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donning or removing armour is an activity
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Coil of Rope (1 slot)
Handcart (crew storage)

PROPERTY WHILE EQUIPPED

\ DDD / \ ing the mark when an item is ACTIVE /

* DEFT @ ACUITY A RESOLVE + HP ® WOUNDS e FATIGUE 77 ENERGY
' PHYSICAL DEF U MENTAL DEF ; MOVE ) INITIATIVE * ACTION {} FREE ACTION * ACTIVITY :I:t UNIT

7
4® VIGOR




Hollis Crane
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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: Steady to Sound
MIND now: Steady  band: Frayed to Steady
SPIRIT now: Steady  band: locked at Steady
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: MULE
Sure-footed, tireless, and worn smooth by repetition. Very little reache:
Gains: Body floor, Spirit floor, Deft +1. Costs: Mind ceiling, Spirit ceilil

TRADE: TEAMSTER

You have driven the same three roads so often you could do them asl¢
Skills: Navigation, Handling, Mechanics, and Barter from Acuity 12 (Er
Standings are on the Details page, under Standings.

ATTRIBUTES: Even (12, 11, 10, 7), with Mule's Deft +1.

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

)

ROLE: NAVIGATOR
You know where the road goes, which is rarer than it sounds, and you

TAKEN AT CREATION
NEVER LOST Passive
Take your Acuity Score rather than rolling, on any Leg where the ques

STILL TO COME one more per completed Journey, free
READ THE GROUND Activity, at a camp
Roll your Gradient Die. The GM must tell you, of that many Legs ahea

SURE FOOTING Passive
A Fast pace costs you no Fatigue. Everybody else still pays.

THE SHORT WAY Once per Journey
At any point on the road, roll Acuity against DT 12. On a success, the |

CALLIT 1AP
Name a direction. Every ally within 3 units may immediately move up t

SET THE PACE Passive
The crew may change their Travel Pace at any camp, rather than only

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

Long Knife [1 ] [Wl ] [Equipped ]
Oilcloth Coat [1 ] [Wz ] [Worn ]
[0 _Coil of Rope [1 ] [Wl ] Stowed ]
|:| Handcart [. ] [W3 ] [Crew storage. Max Stores 18 ]
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Hollis Crane

he/him
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Fifties

Tall, stooped

Lean

Pale blue, squinting

Grey, under a hat

Leathered by weather

Slow. Says less than he knows
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A driver's long coat stiff with oil, a hat that has outlived three horses, and a coil of rope ove
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Drove freight on the same few roads for most of his life, until the roads emptied out and the
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Patient, dry, and hard to hurry.
Trusts roads more than people, and may

Will walk an extra day to avoid an argurr
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Trusted and Known take Favor; Wary ar

Settlements: Known
Convoys: Trusted
Holdfasts: Neutral
Tenders: Neutral
Keepers: Barred
Marauders: Wary
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Never Lost: on a Leg that asks where yc

Mind tops out at Steady. Spirit never mo




	character_name: Hollis Crane
	level: 
	capacity: 
	identity_1: Mule
	identity_label_1: BEARING
	identity_2: Teamster
	identity_label_2: TRADE
	identity_3: Navigator
	identity_label_3: ROLE
	identity_4: Never Lost
	identity_label_4: ABILITY
	identity_5: 
	identity_label_5: ABILITY
	mark_1: Off
	mark_2: Off
	mark_3: Off
	attr_vigor_score: 10
	attr_vigor_rank: 0
	attr_vigor_name: VIGOR
	attr_deft_score: 12
	attr_deft_rank: +2
	attr_deft_name: DEFT
	attr_acuity_score: 12
	attr_acuity_rank: +2
	attr_acuity_name: ACUITY
	attr_resolve_score: 7
	attr_resolve_rank: -3
	attr_resolve_name: RESOLVE
	hp_current: 4
	hp_max: 4
	wound_1: Off
	wound_2: Off
	wound_3: Off
	wound_4: Off
	wound_5: Off
	wound_max: 3
	fatigue_1: Off
	fatigue_2: Off
	fatigue_3: Off
	fatigue_4: Off
	fatigue_5: Off
	fatigue_max: 2
	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: 11
	def_mental: 10
	movement: 7
	initiative: 12
	slots_used: 1
	slots_total: 3
	skill_category_1: BODY
	skill_1_1_have: Yes
	skill_1_1: Handling
	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: Navigation
	skill_2_2_have: Yes
	skill_2_2: Mechanics
	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: Barter
	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 anybody still works the old
	pursuit_2: trade crossing, and run it again if they do.
	weapon_1_name: Long Knife
	weapon_1_slots: 1
	weapon_1_demand: W1
	weapon_1_trait: Deft - 1 unit
	weapon_1_property: Close and quiet. Concealable, and nobody looks twice at somebody carrying one.
	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: 2. 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: Oilcloth Coat
	armour_slots: 1
	armour_demand: W2
	armour_effect_1: Heavy, stiff, and profoundly ugly.
	armour_effect_2: It is the reason you are not wet.
	armour_effect_3: Not armor: no Phys Def.
	athand_1_active: Off
	athand_1: Coil of Rope (1 slot)
	athand_2_active: Off
	athand_2: Handcart (crew storage)
	athand_3_active: Off
	athand_3: 
	athand_4_active: Off
	athand_4: 
	athand_5_active: Off
	athand_5: 
	p2_character_name: Hollis Crane
	p2_level: 
	p2_capacity: 
	p2_equipment_heading: ADDITIONAL EQUIPMENT
	p2_equip_1_worn: Yes
	p2_equip_1: Long Knife
	p2_equip_1_slots: 1
	p2_equip_1_demand: W1
	p2_equip_1_note: Equipped
	p2_equip_2_worn: Yes
	p2_equip_2: Oilcloth Coat
	p2_equip_2_slots: 1
	p2_equip_2_demand: W2
	p2_equip_2_note: Worn
	p2_equip_3_worn: Off
	p2_equip_3: Coil of Rope
	p2_equip_3_slots: 1
	p2_equip_3_demand: W1
	p2_equip_3_note: Stowed
	p2_equip_4_worn: Off
	p2_equip_4: Handcart
	p2_equip_4_slots: -
	p2_equip_4_demand: W3
	p2_equip_4_note: Crew storage. Max Stores 18
	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: Steady to Sound
MIND    now: Steady      band: Frayed to Steady
SPIRIT  now: Steady      band: locked at Steady
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: MULE
Sure-footed, tireless, and worn smooth by repetition. Very little reaches you, and very little moves you either.
Gains: Body floor, Spirit floor, Deft +1.   Costs: Mind ceiling, Spirit ceiling.

