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Be allowed back into the settlement that

Reloading is the Interact Free Action, so it fires once per Turn. Spends 1 Store per shot.
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PROPERTY WHILE EQUIPPED

vs Phys Def within 14 units. Hit: 4. Positive: +2
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+1 Phys Def (included on the sheet).

donning or removing armour is an activity
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( STATES, BEARING & TRADE
Overwrite 'now' as the road moves you. Rest never moves a State.
BODY now: Steady band: Frayed to Steady
MIND now: Steady  band: Frayed to Sound
SPIRIT now: Steady  band: Steady 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: ANVIL
Everything that has hit you stayed where it landed and you did not. Yo
Gains: Spirit floor, Vigor +1, Resolve +1. Costs: Body ceiling, Deft -1.

TRADE: DEPUTY

You enforced somebody's law, and it was law right up until it was not.
Skills: Command, Intimidation. Acuity 8 costs one (Marksmanship, Mel
Standings are on the Details page, under Standings.

ATTRIBUTES: 12, 10, 10, 8, with Anvil's Vigor +1, Resolve +1 and De’

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

)

ROLE: SPEAKER
Nothing out here is bought. It is agreed to, and somebody has to do th

TAKEN AT CREATION
TALK FIRST Passive
On a Meeting Leg, take your Resolve Score rather than rolling.

STILL TO COME one more per completed Journey, free
NAMED Passive
Treat one group of your choice as one step better. Chosen when you t

WAVE THEM OFF 1 AP
A Threat against Mental Defense affects every Common adversary wh

HAGGLE Passive
Once per settlement, a single trade is priced one step better than your

VOUCHED Activity, at a settlement
Raise one group's standing by one step for the rest of the Journey. On

READS THE ROOM 1 AP
Roll your Gradient Die, halve it and round up. The GM tells you that m.

Nothing a Role does costs energy. No Role improves an attack.
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A deputy's coat with the badge taken off and the stitching left on, a rifle she carries like she
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Kept the peace for a settlement until the people who paid for the peace decided they wante
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Low. Never raised
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agree it together - revisit it when it is

Calm, direct, and very hard to rattle.
Talks first, always. Shoots last, and has.

Keeps her word, even when it costs the
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Trusted and Known take Favor; Wary ar

Settlements: Known
Convoys: Neutral
Holdfasts: Trusted
Tenders: Wary
Keepers: Neutral
Marauders: Barred
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Talk First: on a Meeting Leg, take your F

A Threat is 1 AP against Mental Defense




	character_name: Marisol Okafor
	level: 
	capacity: 
	identity_1: Anvil
	identity_label_1: BEARING
	identity_2: Deputy
	identity_label_2: TRADE
	identity_3: Speaker
	identity_label_3: ROLE
	identity_4: Talk First
	identity_label_4: ABILITY
	identity_5: 
	identity_label_5: ABILITY
	mark_1: Off
	mark_2: Off
	mark_3: Off
	attr_vigor_score: 11
	attr_vigor_rank: +1
	attr_vigor_name: VIGOR
	attr_deft_score: 9
	attr_deft_rank: -1
	attr_deft_name: DEFT
	attr_acuity_score: 8
	attr_acuity_rank: -2
	attr_acuity_name: ACUITY
	attr_resolve_score: 13
	attr_resolve_rank: +3
	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: 3
	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: 11
	def_mental: 11
	movement: 4
	initiative: 9
	slots_used: 2
	slots_total: 3
	skill_category_1: BODY
	skill_1_1_have: Off
	skill_1_1: 
	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: 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: SPIRIT
	skill_3_1_have: Yes
	skill_3_1: Command
	skill_3_2_have: Yes
	skill_3_2: Intimidation
	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: Be allowed back into the settlement that
	pursuit_2: asked me to leave, on my own terms.
	weapon_1_name: Rifle
	weapon_1_slots: 1
	weapon_1_demand: W3
	weapon_1_trait: Deft - 14 units
	weapon_1_property: Reloading is the Interact Free Action, so it fires once per Turn. Spends 1 Store per shot.
	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 14 units. Hit: 4. 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: Padded Coat
	armour_slots: 1
	armour_demand: W1
	armour_effect_1: +1 Phys Def (included on the sheet).
	armour_effect_2: Layered cloth. Costs nothing to wear all day.
	armour_effect_3: 
	athand_1_active: Off
	athand_1: Cook Kit (1 slot)
	athand_2_active: Off
	athand_2: Lantern (1 slot)
	athand_3_active: Off
	athand_3: 
	athand_4_active: Off
	athand_4: 
	athand_5_active: Off
	athand_5: 
	p2_character_name: Marisol Okafor
	p2_level: 
	p2_capacity: 
	p2_equipment_heading: ADDITIONAL EQUIPMENT
	p2_equip_1_worn: Yes
	p2_equip_1: Rifle
	p2_equip_1_slots: 1
	p2_equip_1_demand: W3
	p2_equip_1_note: Equipped
	p2_equip_2_worn: Yes
	p2_equip_2: Padded Coat
	p2_equip_2_slots: 1
	p2_equip_2_demand: W1
	p2_equip_2_note: Worn
	p2_equip_3_worn: Off
	p2_equip_3: Cook Kit
	p2_equip_3_slots: 1
	p2_equip_3_demand: W2
	p2_equip_3_note: Stowed
	p2_equip_4_worn: Off
	p2_equip_4: Lantern
	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: Frayed to Steady
MIND    now: Steady      band: Frayed to Sound
SPIRIT  now: Steady      band: Steady 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: ANVIL
Everything that has hit you stayed where it landed and you did not. You have already survived the worst thing you can imagine.
Gains: Spirit floor, Vigor +1, Resolve +1.   Costs: Body ceiling, Deft -1.

