	athand_4: Chalk and charcoal (0)
	athand_5_active: Off
	athand_5: 
	p2_character_name: Pim Salter
	p2_level: 1
	p2_capacity: 1
	p2_equipment_heading: ADDITIONAL EQUIPMENT
	p2_equip_1_worn: Yes
	p2_equip_1: Mace
	p2_equip_1_slots: 2
	p2_equip_1_demand: 1
	p2_equip_1_note: Equipped
	p2_equip_2_worn: Yes
	p2_equip_2: Dagger
	p2_equip_2_slots: 1
	p2_equip_2_demand: 1
	p2_equip_2_note: Equipped, hidden
	p2_equip_3_worn: Yes
	p2_equip_3: Leather, and a Buckler
	p2_equip_3_slots: 3
	p2_equip_3_demand: 1
	p2_equip_3_note: Worn
	p2_equip_4_worn: Off
	p2_equip_4: Healer's kit
	p2_equip_4_slots: 1
	p2_equip_4_demand: 0
	p2_equip_4_note: Favor on Healing
	p2_equip_5_worn: Off
	p2_equip_5: Thieves' tools
	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: COMMONFOLK   (+3 HP per Level)
Humans, half-bloods, and anyone whose people got everywhere by being willing to.
ADAPTABLE. One extra Skill: Healing.
BROAD TRAINING. One extra weapon or armor group: Piercing.
STUBBORN. +1 maximum Fatigue (included on the sheet).

BACKGROUND: CRIMINAL
You made a living in the parts of a city that do not appear in the ledgers.
Skills: Sleight of Hand, Deception, Barter, and Perception from Acuity 12 (Stealth not taken).
Training: Slicing.

LEVERAGE
You know who buys what, who forges what, and which door is never really locked. They know your face. Somebody in that world is owed, and owed people talk.
	p2_archetype: DEVOUT   (+5 HP per Level)
You bind a party together and decide where its injuries land.
Trained: Crushing, Ranged, Arcane, plus Slicing and Piercing. Light, Medium, Shield.

CORE KIT: THE FLOCK   D = 1 at Level 1, 2 at Level 3, 3 at Level 5
At the start of an Encounter, name 1 other character. They and you are your Flock.
DEVOTION starts at 1, gains +1 whenever a Flock member takes damage, caps at 5, and empties when the Encounter ends.

BEAR   1 AP Action or Reaction
  Move up to 4 HP between Flock members: 1 Devotion, any time.
  Take a Flock member's Fatigue onto yourself: 2 Devotion, as it arrives.
  Take a Flock member's Wound onto yourself: 2 Devotion, as they reach 0 HP. They stand at 1 HP instead.

GENERAL ABILITIES
HARD SLEEPER   Passive - Demand 2
Each three hours of rest removes one Wound and one Fatigue.

DEEP POCKETS   Passive - Demand 1
+4 Slots (included: 14).

CALLING POOL   bought with Marks, one per Level
Shepherd Them 2 - Kneel a Moment 2 - Be Eased 3 - Judgement 3 - Change Places 4 - Steadfast 5 - And Thine Be Blessed 6 - Rise, and Walk 8

ENERGY
Max 3, Capacity 1. Everything you carry is Level 0 or 1, so nothing is held.
	p3_character_name: Pim Salter
	p3_pronouns: they/them
	p3_portrait_heading: PORTRAIT
	p3_vitals_heading: DESCRIPTION
	p3_vital_label_1: AGE
	p3_vital_1: 34
	p3_vital_label_2: HEIGHT
	p3_vital_2: Average
	p3_vital_label_3: BUILD
	p3_vital_3: Soft round the middle
	p3_vital_label_4: EYES
	p3_vital_4: Grey-green
	p3_vital_label_5: HAIR
	p3_vital_5: Mouse-brown, badly self-cut
	p3_vital_label_6: SKIN
	p3_vital_6: Pale, freckled
	p3_vital_label_7: VOICE
	p3_vital_7: Friendly, quick, apologetic
	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: A lay sister's grey habit over a burglar's leather jerkin, a buckler with a saint's face scratched into it, and a small ledger on a cord round their neck. Three of its lines are crossed out. Forty-one are not.
	p3_background: Pim was the worst burglar in the city, and the most successful, because nobody ever suspected someone that slow. They emptied forty-four houses over six years, then got stuck halfway through a pantry window at a shrine-keeper's house.

She fed them, did not call the watch, and introduced them to a small saint who keeps accounts. Pim has been paying the houses back in order ever since, anonymously, and badly.
	p3_personality: Cheerful, nosy, and helpful whether or not help was requested.

Still checks every window they pass. It is a habit, and they are working on it.

Takes other people's hurts on purpose, and does not like being thanked.
	p3_ties: 
	p3_notes: Your Flock is one person at Level 1. Choose whoever is about to get hurt.

Hard Sleeper lets you carry the party's harm and still wake up whole.
	p3_party_pursuit: 


