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	character_name: Bram Ostrowski
	level: 1
	capacity: 
	identity_1: Reinforced Frame
	identity_label_1: CHASSIS
	identity_2: Fleet Veteran
	identity_label_2: BACKGROUND
	identity_3: Trooper 1
	identity_label_3: PROTOCOL
	identity_4: Ballistics 2
	identity_label_4: CALIBRATION
	identity_5: 
	identity_label_5: 
	mark_1: Off
	mark_2: Off
	mark_3: Off
	attr_vigor_score: 60
	attr_vigor_target_t: 90
	attr_vigor_target_r: 60
	attr_vigor_target_c: 30
	attr_vigor_name: VIGOR
	attr_deft_score: 60
	attr_deft_target_t: 90
	attr_deft_target_r: 60
	attr_deft_target_c: 30
	attr_deft_name: DEFT
	attr_acuity_score: 30
	attr_acuity_target_t: 45
	attr_acuity_target_r: 30
	attr_acuity_target_c: 15
	attr_acuity_name: ACUITY
	attr_resolve_score: 50
	attr_resolve_target_t: 75
	attr_resolve_target_r: 50
	attr_resolve_target_c: 25
	attr_resolve_name: RESOLVE
	hp_current: 25
	hp_max: 25
	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: 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: 2
	def_physical: 6
	def_mental: 0
	movement: 7
	initiative: 12
	slots_used: 3
	slots_total: 10
	skill_category_1: BODY
	skill_1_1_have: Yes
	skill_1_1: Athletics
	skill_1_2_have: Yes
	skill_1_2: Survival
	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: d100  -  ROLL UNDER TARGET
	resolution_note: nothing is added. a natural 100 always fails
	gradient_source: re-read the units die
	gradient_1_face: 0-1
	gradient_1_result: POSITIVE
	gradient_2_face: 2-7
	gradient_2_result: NORMAL
	gradient_3_face: 8-9
	gradient_3_result: NEGATIVE
	gradient_4_face: 
	gradient_4_result: 
	difficulty_1: x1.5
	difficulty_2: x1
	difficulty_3: x0.5
	pursuit_1: Find out who signed the order I followed,
	pursuit_2: and ask them why.
	weapon_1_name: Service Rifle
	weapon_1_slots: 2
	weapon_1_demand: 2
	weapon_1_trait: Ballistics - Med 16
	weapon_1_property: Deft. Ballistics 2 is included below (+5 to hit, +1 dmg). Native: holds no energy.
	weapon_1_action1_ap1: Yes
	weapon_1_action1_ap2: Off
	weapon_1_action1_ap3: Off
	weapon_1_action1_name: Fire
	weapon_1_action1_effect: vs Phys Def within 16 units. Hit: 1d6+1
	weapon_1_action2_ap1: Yes
	weapon_1_action2_ap2: Yes
	weapon_1_action2_ap3: Off
	weapon_1_action2_name: Aimed Shot
	weapon_1_action2_effect: As Fire, with Favor. Hit: 1d8+1
	weapon_2_name: 
	weapon_2_slots: 
	weapon_2_demand: 
	weapon_2_trait: 
	weapon_2_property: 
	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: 
	armour_slots: 
	armour_demand: 
	armour_effect_1: 
	armour_effect_2: 
	armour_effect_3: 
	athand_1_active: Off
	athand_1: Line and Grapple (1 slot)
	athand_2_active: Off
	athand_2: Stim Tab (1 slot)
	athand_3_active: Off
	athand_3: Restraints (1 slot)
	athand_4_active: Off
	athand_4: Ration Block (0)
	athand_5_active: Off
	athand_5: 
	p2_character_name: Bram Ostrowski
	p2_level: 1
	p2_capacity: 
	p2_equipment_heading: ADDITIONAL EQUIPMENT
	p2_equip_1_worn: Yes
	p2_equip_1: Service Rifle
	p2_equip_1_slots: 2
	p2_equip_1_demand: 2
	p2_equip_1_note: Equipped
	p2_equip_2_worn: Off
	p2_equip_2: Line and Grapple
	p2_equip_2_slots: 1
	p2_equip_2_demand: 0
	p2_equip_2_note: Anchor/Climb, Snag
	p2_equip_3_worn: Off
	p2_equip_3: Stim Tab
	p2_equip_3_slots: 1
	p2_equip_3_demand: 0
	p2_equip_3_note: Consumed
	p2_equip_4_worn: Off
	p2_equip_4: Restraints
	p2_equip_4_slots: 1
	p2_equip_4_demand: 0
	p2_equip_4_note: Bind
	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: CHASSIS: REINFORCED FRAME
-1 maximum energy, permanently.
+1 maximum Wounds, to the cap of 5.
The frame outlasts the tissue around it. You will feel that before you are old.

