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Daggers (2)
Smoky crystal (Spellcasting Focus)
Spellbook

Armor : None

Weapons : Daggers, darts, slings, quarterstaffs, light
crossbows

Tools : Forgery kit

Languages : Common, Deep Speech, Netherese
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Forgery Kit

Transparent cylinder of shadow that
has no opening

Signet Ring

Set of Fine Clothes

Scholar's Pack (backpack, book of
lore, bottle of ink, ink pen, 10 sheets
of parchment, little bag of sand, small
knife)

Trinket: An hourglass that tells time
with falling mist instead of sand.
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CHARACTER NAME

CHARACTER APPEARANCE
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When you were growing up in Hllisfar, the Red
Plumes worked together with the Mages Guild and
the Netherese, and together were slowly bringing
order to the decades of prior chaos.

You took up the study of magic, but before finishing
school, Netheril fell from power. The Netherese in
the city were purged and executed.

You were deeply impressed by the injustice of this --
not merely the loss of life, but also the loss of arcane
power which could and should have been used to
help restore Hillsfar to greatness. You quickly
learned to mute your protestations, however, as the
Red Plumes were quick to stifle dissenting voices.

Having now completed your arcane training, you
have resolved to set out adventuring to learn what
you can of such power, with the hope that you might
somehow return the Shade Enclave to its former
grandeur. Only then could the might of a restored
Netheril be harnessed to make Hillsfar truly great
again.
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Faction Rank

Suggested names:

Delacroix, Lycanter, Treboni(a/us), Alexandre(a),
Halavaar

ALLIES & ORGANIZATIONS

FACTION

/

Feature: Secret Society. You have a special way of
communicating with others who feel the same way you
do about the Shade. When you enter a village or larger
city you can identify contacts who will give you
information on those that would hinder your goals and
those who would help you simply because of your
desire to see the Shade Enclave return in all its glory.

Lifestyle: Moderate
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