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Welcome to Rolemaster Heroes and Rogues, This work is de-
signed to supply the Gamemaster with an extensive listing of non-
player characters that can be personalized with a single toss of the
dice and used in a number of ways, as opponents or simply as
personalities within his campaign.

The book can also be used to facilitate the players in generating
high-level characters. If the GM desires to start an advanced-level
campaign, the option of choosing one of the characters listed in the
book as a player character easily can be accomplished.

The book is divided into three sections:

(1) Character Generation Conventions (Section 2.0) — a sec-
tion devoted to outlining the method of generating the characters
within this volume, and methods to alter the character if particular
rules are not used. This section will also contain information on
converting Rolemaster stats to other major roleplaying games.

(2) Character Listing (Sections 3,0 to 8.0) — these sections, the
major part of the book, are devoted to the listing of the character
professions covered within this velume. Rolemaster Heroes and
Rogues covers the first, third, fifth, seventh, tenth, fifteenth,
twentieth level characters, including the Fighter, Thief, Rogue,
Warrior Monk, Magician, lllusionist, Alchemist, Cleric, Animist,
Mentalist, Lay Healer, Healer, Seer, Sorcerer, Mystic, Astrologer,
Monk, Ranger, Bard, and the No Profession professions, If this
book is found to be useful to players and GMs, ICE may produce
further character compendiums detailing the various professions
given in the Rolemaster Companions.

All non-spell users have been given two different characters

developed from first to twentieth level. Spell-users have only

one character per profession , but have been given a Primary

Spell List and a Secondary Spell List which allows the GM or

player to choose between the two lists as desired.

(3) Personalizing Charts(Section 9.0) — a section providing a
number of open-ended charts to determine the actual quirks of
the character’s personality, traits, mood, desires, lusts, and
hates, his outlook on life, views of other character professions,
and other mannerisms,

1.1 NOTATION

The material in Rolemaster Heroes and Rogues uses the stan-
dard notation from the Rolemaster products: Arms Law (AL), Spell
Law (SL), Character Law and Campaign Law (ChL&Cal),
Rolemaster Companion I, (RMC I), etc. Those products should be
consulted for specific references.

1.2 DESIGNER NOTES

Rolemaster Heroes and Rogues has been organized both for the
Gamemaster and the player. All of the character listings have been
developed according to the specifications and rules of second
edition Character Law. Each character was developed as a player
character, and any programs orcharacter generators were stringently
avoided, as they often give too much randomness to a character, or
create one that isn’t useable as a PC.

(2. ROLEMASTER HERQES AND ROGUES._
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All the information has been provided to easily play the charac-
ter as either an NPC or as a player character. And as much as
poss1b1e, abbreviations have been avoided, unless the converition
is well-known (e.g., Ivl for level, DB for Defensive Bonus, D100
for rolling percentile dice, etc...).

The character listing will be easily recognized by both player
and GM, allowing for quick recognition of important character
data, freeing the player from referencing a number of other books,
and freeing the GM from a large abbreviation reference, which can
slow a game to a halt when it is necessary to determine unknown
letter combinations (suq‘h as are found in the skills sections) too
often.

I hope you enjoy thlS‘ book as much as I enjoyed creating the
characters (whew!).

Note: For readability purposes, these rules use the standard
masculine pronouns when referring to persons of uncertain
gender. Insuchcases, these pronounsare intended to convey
the meanings: helshe, herthim, etc.

meyet —as.
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The characters in this book were designed using the rules and
specifications listed in the second edition Character Law manual,
though, for those GMs and players still utilizing the older books,
very little has been changed and you should be able to use this
compendium with only slight modifications. What follows is a
breakdown of the methods used in generating the characters within
this compendium.

2.1 CHARACTER
STATISTICS

For each statistic a D100 was tossed both for the temporary and
potential stat, with the option of substituting the profession’s prime
requisites-with 90s, The statistics were generated in order of their
listing, thus stats cound not be placed according to the designer’s
preference (at times this gave-certain professions an interesting
twist to their character — an astrologer with’ 94 Strength, for
example). Any roll, temporary or potential, that generated a score
of 30 or less was re-rolled. If the option of substituting the prime
requisites was chosen, it was allowed to interchange one or both
scores. All statistical bonuses were derived from Section 15,1.3 on
page 38 of Character Law. A more defined breakdown of the stat
bonuses can be found in the Rolemaster Companium I on page 49,
for those who are interested. For each level attained, the character’s
stats were checked for the potential of increasing or decreasing,
using the rules outlined in Section 15.1.2.

