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Identity

Name (pronouns) | Stone Lion

True name

gatekeeper

large grey Tomcat who can often be found on the highest perch around. Unmoving but
vigilant

Description
Aspects
High Concept | Stoic neighbourhood watch
Trouble Those from outside are not to be trusted
Burden(s)

Other Aspects

Burdens: Mr and Mrs.Foyet; the elderly couple in the house at the end of the long
driveway. Claire Foyet, granddaughter, lover of teddy bears.

It's not just Fluff (muscles instead of fur gives him his size)

Skills, Stress, and Consequences

General Skills Magical Skills
Athletics +2 Warding | +3
Burglary Naming
Deceive Shaping
Empathy | #1 Seeking
Fight +3
Investigate | +2 Stress
Lore +1 Physical (Physique) |1 2 3 4
Notice +4 Mental (Will) 1 2 3 4
Physique* | +2
Provoke Consequences
Rapport Mild (2)
Stealth 1 Moderate (4)
Territory Severe (6)
Wil 1 Mild (2)

Assign bonuses at character creation:
1 skill at Great (+4); 2 skills at Good (+3); 3 at Fair (+2); 4 at Average (+1); rest at Mediocre (4-0)
Will and Physique: 41 unlocks 3" stress box; +3 unlocks 4" stress box; +5 unlocks extra mild consequence.
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Stunts and Extras

Refresh

Current Fate Points |3

Stunts

Invisibility: You whisper your True Name backward to create an inverted ward around you, making
you Invisible until the end of the scene. Roll Warding against passive opposition from the
environment: it might be Superb (+5) if you're a dark grey cat trying to hide in a bright white corridor,
but Average (+1) if you're in a dark alleyway. If you're a Warden, you can make multiple targets
invisible by hiding everyone in a zone (+2 opposition) or by splitting your shifts among the targets
chosen. Success with style grants an extra free invoke as normal.

Look Before You Leap: You're an expert at judging distances, gaps, and other
leaping hazards. If you have an aspect related to having appraised an area, you
can use Notice instead of Athletics when jumping.

| have the high ground: If you have the high ground during a fight or a contest you gain a +2 bonus
on any checks you make.

Extras

Notes






