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Rotling & Background

Roll 1d20 on each of the followimg
tables. Keep a record of your rolls
using the results to build o framework

for your character

Once you have rolled on ¢ach table
you can either use those details to build
your own story. Alternanively you can
use your rolls to Gl i the pre-written
Character Desnipetion page later in this

book.

I1 you prefer you can roll three nmes

Basic Personalicy Uour (Uorldview

d2o d2n

I Shy 11 Outgomg 1-2 Every person is a valuable individual

2 Secretive 12 Stable i I like almost everyone

3 Rebellious 13 Serious 5-6 No one understands

4 Antisocial 14 Air-Headed 7-8 People are sheep who need 1o be lead

5 Arrogant 15 Sneaky 9-12  I'm neutral to most people

6 Proud 16 Deceptive 13-14  People must ¢am my respect

7 Aloof 17 Intellectunl 15-16  People are untrustworthy, be cautious

8 Moody 18 Detached 17-18  No one's going to hurt me agam

9 Rash 19 Fussy 19 Peaple are wonderful

1 Friendly 20 Nervous 20 People are scum who should be exterminated
(What do you vatue? Who do you value?

dzi d2o

1-2 Money 1112 Your Wond 1-2 Children  11-12 Yourselt

34 Honour 13-14 Love 34 Siblings  13-14 Pet

5-0  Honesty 15-16 Power 50 Friends 15-16 Mentor

7-8  Friendship  17-18 A Good Time 7-8 Lover 17-18 Public Figure
9-10  Knowledge 19-20 Vengeance 9-10 artner 19-20 Personal Hero

on each table, using the most preferable
results to create your hero,

At the Games Master's diseretion, rolls
from your early backgrotnd may affect
the characters current capabilities

Chitdhood Cvencs

Carly [inancial Background

1-17  One member of your family was 1-6 Poor: Your family scraped together an
18-20  All of your family were existance day-by-day, toiling long hours
a20 for little pay or begging.
1-2  Betrayed hy a friend or relative and lost everything 7-13  Middle Class: Like most families, yours
34 Accused of o ternible crime were unremarkable.
5.6 Lixiled, if you are to return an alias 1s advisable. 14-18  Well-to-Do: You were lucky enough to
7-8  Imprisoned for 1de-2 vears. have lots of treats and a good education,
9-12  Murdered before vour eves. 19 Wealthy: You had plenty of everything,
13-14  On the run or refugees from a termible incident even servants.
15-16 Hunted by or mvolved in a venderta with a powerful group or individual 20 Rich: You lived in the lap of luxury, You
17 Unknown ta you, You grew up without their involvement in your hife may even have been nobility
18 Abducted or mysteriously vanished; you were iexplicably Jeft behind
" Killed m an act of war, terrorism or natural disaster This information may be used by the Games Master
20 Believed to have some kind of unique ability, status or birthright. to affect n characlers starting equipment or money
Loves and Losses Goaod Cimes Bad Cimes
1-2  You have a happy love affair I-6 Make a Connection: [na 1-6 Imprisoned: You have spent 1d6 years in
RE Your lover's friends or family are specific location only, you some form of captivity, either legally or
determined (o get rid of you giim i +2 to your Gather otherwise
56 You fight constantly Information checks. 7-13  Fulsely Accused: You have been frnmed for a
7-8 You and your partner have o child T-13  Mentor: Your character crime and face arrest or worse,
Roll 420, even=temale; add-male has been trained in g wide 14-18  Accident or Injury: You were involved ina
9410 One of you is unfuithiul runge of skills, giining terrible nceident or maimed i some way,
11-12 You ure marnied. Roll again them an extra 1d3 skill 19 Mental Mness: You are hampered by a serious
13-14 It just didn't work out, skill pomnts at creation. psvchological allment
15 Your laver died in an accident or 14-18  Membership: You arc s 20 Emotional Loss: You have lost someone dear to
was murdered. member of a guild or vou. They have died, become 11l or mysteriously
It Your lover mysteriously vanished organisation, #s a result vanmshed.
17 Your lover was kidnapped by you start the game with up -
person's unknown, but you have to 30 gp's worth of class Curzene Ourtook on Life
YOUr sUspicions tools or equipment =10 Life is good!
18 Your lover was imprisoned or 19 Windfall: You start the 11-12 | hate my life but [ cannot change i,
exiled, gume with an additional 13-14 My life is crazy and out of control,
19 Your lover was driven, 1d4x10 gp 15-16 T crave more adventure and thrills,
inexplicably, insune 20 Favour: A character of 17-18 [ crave more romance and passion.
20 Your lover commited suicide. Ld4 levels owes vou one. 19-20
Cnemies Fiends Designer: Richard Neale
1-4  Bitter ex-friend or lover -4 None to speak of Interior Ilustrations: Danilo Moretti & Scott Clark
5-8 Relative 5-8 Like family 10 vou Production Manager: Alexander Fennell
9-12 Partner or co-worker 9-12  Parter or co-worker Additional Support: [an Barstow
13-16 From rival group or faction 13-16  Shared acquamtance All text and fables m thus book are designated as Open Game Content.
17-200 Powerful official or noble 17-20 Old lover (choose one) Permission is hereby given to photocopy for personal use only
_