Players assuming one of the listed characters may, at the GM’s
option, be allowed to switch scores as desired. As noted above,
many of the characters developed below may have a greater score
in statistics other than their prime requisites. If this is done,
however, note that all the stat bonuses must be re-figured with the
new scores.

2.2 DEFENSIVE BONUS

The Defensive Bonus, listed as DB, for each character can be
found on the Armor Type row. The basic bonus was derived from
the character’s total Quickness stat borius. Next to the score, when
applicable, several modifiers may be found. Modifications to the
DB may come from Adrenal Defense (AD), Tumbling Evasion
(TE), or from ashield (S). These bonuses should be used only when

_the character is using the appropriate skill or a shield.

2.3 MOVEMENT

Movement was determined by using the stat bonuses of
Quickness, then referring to the Movement Rate Chart. In paren-
theses, a second movement score is listed with modifications
already made for the characters' listed height — this may change
depending on the use of the personalizing charts found in section
9.0. Movement information is found next to the Armor Type and
maneuver penalties.
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2.4 BACKGROUNDS

Each character was allowed to have 6 Background options, as
described in Character Law Section 14.2.3 and spent them on
either:

Set Options Category (SOC)

Special Abilities Category (SAC)

Special Items Category (SIC)

Special Status Category (SSC)

Special Wealth Category (SWC)

Skill At Arms (SAA)

Skill At Magic (SAM).

The first six are found in Character Law Section 14.2.3 and the
last two are sections found in Rolemaster Companion I (pages 50«
51), with the latter two charts being restricted to one background
option each, unless a result on either chart generated a 10 or less,
inwhich case an extra roll would be allowed (costing a background

© option, of course). When using the SOC, a character was prohib-
ited from increasing any one stat; that is, it wasn’t possible to use
SOC #5 to increase Quickness 2 points then chose #5 again to
increase it 2 additional points. NOTE, it was permissible to choice
option #5 twice to increase two different stats, If the GM or player
desites to change the character to a different race, he must deduct
a number of options, choosing those listed, in order, on the
character listing, a number of options to which the new race is
allowed (e.g. a Fair Elf receives only 2 options, thus losing the first
four backgrounds listed).

2.5 DEVELOPMENT POINTS
AND SKILLS

Orice the character’s profession had been chosen, first-level
characters wete allowed to expend their development points twice.
These points were not combined, and each “level” was considered
a separate development phase. On the topic of levels, it should be
noted that none of the characters listed in this book have been given
the ability to gain half levels; thus, all skills listed are correct for
their particular level. Each character listed has also been given two
hobbies, each at three ranks, which could be applied to any skill
that has a cost of 20 development points or less. A hobby could be
any skill, but the same skill couldn’t be chosen twice other than
Spell Acquisition for pure spell users or Body Development for
non-spell casters. Those skills given as hobbies are denoted with
a “+” after the skill’s title.

The skills used in this reference have been divided into two basic
divisions. The first set of skills are all skills found in Character Law,
including the Secondary Skills found on page 86. This development
used 100% of the indicated development points allowed for the
character, The second set of skills, designed for all the skills in the
game, gives a 50% bonus of development points to spend on
secondary or tertiary skills found in Rolemaster Companion1l. With
the two sets of skills, then, it is possible to play strictly from
Character Law ot to play with the RMC 1 skills.
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In those instances where a character’s skill is in both sets, such
as Frenzy, the second set of skills will denote only the level bonus
increase. A (**) star will denote the duplication, and the GM or
player should simply add the level bonus to its first listing to
determine its true score (This was done to alleviate confusion when
using both skill sets to determine what the final total of such skills
will be).

To determine the stat bonus for a skill, the optional rule has been
used (ChL Section 15.2.1) (e.g. Riding is based on Em/Ag rather
than simply Em). In determining the stat bonus for a particular stat,
the stat bonuses have been averaged rather than the stats themselves
(i.e., ChL Section 14.1.2 was used). In most cases, Rolemaster
Companion I Table 11.5 was used to reference what stats applied
to each skill, with the exception of Maneuvering in Armor, for
which Strength and Agility were used (as per Character Law), and
the Thrown Weapons Category, which averaged Strength, Agility
and Agility.

