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	Campaign: One Shot
	Power Level: Classic 
	Backgrounds: 
	Origin: Two Spirits (Supernatural)  10
	Catalyst: Used for their power 8
	Drives: Understand their own nature 5
	Issue 0: Of Wolf and Bear
Salem Colbert, born with two souls. Salem is a teen, and just coming into their power. The problem is they can't yet control it, or at least that’s what they believe. The souls of two of their ancestors within their body. One is the soul of their grandfather, the other is their great great grandmother. Stress causes them to take on aspects of one or the other. As the mother spirit they have a bear-like appearance and can summon storms. As the father spirit he has a wolf like appearance is angry and craves the hunt, they can manipulate fire.
	Name: Salem Colbert
	Appearance: Jeans and a band tee. Elm skin and long brown hair. 
	STR: 4
	DEX: 8 (1 AP)
	CON: 12
	SEN: 8
	FOR: 9 (1 AP)
	WIS: 15
	INT: 5
	MEN: 5
	HIS: 10
	Talent 1: Animal Handling*
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	Powers1: Wolf and Bear (Parent Attribute: Constitution/Primary Role: Sense)
	Powers2: Alternative Source (Fire Wolf - Storm Bear) MA 
	Powers3: Radius TY Shapeable MA 
	Powers4: Alter Self: Bear or Wolf (Flexible Alter Self) MA2
	Powers5: New Communication: Beast Speech TY
	Powers6: New Movement: Animal Excellence (Rapid Acceleration) MA2
	Powers7: Secondary Role: Defense MA
	Powers8: Armor MA
	Powers9: Secondary Role: Offense (Full Role) MA2
	Powers10: Natural Weapons (Devastating, Boost Devastation, Total Devastation) MA3
	Powers11: Locked Power: Power Boons may only be used in Altered Form. 
	Powers12: Locked Power: Total Devastation only in Wolf Form, Storm Effects only in Bear Form, Fire only in Wolf Form
	Powers13: Cost: 1 (of 2 Powers) + 12 Selections + 12 AP +2 AP
	Powers14: 
	Powers15: 
	Powers16: 
	Powers17: Tooth And Claw  (Parent Attribute: Constitution/Primary Role: Offense)
	Powers18: Secondary Role: Defense MA 
	Powers19: Specialty: Grappling 4
	Powers20: Cost: 2 of (2 Powers) + 2 AP + 2 AP +2 AP
	EXN: 6
	Pow/GearVal1: 11
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	Pow/GearVal3: 11
	Boons & Drawbacks1: Not Skill Power: All Talents marked with *
	Boons & Drawbacks2: 
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	Boons & Drawbacks4: Languages: Chickasaw, English, Mvskoke (Creek) Seminole
	Boons & Drawbacks5: Surprising 
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