CHARACTER SCATISCICS

Ability  Ability Temp. Temp. Base Ability  Magic Mise. Temp.
Score  Modifier  Score  Modifier Total Save Modifier Modifier Modifier Modifier
SCR J-ore
Strength CON
OEX Ref
Dexterity DEX
CON (Wit
Constitution WIS
INC
Intelligence Current Maximum  Temp.  Subdual  Hit Dice Misc,
s hc
Wisdom Doints
ChA Oamage Reduction
Charisma
Base  Strength Size Mise. Mise. Mise. Misc. Misc. Temp,
Total Attack  Modifier Modifier Modifier. Modifier Modifier Modifier Modifier Modifier
= = = |
G)(‘L(‘C = + + H H] H] H H +H
Attack Bonus
Total Attack i
Weapon Bonus  Dumage Critical Range  Type Size Hardness Notes
Base  Dexterity Size Mise, Mise, Mise. Misc. Misc. Temp.
Total Attack  Modifier Modifier Modifier Modifier Modifier Modifier Modifier Modifier
RANCCO = [+ + 4+ u [+ + + +
Attack Bonus
Total Attack
Weapon Bonus Damage Critical Range Type Size Hardness  Notes

Mise, Misc. Fighting Style
Total Modifier Modifier | [Level of Ability

g Benefits
INICIACIVCE i
Base Shield  Dexterity  Size Natural Misc. Misc. Mise.
Total Bonus  Bonus Modifier Modifier Armour Modifier Modifier Modifier
AR'S])Q(:]R e ] + H H i H + + 10
CLASS
Armour Notes AC when Touch Max Dex. Armour  Spell Spell Misc.

