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Steady Hands: +2 before a practiced roll.
Read the Room: ask 1 tactical or social question.
Push Through: ignore 1 minor penalty on your next action.
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The Opening: gain Advantage on your next roll.
Try Again: re-roll 1 Duality die after rolling.
Brace: reduce the next visible hit by 1severity band.
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Second Wind: clear 2 Stress outside a rest.
Seize the Moment: add 1 extra favorable consequence.
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