The total skill bonus, has been derived from the skill’s rank (skill
level to those of first edition Rolemaster), the stat bonus as de-
scribed above, and any special bonuses, including magic items,
special background options, or a particular event that occurred
during his/her career (each are denoted with a symbol that can be
referenced back to starting background options).

Under the special bonus column is a set of three bonuses within
parentheses. The rules you use will determine which number is
used from the set. The first bonus is gained from the profession’s
inherent combat bonus; this bonus has been added into the total
bonus column. The second number, the first number found within
the parentheses, is derived from Character Law Section 15.7.2 Level
Bonus Table; this bonus has not been added to the total bonus
column. The second number within the parentheses is the bonus
from 11.6 Master Level Bonus Table in RMC 11, this number, too,
has not be calculated into the total skill bonus column.

If you use the basic rules, all skills have been adjusted according
to the character’s beginning items and background options, in-
cluding any combat bonuses attained from his profession. If you
are using the more advanced rules in Section 15.7.2, add the first
bonus within the parentheses to the final score. If you are using
RMCII, the last bonus should be added to the skill’s total bonus.

The second set of skills, used only if you are using Rolemaster
Companion 1, has but one set of option bonuses, found within
parentheses. This bonus should be added in if you are using the
rules set forth in 11.6 Master Level Bonus Table; otherwise ignore
the numbers in the parentheses. The bonuses in the parentheses
have not been added to the total.

2.6 REALMS AND MAGIC

All characters, no matter the profession, have been given a realm
of power and spell points based on the respective stat. This has been
done in case various non-spell casting characters wish to channel
points to other party members. Spell Acquisition has been based on
a non-open ended D100 roll modified by the number of Spell
Acquisition ranks (x5) developed and the respective stat bonus
applied. A total greater than 100 yields a new spell list according
to the rules listed in Spell Law and Character Law.

Any bonus to the spell points (e.g., a spell multiplier) is calcu-
lated in and listed as (*X) next to the score. A spell adder is listed
next to the score as (+X), indicating the number of bonus spells that
can be cast per day.
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2.7 CHARACTER
DESCRIPTIONS

Each character has been given a background story of his ad-
vancement from first to twentieth level. All of the stories have been
drawn from the Shadow World setting, but can easily be adopted
to any world, including the GM’s personal creation.A GM who is
planning to use the stories may wish to purchase one or more of the
following Shadow World books: Jaiman, the Land of Twilight,
Demons of the Burning Night; Star Crown Empire and the Seas of
Fate; Quellbourne, the Land of the Silver Mist; and Kingdom of the
Desert Jewel.

Listed below are the professions, the individual characters'
names, and the Shadow World books that have been used in his/her
story.

[Fighter]

Fre’y CqerQ’: Star Crown Empire and the Seas of Fate
Melkym Daevys: Jaiman, The Land of Twilight

[Thief}

Llyssa Ho’Truda: Jaiman, The Land of Twilight, Quellbourne,
the Land of Silver Mist

Sien Vae’Qru: Quellbourne, the Land of the Silver Mist
[Rogue]

Shamel Hasom: Kingdom of the Desert Jewel

Yath Arakar: Demons of the Burning Night

[Warrior Monk]

Chasini Thalsta: Star Crown Empire and the Seas of Fate
Phrazth Burr: Demons of the Burning Night

[No Profession]

Svekk Myrtaamys: Jaiman, the Land of Twilight
[Magician]

Naev Tamarkus: Star Crown Empire and the Seas of Fate
[THusionist] ’

Ryssa Tyrpal: Star Crown Empire and the Seas of Fate
[Alchemist]

Mosmth Werk: Star Crown Empire and the Seas of Fate
[Cleric]

Dagulus “Dag” Sabor: Kingdom of the Desert Jewel
[Animist]

DradQ’ Yulp’uk: Quellbourne, the Land of Silver Mist
[Healer]

Tammin Duum: Kingdom of the Desert Jewel

[Mentalist]

Shrav Melikai: Star Crown Empire and Seas of Fate; Demons

of the Burning Night

[Lay Healer]

Messa JiQkru: Jaiman, the Land of Twilight

[Seer]

Maug Ki’Poda: Kingdom of the Desert Jewel

[Sorcerer)

AKkila Sojiirn: Demons of the Burning Night

[Mystic]

Fresta Q’Kruulki: Star Crown Empire and the Seas of Fate
[Astrologer]

Delmu Thrank: Star Crown Empire and the Seas of Fate
[Monk]

Riiji Cha’so: Kingdom of the Desert Jewel

[Ranger]

Dalas Saaltak: Tharda, Jaiman, the Land of Twilight
[Bard]

Micki Poolys: Jaiman, the Land of Twilight

L N
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In many of the backgrounds, a land called Tharda is mentioned,
suggesting a place far away from normal travel or trade routes. It
is an island on the very edge of the world, where only a few
adventurers have ever dared to go. It is a place of mystery and
wonders; you may use this locale as a mythical island (e.g.,
Atlantis) or as a place so far off from the beaten track that only the
richest adventurers can ever venture there (via Navigators costing
thousands of gold).