flat-Footed Attacks Bonus  Penalty Failure Resistance Modifier




SKILLS

Class
Key Skill Cross (Dodificrs
Skitt Name Abiicy _ Class  Coral  Abiliy  Ranks (Misc.
Appraise v INT D D El D J r r J [ l
Balance ¢ ¥ DEX [:’ l:l D D || l [ |
Bluff v ema. IEIEL [0 | | | i |
Climb / * R E TS Wi [ 1L =5l
Concentration ¢ CON D D D D [ || | = |
Craft SR Ol {10 | T (T | | |[ |
Craft(__ s e AEIEAEINED I N L |
Craft( v o [EIEIEL B | I |
Decipher Seript we [C1C10] L L I |
Diplomacy v CHA |:| El [l |:| [ 1E | | |
Disable Device oex 1] O | |
Disguise CHA D I:l D EI = |_ | ___l
[scape Artist v & DEX El D :' . | r— r _l
Forgery v INT l:] D :' i =l | [ || N
Gather Information CHA D D D I:I | _] | J | _l |
Hundle Animal CHA D D D D |_ l |_ | [ ] [:
Heal / w1 JCICT B || |
Hide / % Coal ol T | e | | T |
Intimidate v CHA D D EI D | I IJ I_: I:
Jump v & STR [:I D El El j | il —l | |
Knowledge ( ) INT D I___] D El = r_ __| | |
Knowledge ( =) ANT, DED [:l =5 I:_ ] J
Knowledge ( ) INT E D EI [or_ | I_-_ = |
Knowledge ( ) L i | I D ] =] | o=
Knowledge ( . INT I: D [:l D | ”—l | If__ j
Listen / wis. F1C10O0 O | e L ] |
Move Silently /' pix ~[ AT L | (F=s |
Open Lock DEX E D D D |_ | [-___ I:___ | 2]
Perform v CHA E L__l I:l D _| | _I ___l I S— i
Profession ( 5 ) WIS
Profession ( S E E E E X
Ride v/ 7 = ) [ N || | | |
Search / INT D D D D L | | |{ |
Sense Motive v/ WIS [:] |:| I:l I:I L |{ || __I
Sleight of Hand % oex ] O | I I ]
Speak Language None El El El D L = [ |
Spelleraft ol ) 1 T o | |
Spot v WIS [:] [:I El I:l || ||
Survival v WIS D D D |:| | ] I I | J I
Swim v %k stz EIEED Ele || /| | =
Tumble % DEX |:| D l:l D | || il | I_ |
Use Magic Device CHA D D D |:| [ || i || el
Use Rope ¢ DEX DDD |:| | “ JI Jl '
: ::ﬁi:?l:;:tl:.lT:gnl:l‘l:tll:::e:p:;;I lt:: :Ij:er.skills. Coral 34t Potncs
%% Double the normal armour check penalties apply to these skills.
(Daximum Skill Ranks Maximum A-Class Skill Ranks
{Level + 3) ((Level + 3)=2)

-~y
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FEATS & ABILICIES

[FEATS OESCRIPTION class aBlicy OESCRIPTION
CHARACCER CONCEPT OECTAILS ] RAAL Asilicy "OGSCRIPTION
Source: vy | i

|l
Benefits:
Penalties:
LANGUAGES QDISC ABILICIES DESCRIPTION




ANIODAL ASSOCIATES

(DOUNT Name: ]:(\CD]LW\R Name:
Creature: Type: Creature: Type:
SCR OEX CON INCT WIS CDA SCR OEX CON INC WIS ChA
Modifier Modifier Modifier Modifier Modifier Modifier Modifier Modifier Modifier Modifier Modifier Maudifier
[-ore ReFlex (Wit Jrore ReFlex it
Save Save Save Save Save Save
hrc INICIACIVE hrc INICIACIVE
Poines | Poincs
Hit Dice: Bonus: Hit Dice: Bonus:
Speed: Speed:
AC: AC:
Attacks: Attacks:
Space/Reach: Space/Reach:
Skills: Skills:
Feats: Feats:
Special Abilities: Special Abilities:
COQOPANION  Name: COMPANION — Name:
Creature: Type: ! Creature; Type:
SCR JOEK CON INT  ans ChA ||[+STROEX CON INC WIS cha
Modifier Modifier Modifier Modifier Modifier Modifier | | Modifier Modifier Modifier Modifier Modifier Modifier
[Fore ReFex i [Fore Refiex (Wit
Save Save Save Save Save _ Save
hic INICIACIVE brc INICIATIVE
Poines _ Poires
Hit Dice: Bonus: Hit Dice: Bonus:
Speed: Speed:
A0 AC:
Attacks: Attacks:
Space/Reach: Space/Reach:
Skills: Skills:
Feats: Feats:




IsceELLANEOUS NOTES

NOTCTCES

N




AOVENTUCTRING CQUIPENT

' 4 l EQUIPMENT LOCATION  WEIGhT NOTES
ISC TCCens LOCATION weache-Notes
PLATINUMD (MOOVEWMENCT RACE ((DOVEMENCT RACE
colo WALK (=Base) hour wALK
; S
sl ver huscle hour huscle
COPPER RUN (x3) OAU WaALK
Cems SPRINT (x4) SPECIAL
Load Weight Carried Max Dex Check Penalty Run
Light | 1L || 1 ]
Medium | Il 1 Il |
Heavy I I l I l I | I
Current Total Lift over Lift off the Push or
Load Weight head = ground =x2 Drag =x5
Carried max load max load max load