BACKGROUND: FLEET VETERAN
You served, and you left, and the difference between those matters to you.
Skills: Athletics, Survival (Command not taken).

LEVERAGE
An old unit that still takes your call. They will do one thing for you - a lift, a name, a door held open - and they will not ask what it is for. They will also remember that you asked, and there is a ledger somewhere with your name at the top of it.

THE DEBT
The Fleet docked his pension for 'irregular separation'. The frame was installed on credit by a clinic that expects its adjustment fees on schedule, and they are not cheap.
	p2_archetype: TROOPER 1   (+5 HP per step)   Capacity 1
You are the reason the others are still standing. Trooper owns Wounds: harm meant for other people is yours to take.

[1] "DOWN!"   1 AP Action - Demand 2 (costs 1 energy)
Choose a target within 12 units. Until the start of your next Turn they have Disfavor on their first attack, and moving toward you costs double Movement.

Next step [2] "BRACE!": +10 Phys Def until your next Turn, cannot be moved, Wounds taken while braced do not lower your Defenses this Encounter. Ends if you move.

BALLISTICS 2   (+4 HP per step)   Capacity 2
It is a solved problem. Solve it.
Projectile weapons: +5 to hit, +1 damage. Gear up to Demand 2 is native.
Step 3 adds +10/+2 and reloading as part of the attack.

LOADOUT (2):  "Down!"  +  [open slot]

ENERGY
Max 3 at Level 1, -1 for the Frame = 2. The rifle is native and holds nothing.
	p3_character_name: Bram Ostrowski
	p3_pronouns: he/him
	p3_portrait_heading: PORTRAIT
	p3_vitals_heading: DESCRIPTION
	p3_vital_label_1: AGE
	p3_vital_1: 44
	p3_vital_label_2: HEIGHT
	p3_vital_2: Tall
	p3_vital_label_3: BUILD
	p3_vital_3: Broad, heavy shoulders
	p3_vital_label_4: EYES
	p3_vital_4: Grey
	p3_vital_label_5: HAIR
	p3_vital_5: Cropped, iron-grey
	p3_vital_label_6: SKIN
	p3_vital_6: Weathered, burn-scarred arm
	p3_vital_label_7: VOICE
	p3_vital_7: Low, flat, short sentences
	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 service jacket with the unit patch unpicked, the stitch holes still there. The rifle sling is worn shiny where it rides. Moves like a man who has been told to stand somewhere and is still standing there. The frame shows at the wrists when he lifts anything: a dull seam under the skin.
	p3_background: Twenty years in the Fleet, the last of them as a picket sergeant. A breach alarm came down with an order attached: seal the deck. He sealed it, with people still on the far side of the door.

The inquiry found he followed his orders correctly. It never found who gave them. He took his separation, lost most of his pension for it, and has done work like this since.
	p3_personality: Patient. Literal. Keeps count of people, out loud, when things go wrong.

Does not ask what is in the box. Asking is how orders go wrong, and he has had enough of orders going wrong.

Will stand between the crew and whatever is coming without being asked, and will not talk about why.
	p3_ties: 
	p3_notes: Your Loadout has an open slot on purpose: the rifle was chosen over a second shout.

"Down!" is your answer to anything rushing the crew.
	p3_party_pursuit: 