TRADE: TEAMSTER
You have driven the same three roads so often you could do them asleep, and twice have.
Skills: Navigation, Handling, Mechanics, and Barter from Acuity 12 (Endurance and Marksmanship not taken).
Standings are on the Details page, under Standings.

ATTRIBUTES: Even (12, 11, 10, 7), with Mule's Deft +1.

Energy: max 3, spent only to refuse a step down. Slots: 3.
	p2_archetype: ROLE: NAVIGATOR
You know where the road goes, which is rarer than it sounds, and you know which parts of it are lying.

TAKEN AT CREATION
NEVER LOST   Passive
Take your Acuity Score rather than rolling, on any Leg where the question is where you are or which way to go.

STILL TO COME   one more per completed Journey, free
READ THE GROUND   Activity, at a camp
Roll your Gradient Die. The GM must tell you, of that many Legs ahead, how many will ask something hard of the crew. Not which ones. Only how many.

SURE FOOTING   Passive
A Fast pace costs you no Fatigue. Everybody else still pays.

THE SHORT WAY   Once per Journey
At any point on the road, roll Acuity against DT 12. On a success, the number of Legs the crew must pass drops by 1.

CALL IT   1 AP
Name a direction. Every ally within 3 units may immediately move up to half their Movement toward it.

SET THE PACE   Passive
The crew may change their Travel Pace at any camp, rather than only at a Waypoint.

Nothing a Role does costs energy. No Role improves an attack.
	p3_character_name: Hollis Crane
	p3_pronouns: he/him
	p3_portrait_heading: PORTRAIT
	p3_vitals_heading: DESCRIPTION
	p3_vital_label_1: AGE
	p3_vital_1: Fifties
	p3_vital_label_2: HEIGHT
	p3_vital_2: Tall, stooped
	p3_vital_label_3: BUILD
	p3_vital_3: Lean
	p3_vital_label_4: EYES
	p3_vital_4: Pale blue, squinting
	p3_vital_label_5: HAIR
	p3_vital_5: Grey, under a hat
	p3_vital_label_6: SKIN
	p3_vital_6: Leathered by weather
	p3_vital_label_7: VOICE
	p3_vital_7: Slow. Says less than he knows
	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 driver's long coat stiff with oil, a hat that has outlived three horses, and a coil of rope over one shoulder that he touches without noticing, the way other people check a pocket.
	p3_background: Drove freight on the same few roads for most of his life, until the roads emptied out and the freight stopped coming. He still knows every ford and every place worth stopping, and has started to wonder who else does.
	p3_personality: Patient, dry, and hard to hurry.

Trusts roads more than people, and maps less than either.

Will walk an extra day to avoid an argument.
	p3_ties: Trusted and Known take Favor; Wary and Barred take Disfavor. These move in play.

Settlements: Known
Convoys: Trusted
Holdfasts: Neutral
Tenders: Neutral
Keepers: Barred
Marauders: Wary
	p3_notes: Never Lost: on a Leg that asks where you are, take your Acuity 12.

Mind tops out at Steady. Spirit never moves at all.
	p3_party_pursuit: 


