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Agnes Dray
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NAME

LEVEL

( STATES, BEARING & TRADE
Overwrite 'now' as the road moves you. Rest never moves a State.
BODY now: Steady  band: Broken to Whole
MIND now: Steady  band: Frayed to Whole
SPIRIT now: Steady  band: Broken to Whole
Gradient Die: Broken d2 - Frayed d4 - Steady d6 - Sound d8 - Whole ¢
A step down can be refused for 1 energy. A step down at your floor do

BEARING: FLARE
Burning through something. When you are good you are remarkable, ¢
Gains: Body ceiling, Mind ceiling, Spirit ceiling. Costs: Body floor, Spi

TRADE: BONESETTER

You have put more people back together than you have lost, and you |
Skills: Medicine, Endurance, Nerve (Chemistry, Insight and Lore not ta
Standings are on the Details page, under Standings.

ATTRIBUTES: Two-Handed (12, 12, 9, 7).

Energy: max 3, spent only to refuse a step down. Slots: 3.

)

ROLE: DRIFTER
You have been at the bottom of this before, and you came back up, w!

TAKEN AT CREATION
HARDY Passive
While any track sits at Broken: add 2 to both Defenses, and take Favo

STILL TO COME one more per completed Journey, free
USED TO IT Passive

While a track sits at Frayed or lower, refusing a step down on it costs r

KEEPS WALKING Passive
You never step down for going without Stores.

PUSH THROUGH 1 AP
Take 1 Fatigue and stand up from downed with 1 HP. Once per Encou

STILL STANDING Activity, at a camp
Step up one track by one, from Frayed or Broken only. Once per Jourr

SCROUNGE Activity, at a Site or a settlement
Roll your Gradient Die. You turn up salvage totalling half that in Worth,

Nothing a Role does costs energy. No Role improves an attack.

Pry B.‘ar . [1 ] [Wl ] [Equipped ]
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[0 _Bandage Roll 1 w1 Stowed
[0 _Charcoal Filter [1 ] [WZ ] [Makes bad water drinkable ]
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A surgeon's apron over road clothes, a pry bar through her belt, and hands that are perfect
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Sixties
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Tall

Big-boned, slow
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Ran a clinic for thirty years and walked out of it one night without telling anyone why. She t
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Hazel, tired
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White, cut short with shears
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Weathered, freckled

Blunt. Swears fluently
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Gruff, unsentimental, and kind undernea
Tells you exactly how bad it is.

Gets better, not worse, when everything
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Trusted and Known take Favor; Wary ar

Settlements: Known
Convoys: Neutral
Holdfasts: Barred
Tenders: Trusted
Keepers: Wary
Marauders: Neutral
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Hardy: while any track is at Broken, +2 t

Your floors are Broken on Body and Spil




	character_name: Agnes Dray
	level: 
	capacity: 
	identity_1: Flare
	identity_label_1: BEARING
	identity_2: Bonesetter
	identity_label_2: TRADE
	identity_3: Drifter
	identity_label_3: ROLE
	identity_4: Hardy
	identity_label_4: ABILITY
	identity_5: 
	identity_label_5: ABILITY
	mark_1: Off
	mark_2: Off
	mark_3: Off
	attr_vigor_score: 12
	attr_vigor_rank: +2
	attr_vigor_name: VIGOR
	attr_deft_score: 7
	attr_deft_rank: -3
	attr_deft_name: DEFT
	attr_acuity_score: 9
	attr_acuity_rank: -1
	attr_acuity_name: ACUITY
	attr_resolve_score: 12
	attr_resolve_rank: +2
	attr_resolve_name: RESOLVE
	hp_current: 7
	hp_max: 7
	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: 4
	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: 10
	def_mental: 11
	movement: 2
	initiative: 7
	slots_used: 3
	slots_total: 3
	skill_category_1: BODY
	skill_1_1_have: Yes
	skill_1_1: Endurance
	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: Medicine
	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: SPIRIT
	skill_3_1_have: Yes
	skill_3_1: Nerve
	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: 1d12 + STATE DIE + RANK
	resolution_note: sum both dice, add Rank, meet or beat the threshold
	gradient_source: re-read the State die
	gradient_1_face: lowest
	gradient_1_result: NEGATIVE
	gradient_2_face: between
	gradient_2_result: NORMAL
	gradient_3_face: highest
	gradient_3_result: POSITIVE
	gradient_4_face: STATE
	gradient_4_result: d2  d4  d6  d8  d10   (Broken to Whole)
	difficulty_1: 4
	difficulty_2: 8
	difficulty_3: 12
	difficulty_4: 16
	difficulty_5: 20
	pursuit_1: Find out whether the clinic I walked out of
	pursuit_2: is still treating anybody, and who is.
	weapon_1_name: Pry Bar
	weapon_1_slots: 1
	weapon_1_demand: W1
	weapon_1_trait: Vigor - 1 unit
	weapon_1_property: As a Club, and it opens things the rest of the time.
	weapon_1_action1_ap1: Yes
	weapon_1_action1_ap2: Yes
	weapon_1_action1_ap3: Off
	weapon_1_action1_name: Attack
	weapon_1_action1_effect: vs Phys Def within 1 unit. Hit: 3. Positive: +2
	weapon_1_action2_ap1: Off
	weapon_1_action2_ap2: Off
	weapon_1_action2_ap3: Off
	weapon_1_action2_name: 
	weapon_1_action2_effect: 
	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: Surgical Kit (1 slot)
	athand_2_active: Off
	athand_2: Bandage Roll (1 slot)
	athand_3_active: Off
	athand_3: Charcoal Filter (1 slot)
	athand_4_active: Off
	athand_4: 
	athand_5_active: Off
	athand_5: 
	p2_character_name: Agnes Dray
	p2_level: 
	p2_capacity: 
	p2_equipment_heading: ADDITIONAL EQUIPMENT
	p2_equip_1_worn: Yes
	p2_equip_1: Pry Bar
	p2_equip_1_slots: 1
	p2_equip_1_demand: W1
	p2_equip_1_note: Equipped
	p2_equip_2_worn: Off
	p2_equip_2: Surgical Kit
	p2_equip_2_slots: 1
	p2_equip_2_demand: W3
	p2_equip_2_note: Stowed
	p2_equip_3_worn: Off
	p2_equip_3: Bandage Roll
	p2_equip_3_slots: 1
	p2_equip_3_demand: W1
	p2_equip_3_note: Stowed
	p2_equip_4_worn: Off
	p2_equip_4: Charcoal Filter
	p2_equip_4_slots: 1
	p2_equip_4_demand: W2
	p2_equip_4_note: Makes bad water drinkable
	p2_equip_5_worn: Off
	p2_equip_5: 
	p2_equip_5_slots: 
	p2_equip_5_demand: 
	p2_equip_5_note: 
	p2_origin_heading: STATES, BEARING & TRADE
	p2_archetype_heading: ROLE
	p2_origin: Overwrite 'now' as the road moves you. Rest never moves a State.
BODY    now: Steady      band: Broken to Whole
MIND    now: Steady      band: Frayed to Whole
SPIRIT  now: Steady      band: Broken to Whole
Gradient Die: Broken d2 - Frayed d4 - Steady d6 - Sound d8 - Whole d10.
A step down can be refused for 1 energy. A step down at your floor does nothing.