2.8 THE COMMON MAN

All of the character listings have been designed utilizing the
Common Man as theirrace. To change a character’s race is simple;

select the new race, subtracting the appropriate number of back-
ground options as described in Character Law 14.2.3. From the
Pre-Calculated Racial Modifier Chart below, obtain the race
bonus, pre-calculated for the specific skill, and apply it. This bonus
or penalty has already been figured with the Common Man’s bonus
and can be simply added to the character’s total.

That is, a Common Man turned Halfling would gain a +0
modification to Perception, +8 in disarming traps, while attaining
a-13in Adrenal Moves, and so forth. Greater Orcs and Trolls have
not been included, since it is unlikely they would ever become a
player character nor attain any appreciable level in any of the
included professions (save possibly Fighter or Rogue).

PRE-CALCULATED RACIAL MODIFIER CHART

High 1/2 High Fair Half- Lesser Wood High 1/2 High Fair Half- Lesser Wood
Skill Man EIif EIf EIf Dwarf ling Orc EIf Skill Man EIf EIf EINf Dwarf ling Orc EIf
Acrobatics -5 8 8 10 -5 13 - 8 Demon Lore - - 3 3 - - -8 3
Acting 5 5 8 10 -10 -10 -5 5 Detect Traps - - - - - - -10 -
Administration 5 § 5 § -10 -8 -5 3 Diagnostics - - - - - - -8
Adrenal Moves Diplomacy 5 5 5 8 5 -8 -8 3
—Balance 2 -3 -8 6 -6 -16 -1t -1l Directed Spells -5 5 5 5 5 15 - 10
—Landing 2 -3 -8 -6 -6 -16  -11  -11 Direction Sense - - - - - - -8 -
—Leaping 2 -3 -8 6 -6 -16  -11  -11 Disarm Foe 5 5 5 5 5 15 - 10
—QuickDraw 2 -3 -8 -6 -6 -16  -11  -11 Disarm Traps -3 3 3 3 -3 8 -5 5
—Speed 2 3 -8 6 -6 -16 -11 -l11 Disguise 2 3 8 6 6 -16 -11 -11
.| —Strength 2 3 8 6 -6 -16 -11 -11 Distance Run 10 5 - - 15 15 5 -
Advanced Math - - 3 3 - - -8 3 Diving 3 3 -5 -3 - -8 3 -
Adbvertising - - - - - -5 - Divination 6 -6 -11 -11 -3 - -8 -8
Alchemy - - 3 3 . - -8 3 Dowsing - 5 5 120 5 5 5 -
AnimalHandle 5 5§ 8 10 -10 -10 -5 5 Drafting - - 3 3 - - -8 3
Animal Healing - - 3 3 -5 -3 -5 3 Dragon lore - - 3 3 - - -8 3
Animal Training 5 5 8 10 -10 -10 -5 5 Driving 3 8 8 10 -5 13 - 8
Anthropology - - 3 3 -5 -3 -8 3 Drug Tolerance 2 -6 -13 -13 7 - -6 -13
Appraisal - - 3 3 - - -8 3 Duping 10 10 10 15 -10 -15 -5 5
Architecture - - 3 3 - - -8 3 Engineering - - 3 3 - - -8 3
Armor Eval - - - - - - -10 - Faerie Lore - 3 3 - - - -8 3
Astronomy - 3 3 - - -8 3 Falsification -3 -8 -13 -13 O -8 -11 -13
Athletic Games -2 3 5 -4 - - 3 Fauna Lore - 3 3 - - - -8 3
Attunement - - 3 3 -5 -3 -8 3 First Aid -3 3 -11 -11 -6 -1 -11 -1
Basic Math - - 3 3 - - -8 3 Fletching 6 -6 -11 -11 -3 - -8 -8
Beast Mastery 5 5 8 0 -10 -10 -5 5 Flora Lore - - 3 3 - - -8 3
Begging 5 5 8 0o -10 -10 -5 5 Flying/Gliding -5 5 5 5 5 15 - 10
Biochemistry - - - - - - -8 - Foraging - - 3 3 - - -10 3
Boat Pilot 3 3 5 5 3 8 -5 8 Frenzy 3 3 -11 -11 -6 -11 -11  -11
Body Dam Stab -3 -3 -11 -11 -6 -11 -1t -11 Gambling 5 5§ 8 10 -5 -3 -8 5
Body Dev 10 5 - - 15 15 5 0 General Percep - - - - - - -13 -
Brawling - - - - - - -8 - Gimmickry - - - - - - -8 -
Bribery 5 5 5 g8 5 -8 -5 3 Grapplehook -5 5 5 5 -5 15 10 -
Camouflage - - - - - - -8 - Heraldry - - 3 3 - - -8 3
Caving 3 -8 -13 -13 - - -11 -13 Herb Lore 3 3 - - -8 3
Channeling - - - - - - -10 - Herding 5 5 8 10 -10 -10 -5 5
Circle lore - - 3 3 - - -8 3 Hide Item - - - - - - -8
Climbing S5 5 5 5 -5 15 - 10 Horticulture - - 3 3 - - -8
Contortions - -6 -11 -11 -3 - -8 -8 Hostile Envir -6 -6 -11 -11 -3 0 -8 -8
Control Lycan -5 -15 -25 -25 - -15 -15 25 Hypnosis 2 3 -8 6 -6 -16  -11  -11
Cooking 303 3 3 -3 8 -3 5 Iai -3 8 8 10 -5 13 - 8
Crafting 6 -6 -11 -11 -3 - -8 -8 Interrogation -3 3 3 3 -3 8 -3 5
Dance 303 3 3 -3 8 S, 5 Juggling 3003 3 3 -3 8 -5 5
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MODIFIER CHART