TRAVELLNG EQUIDODENT

EQUIPCDENT LOCATION  WEIGhT NOCES
ISC TCCADS LOCATION.  WEIGHT NOTES
PLATINUCD (DOVEMENT RATE  (MOVEMENT RACTE
colo WALK (-Base) hOUR WALK
S q
SlVER huscle hour hustle
COPPER RUN (x3) oAU WALK
Cems SPRINT (x4) SpeECIAL
Load Weight Carried Max Dex Check Penalty Run
Light | 1 | || IR
Medium | = | | | x|
Heavy | 1 | || |
Current Total Lift over Lift off the Push or
Load Weight head = ground =x2 Drag = x5
Carried max load max load max load

e |




COUIPQDENT (DAD

CARRIED IN LEFT haND head CARRICD IN RIGHT hAND
Headgear:
Earring:
LOWER LEFT ARCD/DHAND B LOWIER RIGHT ARCD/DAND
Glove/Gauntlet: o Glove/Gauntlet:
Thumb: Thumb:
Index Finger: Index Finger:
Middle Finger: Neck Middle Finger:
Ring Finger: Armour: Ring Finger:
Little Finger: Amulet: Little Finger:
Bracer: Brooch: Bracer:
Bracelet: Other: Bracelet:
Other: Other:
TORSO
UPPER LELT ARG Front: UPPER RIGHT ARM
Sleeve: Front: Sleeve:
Elbow; Front: Elbow:
Shoulder: Front: Shoulder:
ISCELLANEOUS e ISCELLANEOUS
Back:
Back:
Back:
Back:
Back:
UppeRr Lefe Leg LOWER TORSO UPPER RICHT LEG
Thigh: Waist: Thigh:
Knee: Waist: Knee:
Other: Waist: Other:
Waist:
Lower Lerc Leg P LOWER RIGHT LEG
Calf: “faf“: Calf:
Shin: “;aJ_SI: Shin:
Other: R Other:
Waist:
Waist:
LEET FOOT Weapon: RIGHT FOOT
Boot: Weapon: Boot:
Anklet: Weapon: Anklet:
Weapon: Weapon: Weapon:
Weapon: Weapon: Weapon:
Weapon: Weapon: Weapon:
Weapon: Weapon: Weapon:
Sole: Weapon: Sole:
Heel: Groin: Heel:
Toes: Buttocks: Toes:




AOVANCCODENT RECORO

STARTING ABILICY SCORES
SCR OEX CON INC wWws cha

Currenc

Cxpericnce Poincs

Cxpericnee Poines
For Nex Levet

Coral h}) Abilicy

Level  Class Gained Increases  [eacs

Skill Ranks

10

12

13

14

15

16

17

18

19

20

(Discellancous Advancement Noces




CONCACTS, COODPANIONS & CODORTS

Level: Name: Level: Name:
Race: Class: Race: Class:
SCR OEX CON INT WS ChA SCR OEX CON INC WS cha
Modifier Modifier Modifier Modifier Modifier Modifier | | Modifier Modifier Modifier Modifier Modifier Modifier
[Fore ReFlex (@i Fore Refiex (Wi
Save Save Save Save Save Save
brc INICIATIVE brc INICIATIVE
Poines Paircs
Hit Dice: Bonus: Hit Dice: Bonus:
Speed: Speed:
AC: AC:
Attacks: Attacks:
Space/Reach: Space/Reach:
Skills: Skills:
Feats: Feats:
Special Abilities: Special Abilities:
XP: Next Level XP: Next Level
Level: Name: Level: Name:
Race: Class: Race: Class:
SCR. OEX-/CON INC' WS Gha SCR OEX CON 'INE WS Cha
Modifier Modifier Modifier Meodifier Modifier Modifier | | Modifier Modifier Modifier Modifier Modifier Modifier
J-ore ReFlex Wt [Fore ReHex Wit
Save Save Save Save Save Save
hrc INICIACIVE hrc INITIATIVE
Paincs Poinecs
Hit Dice: Bonus: Hit Dice: Bonus:
Speed: Speed:
AC: AC:
Attacks: Attacks:
Space/Reach: Space/Reach:
Skills: Skills:
Feats: Feats:
Special Abilities: Special Abilities:
XP: Next Level X Next Level

