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CHASSIS: CORTICAL DAMPER

-1 maximum energy, permanently.

+3 Mental Def (included on the sheet). Favor on any roll to resist coerc
It dampens everything, not only what you wanted dampened.

BACKGROUND: LONG CON
You have been several people, and at least two of them are still solver
Skills: Deception, Rapport (Security not taken).

LEVERAGE

Three identities that hold up to an ordinary check: names, histories, an
Ashe Morrow, freight broker (in use)
Ivo Lenn, insurance loss-adjuster
Sister Callis, charity chaplain

THE DEBT
Ivo Lenn sold a family a policy on a ship that never existed. They are s

)

DIPLOMAT 2 (+3 HP per step) Capacity 2
Everyone in this room wants something, and you already know what. [

[1] YEAH, SURE, BUDDY Free Action - Demand 2 (free)
Once against a target per day.

You know whether the last thing said to you was a lie. You do not leart

[2] STOP LYING TO ME 1 AP Action - Demand 3 (costs 1 energy)
Contest your Resolve against a target's Mental Def. On a win they ans

Next step [3] EVERYBODY WANTS SOMETHING: an Activity that lea

BALLISTICS 1 (+4 HP per step) Capacity 1
Access to projectile weapons: no Disfavor. +0.

LOADOUT (2): Yeah, Sure, Buddy + Stop Lying To Me

ENERGY
Max 3 at Level 1, -1 for the Damper = 2. The sidearm is native and hol
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	p2_equipment_heading: ADDITIONAL EQUIPMENT
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	p2_equip_2_demand: 0
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	p2_equip_3_demand: 0
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	p2_origin: CHASSIS: CORTICAL DAMPER
-1 maximum energy, permanently.
+3 Mental Def (included on the sheet). Favor on any roll to resist coercion, fear, or intrusion.
It dampens everything, not only what you wanted dampened.

BACKGROUND: LONG CON
You have been several people, and at least two of them are still solvent.
Skills: Deception, Rapport (Security not taken).

LEVERAGE
Three identities that hold up to an ordinary check: names, histories, and enough paper behind them to survive a bored official. Using one burns it for a while, and there is no fourth.
  Ashe Morrow, freight broker (in use)
  Ivo Lenn, insurance loss-adjuster
  Sister Callis, charity chaplain

THE DEBT
Ivo Lenn sold a family a policy on a ship that never existed. They are suing him. Paying them off quietly is the only clean way to retire the name.
	p2_archetype: DIPLOMAT 2   (+3 HP per step)   Capacity 2
Everyone in this room wants something, and you already know what. Diplomat owns difficulty tiers.

[1] YEAH, SURE, BUDDY   Free Action - Demand 2 (free)
Once against a target per day.
You know whether the last thing said to you was a lie. You do not learn what the truth is, or why they bothered.

[2] STOP LYING TO ME   1 AP Action - Demand 3 (costs 1 energy)
Contest your Resolve against a target's Mental Def. On a win they answer one direct question honestly, once, and know they were made to.

Next step [3] EVERYBODY WANTS SOMETHING: an Activity that learns what one person really wants, and drops your social rolls against them to Routine.

BALLISTICS 1   (+4 HP per step)   Capacity 1
Access to projectile weapons: no Disfavor. +0.

LOADOUT (2):  Yeah, Sure, Buddy  +  Stop Lying To Me

ENERGY
Max 3 at Level 1, -1 for the Damper = 2. The sidearm is native and holds nothing.
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	p3_appearance: Dressed as Ashe Morrow this week: a broker's long coat, good boots, a manifest folder that is actually full of manifests. Changes posture with the name. The only constant is the hands, which never stop moving when they talk.
	p3_background: Grew up in a travelling repertory company, and learned early that everybody is playing somebody.

Built three people over fifteen years. Ivo Lenn was the profitable one, until he sold a family a policy on a ship that existed only in paperwork. The ship 'went down'. The family did not accept the payout. They hired lawyers instead.
	p3_personality: Warm, attentive, never entirely present.

Collects what people want the way other people collect names.

Opens every box eventually, because knowing is leverage.
	p3_ties: 
	p3_notes: You barely fight: Deft 40. Holding your nerve and firing anyway can be Resolve, if you can argue it.

Using an identity burns it for a while.
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