High 1/2 High Falr Half- Lesser Wood High 1/2 High Fair Half- Lesser Wood
Skill Man ENf EIf EIf Dwarf ling Orc EN Skill Man Eif EIf EIf Dwarf ling Orc EIf
Jumping -2 . - -3 -6 - 2 San Heal Lore - - 5 s -5 3 -8 5
Lancing 6 2 - - 3 -6 - 2 Sculpting 3 3 3 3 3 8 -5 5
Leadership 5 5§ 5 8 -5 8 -5 3 Scrounge - - - - - - -8 -
LeatherWorkk 3 3 3 3 3 8 3 5 Second Aid 2 -5 1 9 4 -7 -0 7
Lie Perception - - - - - - -8 - Seduction 5 5 8 10 -10 -10 -5 5
Lip Reading - - - - - - -8 - Siege Engineer - - - - - - -8 -
Loading - . 3 3 -5 -3 -5 3 Sense Ambush - - - - - - -8 -
Loc See Open. - - - - - - -8 - Sense Rty Wrp - - A - - - -8 -
Lock Lore - - 3 3 - - -8 3 Set Traps <3 3 3 3 3 8 -3 5
Magical Ritbadt - - 3 3 - - -8 3 Signaling -3 -8 11 -11 0 - -8 -13 -1l
ManInArmer -§ 5 § § - 515 10 Singing s 5 5 8§ -5 -8 -8 .37
MA (Strikingg 8 2 -1 1 .1 -11 - - Silent Kill 3 3 3 3 3 8 -5 5
MA (Sweeps) - -2 3 1] 1 4 1 - 5 Skating 6 -6 -11 -11 -3 - -8 -8
Mapping - - 3 3 - - -8 3 Skiing 6 -6 -11 -11 -3 - -8 -8
Machination -3 3 3 K 8 3 5 Skinning 3 3 3 3 3 8 -5 5
Meditation - - - - - - - . Smithing -2 - - -3 -6 - 2
—~Cleansing ST RS § Y O TS § B S RS B | Spatial LocA. - - - - - - <10 -
—Death 2 3 8 6 -6 -6 -1 -1 Sprinting 5 10 10 15 5 10 - 5
—Healing 23 -3 -1t 11 -6 .11 -1 .11 Statking -5 5 5 5 -5 15 - 10
—Ki 2 3 8 6 -6 -16 -11 .11 Hiding - - - - - - - -
—3Sleep -3 -8 .13 13- - -8 -13 -13 Star Gazing - - 3 3 - - -0 3
—Trance 2 3 8 6 6 -16 -11 .11 Stilt Walking - 5 - -3 - 6 -2
Metal Lore - . - - - - -8 - Stone Crafts 6 -6 -11 -11 -3 - -8 -8
Metal Eval - - - - - - -8 - Stone Eval - - - - - - -8 -
Midwifery 3 3 3 -2 -8 3 - Stone Lore - - 3 3 - - -8 3
Military Org 5 5 s 8 -5 -8 -5 3 Streetwise 5 § 5 8 5 8 -8 3
Mimicry <3 -8 13 13 - -4 13 -13 Stunned Man - -10 20 20 -5 -0 -10 -20
Mimery 6 -6 -11 -11 -3 - -8 -8 Subduing -3 8 8 10 -5 13 - 8