10



CONTACTS, COMPANIONS & CONORTS

Level: Name: Level: Name:
Race: Class: Race: Class:
SCR OEX CON INC WIS cha SCR OEX CON INC dIs cha
Modifier Modifier Modifier Modifier Modifier Modifier | | Modifier Modifier Modifier Modifier Modifier Modifier
[Fore ReFex (i Forz ReFex @it
Save Save Save Save Save Save
hic INITT hic
ACIVE NICIATIVE
Painzs Poincs ]
Hit Dice: Bonus: Hit Dice: Bonuos:
Speed: Speed:
AC: AC:
Attacks: Attacks:
Space/Reach: Space/Reach:
Skills: Skills:
Feats: Feats:
Special Abilities: Special Abilities:
XP: Next Level XP: Next Level
Level: Name: ‘Level: Name:
Race: Class: Race: ] Class:
SCR OEA CON INC WS cbA || S DEX CON INC WS Cha
Modifier Modifier Modifier Modifier Modifier Modifier Modifier Mﬁd_iﬂer Modifier Modifier Modifier Modifier
Jrore ReFtex it Jore Reflex (it
Save Save Save Save Save Saye
hic hic 7 |
INICIATIVE INITIATIVE
Poincs ’ c Poinzs
Hit Dice: Bonus: Hit Dice: Bonus:
Speed: Speed:
AC: AC:
Attacks: Attacks:
Space/Reach: Space/Reach:
Skills: Skills:
Feats: Feats:
Special Abilities: Special Abilities:
XP: Next Level XP: Next Level




PhyUSICAL OESCRIPTION

CDARACCTER:

CRUE NADC:

HOMELAND:

RELIGION:

PROFESSION:

ALICNQDENT:

AGC: Gender:

hcight: Panded:

Weighe: Race:

Physical Oescription:

CHARACTER PORTRAIC

Personalicy:

(::ui(ds & Organisacions:

Oeails of Companions & [-amiliars:

| Ocraits of Cnemies & Adversarics:

Lands, Donours & Cicles:

Ocxails of [riends & Concacts:

Octis:

Quortc:

19




PSIONIC ABILICIES

Power Save Jree (Danifescarions :
: . OUWICR | JOMTS
Ability Modifier 0 Level Psionic Powers D D
Psionic Combat: 1d20 + DC Ego Id Mind Mind Psychic
Modifier + Key Ability Modifier Whip Insulation Blast Thrust Crush
Empty Mind +1 -2 +3 -3 -5
Intellect Fortress -2 +1 +0 +6 +4
Mental Barrier -1 +4 -3 +1 ER)
Thought Shield -4 -1 -2 +4 +2
Tower of Iron Will +3 +0 -1 +5 -3
Non-Psionic Buffer -8 -9 +4 -8 -8
Flat-Footed or Out of Power Points +8 +7 +8 +8 +8
Accack (Dodes Oefence Modes
Saving Power Power
Power Level Range Area Duration Throw Resistance Points

Peiotic Potes Och lIsc 2nd 3rd H4ch 5ch 6ch Tch 8ch 9ch

Level
Numéer of Psionic

Powers Known

13



ARCANE SPELLBOOK

Ouracion Save

Range

Time

Caster Cype:
pell Name

7]
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| st
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3rd
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Sch
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Tch

ach

9ch

14
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Spells Per
Oay

chc(
oC

2nd

3rd

Hch

Seh

Tch

8ch

‘CURNING or
REBUKING
ATCEWPTS

3

+

DBase

CDhA
(DodiFicr

Coral

Curning
Jeac
Caken

Ammended
Cocal

LU d et el S e e e T T e T T T I L T PP L L L] Beseass
LLIL L W] T [T L I T T L T T T T T T T T T T T T T T LT T T LT T T LT 1T ) Prepesed

