The Lady

mutant monster hunter with a heart of gold

a face only a mutant mother could love
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Detachable Limb: you can detach a limb and re-attach it later with no ill effects.

Once per scene, instead of doing damage from a 'shoot' attack with your natural weapon, you
instead Inflict Condition 'Poisoned' on your target, which will do 3 physical stress every round for
the next (4-their Physique) rounds or until they make a +4 Physique roll.

Danger Sense. You have an almost preternatural capacity for detecting danger. Your Notice skill
works unimpeded by conditions like total concealment, darkness, or other sensory impairments in
situations where someone or something intends to harm you.




POWERS
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Antipathy Field Emitter: tattoo that, when activated, emits an invisible energy
field for an hour that makes everyone in the same zone experience nausea and physical
discomfort. All task difficulties increase by 2. Tattoo fades after use. LVL1

Root spike: Headband that can shoot a single thorn at a target up to two zones away.

The thorn inflicts 2 points of physical stress, and then grows to wrap the target in a mesh of
roots and vines

that anchor it in place for 1 minute, or until another creature takes an action to free it.
(Which I suppose is 'Inflict Condition: Snared' LVL4

Oddities
A rubber ball that, when thrown with any strength at all, flies for 1

mile or until it comes into contact with a solid object, and then falls.

A flat device, that shows a human in an unknown room, obviously in
distress, seemingly trying to communicate with the viewer, but he is
inaudible but not reacting to anything.
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