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NOTES

At level 1, this hero has the speed to get close to their enemies. They
can then attack with unarmed attacks with both their action points,
and their free action. They also have the option to attempt to wrestle
with their free action, instead. This is possible with the unique
interaction between Unarmed Fighter and Agile Fighter. If this hero
would want to focus more on Grace than Fighter as they level, a
simple house rule could be to allow the hero to use Grace instead of
Physicality for their wrestling attempts.
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