Mining 3 -3 8 8 - 3 -5 -5 Surfing 6 6 -1t -11 -3 2 -8 -8
Missile Aril 333 3.3 8 -5 5 Surgery 2 5 1 71 4 7 -10 -7
Mnemonics -3 8 -1 -1 - -8 -13 -1 Surveillance 3 -8 -13 -13 - -8 -13 -13
Music <3 3 S 5 -8 5 -3 8 Swimming 5 5 5 s -5 15 - 10
Navigation - - - - - - -8 - Symboi Lore - - 3 3 - - -8 3
Painting -3 3 3 3 3 8 -5 3 Tactical Games - - 3 3 - - -8 3
Phil/Religion - 3 3 - - - -8 3 Tactics - - - - - - -8 -
Physics -3 3 - - - -8 3 Tale Telling 5 5 8 10 5 -8 -8 5
Pick Lock 2 2 2 2 -2 5 -5 3 Targeting Skill -3 3 3 3 3 8 -5 5
Pick Pocket <3 3 13 3 3 8 -5 S Tightrope Walk -6 -6 -11 -11 -3 - -8 2
Planetology - - 3 3 3 -3 -5 3 Time Sense - - 3 3 - - 10 3
Play Instrument -3 3 5 5 -3 8 -5 8 Tracking - - - - - - -8 -
Poetic Improv -~ - - - - - - -8 - Trading - - 3 3 5 35 3
Poison Lore -3 3 - - - -8 3 Trade Lore - - 3 3 - - -8 3
Poison Percep - - - - - -8 - Trap Building - - 3 3 -5 35 3
Pole Vaulting - 2 - - -3 -6 - 2 Trickery 3 10 10 15 -8 303 5
Propaganda -3 3 5 3 -8 3 - Tumbling 6 -6 -11 -11 -3 - -8 -8
PublicSpeaking 8§ S5 8 10 -10 -10 -5 5 Tumbling At - 2 - -3 -6 - 2
Racial History - 3 3 - - - -8 3 TumblingEvas -3 8 8 10 -5 13 - 8
Repelling 5 5 5 5 5 - 15 10 2WeapComb § - -5 -5 - -25 - -5
Read Tracks - - - - - - -8 - Use/RemPois -3 3 3 3 3 8 -5 5
Region Lore - 13 3 - - -8 3 - Ventrilogquism -3 -8 -13 -13 - € -13 -13
Roverse Stroke -3 3 3 3 3 -8 -3 5 Ward Lore - - - 3 3 -8 3 -
Riding -3 3 s s -8 5 -3 8 Weather Watch - - 3 3 - - -10 3
Rope Mastery -3 3 5 5 -3 8 -5 8 Weapon Eval - - - - - - -8 -
Rowing 2 - 2 2 5 8 2 - WeaponSkils 5 2 -1 -1 -1 -11 - -
Runes . - 3 3 -5 -3 -8 3 Wood Crafts -3 3 5 5 -8 5 -3 8
Sailing -3 3 3 3 -3 8 -5 5 Yado -3 8 8 10 -5 13 - 8
S ———— : e g+ et TR w2 man e,
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STANDARD RACIAI

