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	Special_Abilities: Anecdote (2 Intellect points): You can lift the spirits of a group of creatures and help them bond together by entertaining them with an uplifting or pointed anecdote.  For the next hour, those who pay attention to your story are trained in a task you choose that's related to the anecdote, as long as it's not an attack or defense task.  ACTION to initiate;l one minute to complete.
 
Shake the Bones (1 Intellect point): Your words are so powerful, they cause the bones of a creature to shudder and shake, inflicting 2 points of Might damage and 2 points of Intellect damage.  You target must be able to hear and understand you (or at least understand the gist of what you're saying) ACTION
 
Skilled Talking: Trained in Persuasion, Public Speaking, See Through Deception, Intimidation
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	Equipment: White collared shirt, black bow tie, Pocket Knife, Prayer Book, Scarf, Gloves, Shaving Set, Leather Boots, Hymnal, Overcoat, Moonshine
	Notes: INTRUSIONS
You can spend 1 XP to use one of the following player intrusions:
 
Friendly NPC: An NPC you don't know, someone you don't know that well, or someone you know but who hasn't been particularly friendly in the past chooses to help you, though doesn't necessarily explain why.  Maybe they'll ask you for a favor in return afterward, depending on how much trouble they go to.
 
Perfect Suggestions: A friendly NPC suggests a course of action with regard to an urgent question, problem, or obstacle you're facing.
 
Unexpected Gift: An NPC hands you a physical gift you were not expecting.  It helps put the situation at ease if things seem strained, or provides you with a new insight into the context of the situation if there's something you're failing to understand or grasp.
 
GRACEFUL
You have a perfect sense of balance, moving and speaking with grace and beauty.  You're quick, lithe, flexible, and dexterous.  Your body is perfectly suited to moving in elegant ways, and you use that advantage in combat to dodge blows and accomplish physical tasks.  You might wear garments that enhance your agile movement and sense of style.
Agile: +2 to your Speed Pool.
Skill: You're trained in all tasks involving balance and careful movement.
Skill: You're trained in all tasks involving physical performing arts.
Skill: You're trained in a Speed defense tasks.
Additional Equipment: You have an elegant scarf, headdress, or other item of clothing that you wear as your signature piece.
 
FEARS NO HAINTS
Tier 1: Question the Spirits (2 Intellect points).  You call a spirit to you and petition it to answer a few questions (usually no more than three before the spirit fades).
(See page 97 for more information)
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	Background: You act as Mastiff's preacher at Saint Teresa of Avila church.
 
 
You saved ____________ from a spirit attack, and they owe you their life.
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