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	Name: Deborah Navarro (she/her)
	Description: Buxom, middle-aged, Sephardic Jewish demon hunter
	Languages: English, Hebrew
	aspect: 
	HighConcept: Demon Hunter Failing to Retire
	Trouble: I Suspect Supernatural Evil Behind Everything
	aspect3: I Must Keep My Loved Ones Safe
	aspect4: Initiate of the Order of the Watchful Hawk
	aspect5: Landlady of the White Hart Inn
	aspect6: 

	skill: 
	superb1: 
	fantastic1: 
	great1: Theurgy
	good1: Empathy
	fair1: Contacts
	average1: Deception
	average2: Investigation
	average3: Notice
	average4: Resources
	average5: 
	fair2: Fighting
	fair3: Will
	fair4: 
	fair5: 
	good2: Lore
	good3: 
	good4: 
	good5: 
	great2: 
	great3: 
	great4: 
	great5: 
	superb2: 
	fantastic2: 
	superb3: 
	fantastic3: 
	superb4: 
	fantastic4: 
	superb5: 
	fantastic5: 

	FateRefresh: 3
	Armor: 1
	Refresh: 
	temporary: 

	consequence: 
	mild: 
	severe: 
	moderate: 
	mild3: 

	stress: 
	physical1: Off
	physical2: Off
	physical3: Off
	physical4: Yes
	physical5: Yes
	physical6: Yes
	mental1: Off
	mental2: Off
	mental3: Off
	mental4: Off
	mental5: Yes
	mental6: Yes

	Stunts: Counselor (Empathy) p. 115. Once per session, you can attempt to reduce the Severity of someone else's mental Consequence.

Indomitable (Will) p. 122. +2 to Defend against Mental Attacks specifically related to intimidation and fear.
 
	Stunts2: 
	Extras: Londoners know Deborah as the landlady of the White Hart Inn, but she has a secret double life as a demon hunter. She keeps wanting to retire and just run the inn, but supernatural evil keeps rearing its ugly head! She's an observant Sephardic Jew, accepted in her community as an established and popular business owner. Deborah is old enough to have several adult children who have moved into their own trades. She belongs to the Order of the Watchful Hawk, a secret society dedicated to protecting the realm against demons and evil sorcerers.

Equipment: Broadsword (Weapon:2), brigandine bodice (Armor: 1), censer, theurgist paraphernalia

Character design by Vesna Gronosky and James Mendez Hodes. Character sheet design by Patrick Murphy, Mad Irishman Productions. Portrait by Teresa Guido. (c) 2020 Shewstone Publishing LLC. This character sheet may be redistributed for non-commercial use, under the terms of the Creative Commons .Attribution-NonCommercial license (CC BY-NC)
	Science: 
	Potency: 
	spell: 
	degree1: 
	fate1: Off
	title1: 
	activation1: 
	planet1: 
	page1: 
	notes1: 
	duration1: 
	components1: 
	degree2: 4
	fate2: Off
	title2: Sword of Divine Glory
	activation2: Fast. Overcome vs. 4
	planet2: sun
	page2: 232
	notes2: Enchant one melee weapon to be powerful against supernatural creatures. This spell becomes an Aspect on the weapon (which need not be a literal sword).
	duration2: One sscene
	components2: Sigils, charged oil, incantations
	degree3: 3
	fate3: Off
	title3: Lifting of the Attributed Curse
	activation3: 10 minutes; Overcome vs. Potency
	planet3: sat
	page3: 209
	notes3: Remove a typical Curse if the caster can Identify who cast it. Adjuration; Must Identify the Caster.
	duration3: Instantaneous
	components3: Smoke from sulfur, herbs, incantations, incscription
	degree4: 3
	fate4: Off
	title4: Rite of Exorcism
	activation4: 1 minute; Overcome vs. 3
	planet4: sun
	page4: 223
	notes4: The spell takes one minute to cast, during which time the caster is potentially vulnerable. Then begins a mental Conflict between the caster and spirit. The Caster can make Mental Attacks using Potency.
	duration4: Until the wizard stops reciting or the Conflict ends
	components4: Religious paraphernalia, incantations
	degree5: 2
	fate5: Off
	title5: Amulet Against Witchcraft
	activation5: When the Subject get the Talisman, Overcome vs. 2
	planet5: mn
	page5: 168
	notes5: A Talisman grants the Subject +2 to Defend against unfriendly spells except Adjuration. 10 minutes to prepare the Talisman.
	duration5: Up to one month
	components5: Sigils, incantations, inscriptions, inncense
	degree6: 2
	fate6: Yes
	title6: Balance of Fortune
	activation6: 1 minute. Spend a Fate Point; no Action required
	planet6: jup
	page6: 172
	notes6: Forecast whether a specific action will be beneficial or harmful in the next half-hour.
	duration6: Instantaneous
	components6: One method of divination
	degree7: 
	fate7: Off
	title7: Ward Against the Known Spirit
	activation7: 10 minutes; no Action required
	planet7: sat
	page7: 239
	notes7: An immobile magical barrier attempts to keep a specific spirit in or out. 
	duration7: Permanent till the sigils are defaced or Ward broken
	components7: Magic circle or sigils, implement, inscriptions
	degree8: 1
	fate8: Off
	title8: Fumigation of Deterrence
	activation8: 1 minute; Overcome vs. 1
	planet8: sat
	page8: 201
	notes8: Sulfur smoke make an area Uncomfortable for Spirits. 
	duration8: Until the censer is extinguished
	components8: Sulfur and herbs, censer, incantations
	degree9: 1
	fate9: Off
	title9: Ritual of Purification
	activation9: 30 minutes; Overcome vs. Severity
	planet9: sun
	page9: 223
	notes9: Prayers and meditation treat a Mental Curse or Consequence
	duration9: 
	components9: 
	degree10: 1
	fate10: Off
	title10: Sense of the Spiritual Vibrations
	activation10: 1 min. Overcome vs. 1 or Overcome vs. Deception
	planet10: mn
	page10: 227
	notes10: Detect spirits that haunt an area and other supernatural events. Requires Evidence of Supernatural Activity
	duration10: Instantaneous
	components10: Symbols such as playing cards, coins, or rune stones
	degree11: 1
	fate11: Off
	title11: Sign Against Evil
	activation11: Automatic when you Defend against a curse
	planet11: mn
	page11: 229
	notes11: The caster gets +2 to Defend against any Curse if they see the source of the magic.
	duration11: One scene
	components11: Gesture, incantations
	degree12: 
	fate12: Off
	title12: 
	activation12: 
	planet12: 
	page12: 
	notes12: 
	duration12: 
	components12: 
	degree13: 
	fate13: Off
	title13: 
	activation13: 
	planet13: 
	page13: 
	notes13: 
	duration13: 
	components13: 

	Portrait: 