MODIFIERS CHART

High 1/2 High Fair Half- Lesser Wood
Stat Man EIf EIf Elf Dwarf ling Orc EIf
St 10 5 - - 5§ 20 5 -
Qu 5 10 10 15 -5 10 - 5
Pr 10 10 100 15 -10 -15 -5 5
In - - - - - 10 -
Em 5 5 .10 5 -5 5 - -
Co 10 5 - - 15 15 5 -
Ag S5 5 5 5 -5 15 - 10
SD 10 20 20 5 -10 -10 -20 -
Me 5 5 - - =10 5 - -
Re - - - - - -5 - -

2.9 ITEMS AND
OBTAINABLES

Each character listed below also will have a number of items
particular to them, which were either gained through a background
option or purchased with money. Further equipment can be gen-
erated by using the tables found in Section 9.0.

Each character was also given a number of items through their
development from 1stto 20th level. It was assumed that these items
were obtained from adventures, combats, and from purchasing
them. They have been added to the character sheet under the title
of New Equipment with all effects listed next to them. The items

"have been kept separate from the skill listings to allow the GM to
either easily add them or ignore them. If the items listed under New
Equipment are used, the GM may opt to disallow players from
generating further equipment, using the charts found in Section
9.0.

A number of items have magical boriuses. For most of the items,
asimple bonus is added to arelated skill or group of skills. For other
items, special magical abilities are presented. All of these abilities
are described thoroughly in Section 9.3. If the GM is not using
particular magical abilities (e.g., using Critical Negation, Slaying
Weapons, etc... ) a suitable substitute ability should be given to the
character.

ABBREVIATIONS
The most commonly used abbreviations are listed here alpha-
betically according to character listings information and general
game terms.

bp
cp
NPC
OB
PC
FRP

gp
ip

27 O e

SOC
SWC
SAC
SAA
SIC

SAM
SSC

CHARACTER LISTINGS

Adrenal Defense Me Memory

Agility PP Power Points
Armor Type Pr Presence
Constitution SD Self-Discipline
Defensive Bonus - Stat Statistic

Empathy St Strength

Intuition S Shield

Level TE Tumbling Evasion

GAME TErMS

bronze piece(s) MA Martial Arts
copper piece(s) Mod Modification
Non-Player Character D100  percentile die roll
Offensive Bonus ‘D Die or dice
Player Character GM Gamemaster
Fantasy Roleplaying Rnd/rd Round

gold piece(s) RR Resistance Roll
iron piece(s) tp tin piece(s)

SymBoL TErMS

Hobby

RMC 11 skill duplication; denotes skill is listed
in Character Law skill section above

1st Special/Background Option

2nd Special/Background Option

3rd Special/Background Option

OTHER TERMS

Set Options Category
Special Wealth Category
Special Abilities Category
Skill At Arms section
Special Items Category
Skill at Magic section
Special Status Category

nd r——
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(Fre i Kur Ku) While the air hummed with well-aimed shots from his Centaur brethren,

1|] e’y was born in 6025 in the obscure northern he cleaved huge gashes into the beast. His worth was even more evident when -
|Jrealm of the G’thal empire known as the the creature plowed through the ranks of Centaur archers into the small hut
1| Trammel Highlands. On night of his birth, an of the stado leader and was about to consume a yearling. From the creature’s
- JFEssence Storm rear the roar of a frenzied highlander echoed in his ears. In a single fluid
raged, whichimpartedstrange & © ~\  motion, Fre’y CqerQ’ bore down on the beast, severing its head from

thoughts and powers into \ ‘ \ its long snaky neck.

Fre’y.

When he was only three sea-
sons old, a long-lasting dispute
between the Ch’quryl village and
the peaceful stado Myllaro erupted
in a short but terribly bloody con-
flict. In the route that ensued for the
highlanders, Fre’y was left fordead
inthe burning village. He was found
by a stado stallion, Stash, and taken
back to the Centaur community It is
unclear why Stashtook ahighlander baby. °
This is where Fre’y lived most of his early
years, and for most of those quiet peaceful
summers he thought of himself as a two-
legged Centaur. At ten years of age,
Stash, now his beloved father, gave him
a marvelously crafted shirt of mail and
anold butusable two-handed sword. Stash
also showed his son the art of ‘Kypo! ' more
commonly known as the Frenzy attack.

LEVEL §

Upon turning fifteen Fre’y left his beloved
 stabo to see the world for himself. He travelled
north through the Elfost and stayed for a sum-
_mer or two with the Folen Elves, enjoying their
wines and songs before continuing northward
and entering the Forbek Steppes, where he jour-
neyed about until he came upon the village of
Borbinak.