OIVINE SPELLBOOK

| LI LTI T PP T TTTTTTTTTTTT] Serott

EpddNEEEiDNEN

Caster Cype:

Spell Name

Cime Range

Quracion

Save

Clerical Domaing

‘Cranced Dowers

AEEEESCENL'N

16
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OIVINE SPELLBOOK

Cascer Cype:

Spell Name

Cime Range

QOuration

Save

Clerical Domains

‘Cranced PDowiers

S V7, ) 1 U O O 0 0 1 1 O

TAROE. < JAREREET RS IEERENAANEEN TSR TEANERENN R R

(TR et s T ey P I P T B AL AT Ay St

17

Spells Per

OC
g chc{

| st

Geh

Tch

8ch

TURNING or
REBUKRING
ACCCEQIPCS

Basc 3

ChHA
(Modifier

Cocal

Cxera

Curning |
[ear 4

Caken

Armmended
Cocal




SCRONGHOLO OESCRIPTION

Locazion: Size:

Oescripcion:

Special Rooms & [eacures: Croops Doused

Name Size Cost Type Wages Number
Augmencagions Seaff Doused

Name Effect Cost Type Wages Number
(Dagicat Cnhaneemencs Oxher Residencs

Name Effect Cost Type Wages Number
Weapon Crew Damage Rate of Fire Type Structure  Size Hardness Hit Points

18
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MISCELLANEOUS NOTES

NOCCS

20



CHARACTERS LAST WIShES
Lust Ol & Testament O

@/ ; a resident of
being of sound mind and able body and acting without duress. menace, magic mind control, fraud, mistake, undue
influcnce or nefarios forces, do matke public and declare this to my Lt Ul This document supereceds

revokes and overrules any and all ather O ills. Gadicils and arrangements previousty made by my good person

Tomp . . & bequeath my
Comy . , & begqueath my
Comy ' . & begueath my
Comy . ; — : (5’ bequeath my
To my & beguedth the

remainder of my estate, o be divded used or kept & they sec fi
& leave this note of

r@ ”‘Q’
daidvice

Ths mformation has served me well S hope. 1f hecded iaagrres you i cqual good stead
& it 15 possible, 1 the event of my death; formy soul fo B returnicd lo my body to continue my U it should be done only
o the followimg can be quaranteed, '

S it 15 only passible for my soul to be returtied to my body to continue my b under the following conditions then & would

wish lo reman m oblivion

& ds hearchy appount
as legl quardian of

wntil such time av

O do hearhy disinhertt the follveing
Jor the Jollowing recsons

& would wish my epitaph to read as follows

&/ set my name to this last il on this~_ day of
& bear witness to this last O ill on this —— day of

21



+9 /44
+15/410/45 +11 /46 /41
FI0  FITIH214T042 w2 [+ f 42 +8/43

+19/+14748/+4 +14/49/H4

Arcack Rolt (Dodificrs

3 p 10 10 Ibs. :110 Ibs. 21-30 Ibs.
10 16 Ibs. |733 Ibs. 34-50 Ibs. N c higher ground 10
023 hs 2440 s

9 upto30Ibs.  31-60 Ibs. 61-90 Ibs.

15 pt0 66 Ibs.  67-133 Ibs. 134-200 [bs. L
lbs.  7-173 lbs. 174260 Ibs.

19 oto 116 Ibs.  117-233 Ibs, 234-350 bs. nned

21 uptol53lbs. 154-3060bs.  307-460 Ibs.
23 upto200ibs. 201400 Ibs, 401-600 Ibs.
25 '

510 266 Ibs,  267-533 Ibs. 534-800 Ibs.

27 upto3d6lbs. 347-693Ibs.  694-1,040 Ibs.

29 p to 466 Ibs.  467-933 |bs. 934-1.400 lbs.
- Check Core Rulebooks | & Il for more detailed information.




“CHARACTCR QUIRKS

Physiological Quirks

These quirks affect a character's physical body.

