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	Name: Sparks
	Description: A young black and white cat visiting Silver Ford with the Emily and Juno, her burdens. 
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	High Concept: Jumpy Seeker
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	undefined_3: 
	Trouble: Always an outsider
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	undefined_8: Burden: Emily and Juno, children of the Wilsons
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	EXTRAS: Magic:
Dreamwalking (Seeker): By inhaling a dearmers breath you can enter their dreams.
Prognostication (Seerker): You can delve into your own dreams and gain knowledge of the future.

	STUNTS: Skittish (Notice): You're paranoid and nervous and react quickly to any perceived threat. Even if ambushed you always act first in any conflict.
Nine Lives: When you're taken out of a conflict, you can give your opponent a fate point to concede instead.
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