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	name: Tinkerer (The Hon. Isidro Schowalter)
	descriptor: Sharp-Eyed
	character_type: Explorer
	intellect: 12
	speed_pool: 11
	speed_edge: 0
	intellect_pool: 12
	intellect_edge: 0
	focus: Wields An Enchanted Weapon
	flavor: 
	character_portrait: 
	character_qr_code: 
	_special_abilities: Accuracy power shift 
	All attack rolls are eased by one step per shift. Level: 1

Resilience power shift 
	Might defense rolls are eased by one step per shift and Armor (+1 per shift). Level: 1

Single attack power shift 
	Attack rolls are eased by one step per shift and an additional 3 points of damage per shift. Level: 2

Flight power shift 
	The character can fly a short distance each round; each additional shift increases this speed (whether the flight comes from a or a character ability) by one range category (long for two shifts, very long for three shifts). Level: 1

Block - Costs 3 Speed
	You automatically block the next melee attack made against you within the next minute. Action to initiate. 

Knowledge skills 
	You are trained in two skills in which you are not already trained. Choose two areas of knowledge such as history, geography, archeology, and so on. You can select this ability multiple times. Each time you select it, you must choose two different skills. Enabler. 

Physical skills 
	You are trained in two skills in which you are not already trained. Choose two of the following: balancing, climbing, jumping, running, or swimming. You can select this ability multiple times. Each time you select it, you must choose two different skills. Enabler. 

Sharp-eyed 
	Because you must always keep an eye out when you're traveling, you are trained in all tasks related to perception and navigation. Enabler. 

Trained without armor 
	You are trained in Speed defense tasks when not wearing armor. Enabler.
	_skills: Heavy weapons - Inability

Light weapons - Practiced

Medium weapons - Practiced

Find the flaw 
	If an opponent has a straightforward weakness (takes extra damage from fire, can't see out of their left eye, and so on), the GM will tell you what it is.

Trained in initiative actions 

Trained in perception actions
	_attacks: Punch - Practiced
  Might Attack, Mod -1, Damage 2, Type Light
  A right jab.
  Eased by one step from Accuracy Power Shift.
  Eased by one step for Light weapons.

Light Weapon - Practiced
  Speed Attack, Mod -1, Damage 2, Type Light
  A light weapon of your choice. Granted from Starting Equipment.
  Eased by one step from Accuracy Power Shift.
  Eased by one step for Light weapons.
	_cyphers: Contingent Activator - Level 7
If the device is activated in conjunction with another cypher, the user can specify a condition under which the linked cypher will activate. The linked cypher retains the contingent command until it is used (either normally or contingently). For example, when this cypher is linked to a cypher that provides a form of healing or protection, the user could specify that the linked cypher will activate if they become damaged to a certain degree or are subject to a particular dangerous circumstance. Until the linked cypher is used, this cypher continues to count toward the maximum number of cyphers a PC can carry.
Subtle

Visual Displacement Device - Level 5
Projects holographic images of the user to confuse attackers. The images appear around the user, giving them an asset to Speed defense actions for ten minutes per cypher level.
Fantastic

	_equipment: Appropriate clothing and a weapon of your choice, plus two expensive items, two moderately priced items, and up to four inexpensive items. Granted from Starting Equipment.








	_background: Explorer
You are a person of action and physical ability, fearlessly facing the unknown. You travel to strange, exotic, and dangerous places, and discover new things. This means you're physical but also probably knowledgeable. Although Explorers can be academics or well studied, they are first and foremost interested in action. They face grave dangers and terrible obstacles as a routine part of life.

Sharp Eyed
You're perceptive and well aware of your surroundings. You notice the little details and remember them. You can be difficult to surprise.

Wields An Enchanted Weapon


Choose how you became involved in the adventure:
- You heard about what was going on, saw a flaw in the other PCs' plan, and joined up to help them out.
- You noticed that the PCs have a foe (or at least a tail) they weren't aware of.
- You saw that the other PCs were up to something interesting and got involved.
- You've been noticing some strange things going on, and this all appears related.


Powers gained from chosen one.

You went to a prestigious university on an athletic scholarship, but you excelled in class as well as on the field.

Pick one other PC whose focus intertwines with yours. This odd connection affects them in some way. For example, if the character uses a weapon, your focus ability sometimes improves their attack in some fashion.












	_notes: Possible player intrusions based on your character type:
Fortuitous Malfunction
A trap or a dangerous device malfunctions before it can affect you.

Serendipitous Landmark
Just when it seems like the path is lost (or you are), a trail marker, a landmark, or simply the way the terrain or corridor bends, rises, or falls away suggests to you the best path forward, at least from this point.

Weak Strain
The poison or disease turns out not to be as debilitating or deadly as it first seemed, and inflicts only half the damage that it would have otherwise.
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