Hard of Hearing: A character with this quirk is prone to
speaking too loudly at the wrong moment or suffering minor
penalties (no mare than -1) to their Listen checks.

Impaired Vision: A character whose vision is in someway
impaired 1s not blind. they may merely suffer from colour
blindness. As such they will have difficulty distinguishing
red from green or blue from green.

Missing Limb: A character who is has lost a limb need not
be crippled by this quirk. A character can have lost anything
from a single digit from a single finger or a whole hand.
Reduced Mobility: Characters with this quirk may be unable
to move at their full movement rate, but should suffer no
more than & 3-fi. reduction in their movement. This can be
the result of a pronounced limp.

Vulnerabilities: Characters may suffer from an allergy of
some form, while not lethal this can be uncomfortable.

Personalicy Quirks

These quirks affect how a character interacts with the world.
Bad Tempered: A character who is bad tempered ¢an be
prone to irritability and heated outbursts, even with their
friends.

Cowardly: A character with this quirk is likely © avoid
encounters and situations that they deem harmful at all costs.
Obsessive: Obsessive characters are intapable of getting
over that special goal, person or objective. This can often
mean that these characters will put themselves at unnecessary
risk to fulfil their obsession.

Shy: A character with this quirk can find dealing with others
at best uncomfortable and at worst terrifying. This quirk can
manifest itself in a varying degrees of severity. A character
may simply refuse to speak to strangets or remaye themselves
situations where personal interaction may be required.
Stubborn: Stubborn characters just will not give up, Once

they are set against something very little can sway them.

Behavioural Quirks

These quirks reflect how a character affects the world.
Dependence: A character must partake of a specific substunce
or situation. Without this a character can become withdrawn
and melancholy.

Honesty: A character with this quirk is mcapable of lying.
They will always tell the truth, even if it hurts them directly.
Friends and associates are equally as likely to suffer the
consequences of an associating with an honest character.
Impulsiveness: Impulsive characters are prone fo jumping
into situations without thinking of the consequences of their
actions.

Intolerance: A character with this quirk 1s bigoted towards
those who would oppose their viewpoint or beliefs. They will
treat such people with civil detachment or open violence.
Lecherous: Lecherous characters are unable to resist the urge
to paw or stare at items that nspire their basest cravings.

Use the information above to add depth to your character. Combining the details here with those featured on both the nside
front and inside back covers to generate a character that 1s both well-rounded and multi-dimensional.

Choeosing to incorporate quirks into a character is optional. They are provided here fo add further dimensions to a character

10 elevate them above a collection of numbers and abilities. Even exceptional characters are not without their quirks and

subtle nuances. An average character should have no more than two quirks. Characters with more may find themselves severely
hampered by their own inabilities. As always, any quirks a characters possesses should be discussed with the Games Master.
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ADVANCED CHARACTER BACKGROUNO

[Oiscinceive [-eacures Nazure of Oiscincrive |catures

Number of 15 Your nose is in someway unusual. Roll on the Nose Type Table to determine why
CHA  Features 6-9 Your eyes 15 1n someway unusual. Roll on the Eye Colour Table to determine why
1 Three ] Your mouth is in someway unusual. Roll on the Mouth Type Table 1o find out why.
2-9 Two 11-14  Your ham 15 unusual. Roll on the Subsequent Hair Tables to determine why
10-12  One 15-16 Your have a distinetive scar. Roll on the Scar Location Table to determine why
13-17  Two 17-19  Your voice is in someway unusual. Roll on the Voice Type Table to determme why-
18+  Three 20 Your limbs are unusual Roll on the Limb Type Table to determine why.

