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Bow [1 ] [WZ ] [Equipped ]

[ _Reference Sheaf [1 ] [W2 ] [What is edible, and where ]

[ _Notebook and Charcoal [1 ] [Wl ] Stowed ]

[0 _Chalk and Cord [1 ] [Wl ] [Stowed ]
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Overwrite 'now' as the road moves you. Rest never moves a State.
BODY now: Steady  band: Broken to Sound

MIND now: Steady  band: Steady to Whole

SPIRIT now: Steady  band: Frayed to Sound

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: WEED
Grown leggy and pale out of the sun. You know a great deal, and your
Gains: Mind floor, Mind ceiling, Acuity +1. Costs: Body floor, Vigor -1.

TRADE: ARCHIVIST

You know where things are written down and what it costs to be told.
Skills: Salvage, Lore, Stealth, and Insight from Acuity 13 (Deception ar
Standings are on the Details page, under Standings.

ATTRIBUTES: 12, 12, 8, 8, with Weed's Acuity +1 and Vigor -1.

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

ROLE: FORAGER
Everything anybody eats out here was found by somebody. Usually it

TAKEN AT CREATION
OFF THE LAND Activity, during a Passage or Crossing
Roll Acuity against DT 12. On a success the crew gains 2 Stores, and

STILL TO COME one more per completed Journey, free
PACKS WELL Passive
The crew's maximum Stores rises by 4.

STRETCH IT Once per Journey
A single Leg costs 1 fewer Store per character, to a minimum of 0.

NOTHING WASTED Passive
When the crew spends 0 Stores on a Leg, you do not step down for it.

BAIT 1AP
Spend 1 Store. Every Common adversary that eats must Contest Rest

READS THE SKY Activity, at a camp
Roll your Gradient Die. The crew gains that many Stores, halved and r

Nothing a Role does costs energy. No Role improves an attack.
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	character_name: Emory Vance
	level: 
	capacity: 
	identity_1: Weed
	identity_label_1: BEARING
	identity_2: Archivist
	identity_label_2: TRADE
	identity_3: Forager
	identity_label_3: ROLE
	identity_4: Off The Land
	identity_label_4: ABILITY
	identity_5: 
	identity_label_5: ABILITY
	mark_1: Off
	mark_2: Off
	mark_3: Off
	attr_vigor_score: 7
	attr_vigor_rank: -3
	attr_vigor_name: VIGOR
	attr_deft_score: 8
	attr_deft_rank: -2
	attr_deft_name: DEFT
	attr_acuity_score: 13
	attr_acuity_rank: +3
	attr_acuity_name: ACUITY
	attr_resolve_score: 12
	attr_resolve_rank: +2
	attr_resolve_name: RESOLVE
	hp_current: 5
	hp_max: 5
	wound_1: Off
	wound_2: Off
	wound_3: Off
	wound_4: Off
	wound_5: Off
	wound_max: 2
	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: 8
	def_mental: 13
	movement: 3
	initiative: 8
	slots_used: 3
	slots_total: 3
	skill_category_1: BODY
	skill_1_1_have: Yes
	skill_1_1: Stealth
	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: Salvage
	skill_2_2_have: Yes
	skill_2_2: Lore
	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: Insight
	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 the place my reference sheaf was
	pursuit_2: copied from, and what else is written there.
	weapon_1_name: Bow
	weapon_1_slots: 1
	weapon_1_demand: W2
	weapon_1_trait: Deft - 10 units
	weapon_1_property: Quiet. Costs no Stores; arrows are recovered on any Leg that ends somewhere you can look.
	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 10 units. 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: Reference Sheaf (1 slot)
	athand_2_active: Off
	athand_2: Notebook and Charcoal (1 slot)
	athand_3_active: Off
	athand_3: Chalk and Cord (1 slot)
	athand_4_active: Off
	athand_4: 
	athand_5_active: Off
	athand_5: 
	p2_character_name: Emory Vance
	p2_level: 
	p2_capacity: 
	p2_equipment_heading: ADDITIONAL EQUIPMENT
	p2_equip_1_worn: Yes
	p2_equip_1: Bow
	p2_equip_1_slots: 1
	p2_equip_1_demand: W2
	p2_equip_1_note: Equipped
	p2_equip_2_worn: Off
	p2_equip_2: Reference Sheaf
	p2_equip_2_slots: 1
	p2_equip_2_demand: W2
	p2_equip_2_note: What is edible, and where
	p2_equip_3_worn: Off
	p2_equip_3: Notebook and Charcoal
	p2_equip_3_slots: 1
	p2_equip_3_demand: W1
	p2_equip_3_note: Stowed
	p2_equip_4_worn: Off
	p2_equip_4: Chalk and Cord
	p2_equip_4_slots: 1
	p2_equip_4_demand: W1
	p2_equip_4_note: Stowed
	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 Sound
MIND    now: Steady      band: Steady to Whole
SPIRIT  now: Steady      band: Frayed to Sound
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: WEED
Grown leggy and pale out of the sun. You know a great deal, and your body has never once been asked for anything.
Gains: Mind floor, Mind ceiling, Acuity +1.   Costs: Body floor, Vigor -1.