BEARING: FLARE
Burning through something. When you are good you are remarkable, and there is nothing whatsoever holding the bottom.
Gains: Body ceiling, Mind ceiling, Spirit ceiling.   Costs: Body floor, Spirit floor.

TRADE: BONESETTER
You have put more people back together than you have lost, and you keep count.
Skills: Medicine, Endurance, Nerve (Chemistry, Insight and Lore not taken).
Standings are on the Details page, under Standings.

ATTRIBUTES: Two-Handed (12, 12, 9, 7).

Energy: max 3, spent only to refuse a step down. Slots: 3.
	p2_archetype: ROLE: DRIFTER
You have been at the bottom of this before, and you came back up, which is more than most people on this road can say.

TAKEN AT CREATION
HARDY   Passive
While any track sits at Broken: add 2 to both Defenses, and take Favor on every roll that uses that track.

STILL TO COME   one more per completed Journey, free
USED TO IT   Passive
While a track sits at Frayed or lower, refusing a step down on it costs no energy, once per Leg.

KEEPS WALKING   Passive
You never step down for going without Stores.

PUSH THROUGH   1 AP
Take 1 Fatigue and stand up from downed with 1 HP. Once per Encounter.

STILL STANDING   Activity, at a camp
Step up one track by one, from Frayed or Broken only. Once per Journey.

SCROUNGE   Activity, at a Site or a settlement
Roll your Gradient Die. You turn up salvage totalling half that in Worth, rounded up.

Nothing a Role does costs energy. No Role improves an attack.
	p3_character_name: Agnes Dray
	p3_pronouns: she/her
	p3_portrait_heading: PORTRAIT
	p3_vitals_heading: DESCRIPTION
	p3_vital_label_1: AGE
	p3_vital_1: Sixties
	p3_vital_label_2: HEIGHT
	p3_vital_2: Tall
	p3_vital_label_3: BUILD
	p3_vital_3: Big-boned, slow
	p3_vital_label_4: EYES
	p3_vital_4: Hazel, tired
	p3_vital_label_5: HAIR
	p3_vital_5: White, cut short with shears
	p3_vital_label_6: SKIN
	p3_vital_6: Weathered, freckled
	p3_vital_label_7: VOICE
	p3_vital_7: Blunt. Swears fluently
	p3_party_pursuit_heading: PARTY PURSUIT
	p3_appearance_heading: APPEARANCE
	p3_background_heading: BACKGROUND
	p3_personality_heading: PERSONALITY
	p3_ties_heading: STANDINGS
	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 surgeon's apron over road clothes, a pry bar through her belt, and hands that are perfectly steady when everything else about her is shaking.
	p3_background: Ran a clinic for thirty years and walked out of it one night without telling anyone why. She has been on the road since, and has been at the bottom more than once. She keeps coming back up, and she keeps count of that too.
	p3_personality: Gruff, unsentimental, and kind underneath it.

Tells you exactly how bad it is.

Gets better, not worse, when everything is going wrong.
	p3_ties: Trusted and Known take Favor; Wary and Barred take Disfavor. These move in play.

Settlements: Known
Convoys: Neutral
Holdfasts: Barred
Tenders: Trusted
Keepers: Wary
Marauders: Neutral
	p3_notes: Hardy: while any track is at Broken, +2 to both Defenses and Favor on that track.

Your floors are Broken on Body and Spirit. That is where you are strongest.
	p3_party_pursuit: 