TRADE: DEPUTY
You enforced somebody's law, and it was law right up until it was not.
Skills: Command, Intimidation. Acuity 8 costs one (Marksmanship, Melee, Insight and Nerve not taken).
Standings are on the Details page, under Standings.

ATTRIBUTES: 12, 10, 10, 8, with Anvil's Vigor +1, Resolve +1 and Deft -1.

Energy: max 3, spent only to refuse a step down. Slots: 3.
	p2_archetype: ROLE: SPEAKER
Nothing out here is bought. It is agreed to, and somebody has to do the agreeing.

TAKEN AT CREATION
TALK FIRST   Passive
On a Meeting Leg, take your Resolve Score rather than rolling.

STILL TO COME   one more per completed Journey, free
NAMED   Passive
Treat one group of your choice as one step better. Chosen when you take this Role, and never changed.

WAVE THEM OFF   1 AP
A Threat against Mental Defense affects every Common adversary who can hear you, rather than one of them.

HAGGLE   Passive
Once per settlement, a single trade is priced one step better than your standing allows.

VOUCHED   Activity, at a settlement
Raise one group's standing by one step for the rest of the Journey. Once per Journey.

READS THE ROOM   1 AP
Roll your Gradient Die, halve it and round up. The GM tells you that many true things about what the people in front of you actually want.

Nothing a Role does costs energy. No Role improves an attack.
	p3_character_name: Marisol Okafor
	p3_pronouns: she/her
	p3_portrait_heading: PORTRAIT
	p3_vitals_heading: DESCRIPTION
	p3_vital_label_1: AGE
	p3_vital_1: Forties
	p3_vital_label_2: HEIGHT
	p3_vital_2: Average
	p3_vital_label_3: BUILD
	p3_vital_3: Broad, solid
	p3_vital_label_4: EYES
	p3_vital_4: Dark, steady
	p3_vital_label_5: HAIR
	p3_vital_5: Close-cropped, greying
	p3_vital_label_6: SKIN
	p3_vital_6: Dark brown
	p3_vital_label_7: VOICE
	p3_vital_7: Low. Never raised
	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 deputy's coat with the badge taken off and the stitching left on, a rifle she carries like she would rather not, and the stillness of somebody who has talked more people down than she has shot.
	p3_background: Kept the peace for a settlement until the people who paid for the peace decided they wanted something else. She would not do it, and they asked her to leave. She still thinks of it as her town.
	p3_personality: Calm, direct, and very hard to rattle.

Talks first, always. Shoots last, and has.

Keeps her word, even when it costs the crew.
	p3_ties: Trusted and Known take Favor; Wary and Barred take Disfavor. These move in play.

Settlements: Known
Convoys: Neutral
Holdfasts: Trusted
Tenders: Wary
Keepers: Neutral
Marauders: Barred
	p3_notes: Talk First: on a Meeting Leg, take your Resolve 13.

A Threat is 1 AP against Mental Defense, and ends a Common adversary's part in a fight.
	p3_party_pursuit: 


