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Rook Tanner
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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: locked at Steady
MIND now: Steady  band: locked at Steady
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: RUNT
Built small and built early on not enough of anything. You do not break
Gains: Body floor, Mind floor, Spirit floor. Costs: Body ceiling, Mind ct

TRADE: WASTREL

You have owed money in every settlement on this road and been welc
Skills: Rapport, Survival, Deception (Barter, Stealth and Athletics not t:
Standings are on the Details page, under Standings.

ATTRIBUTES: Narrow (13, 10, 10, 7).

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

)

ROLE: MENDER
Bodies and machines, and you stopped drawing much of a line betwee

TAKEN AT CREATION
SET AND BIND Activity, at a camp or a settlement
Remove 1 Wound from another character. Once per character, per Jol

STILL TO COME one more per completed Journey, free
FIELD REPAIR Activity, between Legs

Bring a broken item or vehicle back to working for one Leg. Spends 1 :

STEADY HANDS Passive
Spend your own energy to refuse another character's step down on Bc

STOP THE BLEEDING 2 AP
Restore 2 HP to a downed character within 1 unit, bringing them back

KNOWS THE WORK Passive
Treat Tenders as one step better for trade.

LONG NIGHT Activity, at a camp
Roll your Gradient Die. Restore that many HP, divided among the crev

Nothing a Role does costs energy. No Role improves an attack.
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%LENTIEKS Rook Tanner he/him

NAME PRONOUNS
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Patched everything, a filed knife he uses mostly for bandages, and a medicine chest with s
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Owed everyone, paid no one, and learned to patch people up because it was the one thing
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Black, cropped badly Charming, cheerful, and unreliable abou Trusted and Known take Favor; Wary ar
Brown, knuckles scarred Keeps a running tally of what he owes, ¢ Settlements: Known
Convoys: Neutral
Warm, fast, always has a story Does not panic. Has never once been at Holdfasts: Barred
N\ / Tenders: Wary

Keepers: Neutral
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Body and Mind are locked at Steady: the

''''''''''''''''''''''''''''''''''' Taken Medicine is drawn from as Stores

agree it together - revisit it when it is met




	character_name: Rook Tanner
	level: 
	capacity: 
	identity_1: Runt
	identity_label_1: BEARING
	identity_2: Wastrel
	identity_label_2: TRADE
	identity_3: Mender
	identity_label_3: ROLE
	identity_4: Set And Bind
	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: 10
	attr_deft_rank: 0
	attr_deft_name: DEFT
	attr_acuity_score: 10
	attr_acuity_rank: 0
	attr_acuity_name: ACUITY
	attr_resolve_score: 13
	attr_resolve_rank: +3
	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: 9
	def_mental: 12
	movement: 5
	initiative: 10
	slots_used: 3
	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: Yes
	skill_2_1: Survival
	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: Rapport
	skill_3_2_have: Yes
	skill_3_2: Deception
	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: Clear every debt I owe, in order,
	pursuit_2: starting with the smallest.
	weapon_1_name: Filed Knife
	weapon_1_slots: 1
	weapon_1_demand: W1
	weapon_1_trait: Deft - 1 unit
	weapon_1_property: Somebody else's, reground badly on a wheel. It holds an edge anyway.
	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: 4
	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: Taken Medicine (1 slot)
	athand_2_active: Off
	athand_2: Waterskins (1 slot)
	athand_3_active: Off
	athand_3: Sack of Odds (1 slot)
	athand_4_active: Off
	athand_4: 
	athand_5_active: Off
	athand_5: 
	p2_character_name: Rook Tanner
	p2_level: 
	p2_capacity: 
	p2_equipment_heading: ADDITIONAL EQUIPMENT
	p2_equip_1_worn: Yes
	p2_equip_1: Filed Knife
	p2_equip_1_slots: 1
	p2_equip_1_demand: W1
	p2_equip_1_note: Equipped
	p2_equip_2_worn: Off
	p2_equip_2: Taken Medicine
	p2_equip_2_slots: 1
	p2_equip_2_demand: W3
	p2_equip_2_note: Drawn from as Stores
	p2_equip_3_worn: Off
	p2_equip_3: Waterskins
	p2_equip_3_slots: 1
	p2_equip_3_demand: W1
	p2_equip_3_note: Stowed
	p2_equip_4_worn: Off
	p2_equip_4: Sack of Odds
	p2_equip_4_slots: 1
	p2_equip_4_demand: W1
	p2_equip_4_note: Worth 1 to trade, maybe more
	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: locked at Steady
MIND    now: Steady      band: locked at Steady
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: RUNT
Built small and built early on not enough of anything. You do not break. You have also never once been at your best.
Gains: Body floor, Mind floor, Spirit floor.   Costs: Body ceiling, Mind ceiling.