TRADE: ARCHIVIST
You know where things are written down and what it costs to be told.
Skills: Salvage, Lore, Stealth, and Insight from Acuity 13 (Deception and Barter not taken).
Standings are on the Details page, under Standings.

ATTRIBUTES: 12, 12, 8, 8, with Weed's Acuity +1 and Vigor -1.

Energy: max 3, spent only to refuse a step down. Slots: 3.
	p2_archetype: ROLE: FORAGER
Everything anybody eats out here was found by somebody. Usually it was you.

TAKEN AT CREATION
OFF THE LAND   Activity, during a Passage or Crossing
Roll Acuity against DT 12. On a success the crew gains 2 Stores, and 2 more on a Positive Gradient.

STILL TO COME   one more per completed Journey, free
PACKS WELL   Passive
The crew's maximum Stores rises by 4.

STRETCH IT   Once per Journey
A single Leg costs 1 fewer Store per character, to a minimum of 0.

NOTHING WASTED   Passive
When the crew spends 0 Stores on a Leg, you do not step down for it.

BAIT   1 AP
Spend 1 Store. Every Common adversary that eats must Contest Resolve against your Acuity or spend its next Turn on the food instead of on you.

READS THE SKY   Activity, at a camp
Roll your Gradient Die. The crew gains that many Stores, halved and rounded up.

Nothing a Role does costs energy. No Role improves an attack.
	p3_character_name: Emory Vance
	p3_pronouns: they/them
	p3_portrait_heading: PORTRAIT
	p3_vitals_heading: DESCRIPTION
	p3_vital_label_1: AGE
	p3_vital_1: Thirties
	p3_vital_label_2: HEIGHT
	p3_vital_2: Tall
	p3_vital_label_3: BUILD
	p3_vital_3: Thin as a rake
	p3_vital_label_4: EYES
	p3_vital_4: Grey, behind cracked lenses
	p3_vital_label_5: HAIR
	p3_vital_5: Dark, tied back with string
	p3_vital_label_6: SKIN
	p3_vital_6: Pale, sunburnt at the neck
	p3_vital_label_7: VOICE
	p3_vital_7: Soft. Quotes things
	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 long coat with every pocket full of paper, a bow they learned to use from a book, and a waxed sheaf of copied pages they consult before eating anything, including things they have eaten before.
	p3_background: Kept records for people who could not read them, and learned that the most useful thing on any shelf was the page that said what was safe to eat. Somebody copied that page from somewhere. Emory has been following the copies back ever since.
	p3_personality: Curious, careful, and quietly stubborn.

Writes everything down, including arguments, and will read them back.

Braver about ideas than about heights.
	p3_ties: Trusted and Known take Favor; Wary and Barred take Disfavor. These move in play.

Settlements: Barred
Convoys: Wary
Holdfasts: Known
Tenders: Neutral
Keepers: Trusted
Marauders: Neutral
	p3_notes: Off the Land: Acuity +3 against DT 12 feeds the crew.

Body can fall to Broken. Mind never drops below Steady.
	p3_party_pursuit: 