Cye Colour Nose Cype Dair Lengeh Voice Type
| Grey 15 Snub Nose 1-5 Shart (Close-Cropped to Shoulder Length ) 1-5 Stutter
23 Girey-Blue 6-10  Straight Nose 6-10  Medium (Shoulder Length to Mid-Back]. 6-10 Musical
4-5 Frosty Blue 11-15  Tumed-Up Nose 11-15  Long (Mid-Back to Hip Length) 11-15  Soft
6-7 Baby Blue 16-20 Hooked Nose 16-20 Very Long (Bevond Hip Length). 16-20  Accent
8-9 Dark Blue
10-11  Blue-Green (Douch Cype Nair Style
12-13  Green 1-5 Overbite 1-2 1d3 braids, hound or looped around head.
14-15  Violet 6-10  Thmn Lips 34 13 brids loose.
16 Amber 11-15  Wide Mouth 5-6 Loose straight hair.
17-18  Brown 16-19  Full Lips 7-8 Loose curly hair,
19-20  Black 20 Small Mouth 9-10  Loovse hair with bangs
11-12  Headband or other ornamentation
Dair Cotour Scar Locagion 1314 1d3 Ponytails
1-2 Silver 1-2 Eye 15-16 Backbun
34 Pale Blond 34 Ear 17-18 Topbun.
56 Ciolden Blond 5-6 Face 19-20  Combination of the above; roll twice.
7-8 Red-Gold 7-8 Hand
9-10  Red 9-10  Arm Current Sicuagion
11-12  Red-Brown 11-12  Leg 1 You are currently unemployed or drifting from place to place.
13-14  Dark Blond 13-14  Foot 2 You are a slave, commoner or otherwise unremarkably employed.
15-16  Light Brown 15-16 Chest 34 You are involved in law enforcement, investigation or espIonage.
17-18  Dark Brown 17-18 Back -6 You are involved in government or other administrative duties.
19-20  Black 19-20  Abdomen 7-8 You are involved in the underworld or black market activities
9-10)  You are involved in business, trade or high finance

Dh)bié.s 11-12  You are a freelancer, going where the money and the work 15,
1 Acrophobia (Fear of heights akin to Vertiga) 13-14 Yoo are involved in crafiwork or construction.
2 Agoraphobia (Fear of open spuces or leaving safety ) 15-16 Youare involved in research or scientific study
3 Agrizoophobia (Fear of wild. undomesticated ammals) 17-18  You are involved in the arts, painting, writing or performing.
R Arachniphobia (Fear of spiders) 19-20  You are involved in military or security organisations.
5 Autophobia (Fear of being alone or in solitude)
6 Aurophobia (Fear of gold) Cloching Scyles Clorhing Colour
7 Claustrophobia (Fear of enclosed spaces) 1-2 Strips of coloured cloth 1 White
8 Hippophobia (Fear of horses) 14 Lo ¢loth 2-3 Brown
9 Haemophobia (Fearing the sight of blood) 5-6 Short Tunic or Dress 45 Beige
] Hydrophobia (Fear of water & drowning) 7-8 Pants with Tume 6-7 Russet
11 Martiophobia (Fear of combat & weapons) 9-10  Panis with Tucked Shint 8 Pale Blue
12 Musophobia (Fear of rodents & vermin} 11-12  Pants with Vest or Halter 9 Dark Blue
13 Nyctophobia (Fear of mght-time & darkness) 13 Breeches with Tucked Shirt 10 Pale Green
14 Ophidiophobia {Fear of snakes) 14 Breeches with Vest or Halter 11 Bottle Green
15 Phenophobia (Fear of supernatural phenomenon) 15 Tights with Tucked Shint 12 Grey
16 Pyrophobia (Fear of fire) 16 Tights with Tunic 13 Black
17 Rabdophobia {Fear of magic, especially wands) 17 One-Piece Suil 1415 Red
18 Teratophobia (Fear of monsters) 18 One-Prece Suit With Tunic 16-17  Gold
19 Toxicophobia (Fear of being poisoned) 19 Long Robe or Dress 18-19  Ycllow
20 Xenophobia (Fear of strangers o foreigners) 20 Knee Length Skirt or Robe with top 20 Purple
Cloching (Dacerials ) [-oorwicar Combine the details gained here with those gathered previously to add
1-5 Leather or Skins 1-5 Mocecasims depth to your character.
6-10  Fur 6-10 Knee Boots
11-15  Linen Woal 11-15  Ankle Boots Discuss vour character details with your Games Master as some of this
16-20  Feathers 16-20  Sandals information may affect your character's actions and impucts on the game.
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