TRADE: WASTREL
You have owed money in every settlement on this road and been welcome in most of them anyway.
Skills: Rapport, Survival, Deception (Barter, Stealth and Athletics not taken).
Standings are on the Details page, under Standings.

ATTRIBUTES: Narrow (13, 10, 10, 7).

Energy: max 3, spent only to refuse a step down. Slots: 3.
	p2_archetype: ROLE: MENDER
Bodies and machines, and you stopped drawing much of a line between them a long time ago.

TAKEN AT CREATION
SET AND BIND   Activity, at a camp or a settlement
Remove 1 Wound from another character. Once per character, per Journey.

STILL TO COME   one more per completed Journey, free
FIELD REPAIR   Activity, between Legs
Bring a broken item or vehicle back to working for one Leg. Spends 1 Store.

STEADY HANDS   Passive
Spend your own energy to refuse another character's step down on Body, at 1 per step, if you are with them when it happens.

STOP THE BLEEDING   2 AP
Restore 2 HP to a downed character within 1 unit, bringing them back up. Once per Encounter.

KNOWS THE WORK   Passive
Treat Tenders as one step better for trade.

LONG NIGHT   Activity, at a camp
Roll your Gradient Die. Restore that many HP, divided among the crew however you choose.

Nothing a Role does costs energy. No Role improves an attack.
	p3_character_name: Rook Tanner
	p3_pronouns: he/him
	p3_portrait_heading: PORTRAIT
	p3_vitals_heading: DESCRIPTION
	p3_vital_label_1: AGE
	p3_vital_1: Twenties
	p3_vital_label_2: HEIGHT
	p3_vital_2: Short
	p3_vital_label_3: BUILD
	p3_vital_3: Wiry
	p3_vital_label_4: EYES
	p3_vital_4: Brown, quick
	p3_vital_label_5: HAIR
	p3_vital_5: Black, cropped badly
	p3_vital_label_6: SKIN
	p3_vital_6: Brown, knuckles scarred
	p3_vital_label_7: VOICE
	p3_vital_7: Warm, fast, always has a story
	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: Patched everything, a filed knife he uses mostly for bandages, and a medicine chest with somebody else's initials burned off the lid. He has never once explained where it came from.
	p3_background: Owed everyone, paid no one, and learned to patch people up because it was the one thing that made them stop asking for their money. Somewhere along the way he got good at it, and started to feel bad about the debts.
	p3_personality: Charming, cheerful, and unreliable about everything except wounds.

Keeps a running tally of what he owes, out loud.

Does not panic. Has never once been at his best either.
	p3_ties: Trusted and Known take Favor; Wary and Barred take Disfavor. These move in play.

Settlements: Known
Convoys: Neutral
Holdfasts: Barred
Tenders: Wary
Keepers: Neutral
Marauders: Trusted
	p3_notes: Body and Mind are locked at Steady: the road cannot push them down, or up.

Taken Medicine is drawn from as Stores. Tenders can tell where it came from.
	p3_party_pursuit: 