LEVEL 7

; Fre’y lived in Borbinak for several years,

/ £” hiring on with the elite mercenary force of

; / / Dren Verone. During those days he saw many

74 small skirmishes and learned more than one way

K to bring a man down. He learned to use a broken

L bottle and a clenched fist, to throwing flailing bodies

and how to kick to bring any man prone. During his

stay, Fre'y built a small cottage on the outskirts of

Borbinak, married a local lass named Thry’shay Olgkqur

(thri she Olkur), and had a sonnamed Grye’Qu CqreQ’ (Gri

ku Kur Ku) and a girl named Lyrsae CqreQ’ (Lirse Kur
Ku).

During one of the many bar busts in Borbinak, Fre’y
broke up adispute between a Dwarf, Drek Stonebeard,
and a dark and dangerous man of unknown origin

and name. After Fre’y had quelled the fight, the

sinister man swore to take revenge on the Dwarf
and Fre’y. Drek was found dead the following
morning; Fre’y returned home to find Thry'shay
laying in a pool of blood, his children gone. His
wife's last words were, “Drethe .... .Imsh’Q.”

Fre’y had never heard the name but he had the intelligence to make
the connection. He later learned that a band of slavers moved
through Borbinak the night before and took on two young slaves.

LEvEL 10

Fre'y spent years searching for his son and daughter and the
sinister black cloaked man named Drethe Imsh’Q. These years were

LEVEL 3

Fre’y learned more than com-
bative skills from his adopted
Centaur family, for although
not well known for its architec-
ture or libraries, the stadohad a
long lasting oratory of history, legends, skills,
and techniques. Fre’y learned about the peoples
of G’thal, their heroes, wars, heraldry, and
history. He listened to the older Centaurs "
recite knowledge not heard in Fydon Fey /
in a thousand years. He absorbed all of
this knowledge and craved even more.

In his thirteenth year he proved his
worth in battle when a Ground Wyvern,
ravenously hungry after a long winter,
slithered out of the Moreg’s Brow and set
upon the stado. Arming himself in chain

and two-handed sword he attacked the the saddest and most desperate for Fre’y, for though his tracking was
beast. , RS superb, he was always a day behind or missed the band of slavers
L and Drethe.
- SN—
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LEVEL 15

Fre’y was now twenty-eight, having searched for more than
seven years for his son and daughter. They were now nearly
fourteen and twelve, respectively. On the night of a hellish Essence
Storm, he entered a small pub in the tiny river town called Crimson
Falls. He sought shelter and warmth, away from the rain and
crackling thunder. As he entered the bar, he saw the biack-cloaked
man of his seven year search. Fre’y looked forward to seeing the
fear in the dark man’s eyes, but when he turned the man saw a
stranger. The sinister man didn’t even remember him; those seven
years were not a hunt but simply a weary lottery that he finally had
won. This angered Fre'y even more, and he struck the man down
in a single blow from behind. More than one slug fell during that
night, for Fre’y had found the secret hideout of the Slavers. After
fighting through waves of twisted daggers and darts dipped in vile
purple poisons, he confronted the slaver’s godfather, and with a
few kindly placed punches the oversized man spilled his guts of
every account he had in the last ten years. With that information,
Fre'y set off for Ordenol Kerg.

LEVEL 20

With ample gold and riches, acquired during a short foray into
anancient citadel located in the bleak wastelands of the Bola, Fre’y
entered the city of Ordenol Kerq and searched for the spice
merchant Impr’Qye (Impra Kiu). In his possession were two
slaves now nearly sixteen years of age, both beautiful beyond
description. Fre’y, paying nearly eight times their worth, bought
their freedom. The son and daughter couldn’t remember their
father or mother, but they did recall, in small snippets of childhood
memory, long summer nights and a man singing ballads of Cen-
taurs and Elves.

£ e s st v e e ._,_,.,,,.,.
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Prof: Fighter. Level: 1. Experience Points: 10,000.
Eyes: Brown. Hair: Brown. Build: Average.
Height: 6'. Weight: 180 1bs. Hits: 29/34.

Realm: Mentalism. Power Points: 0 (+1 §).

St-101 (101); Qu-95 (95); Pr-65 (96); In-74 (79); Em-59 (59);
Co-90 (90); Ag-72 (90); SD-84 (94); Re-43 (70); Me-51 (81).

SR S Level 1 RTINS

Fre’y CqreQ returned to his stado, to see Stash still kicking and
raising a storm with the young mares. The festivities of those first
days will be sung and told for a thousand thousand generations.
There Fre’y again settled down, eventually marrying a young
Elven girl that he encountered in his early years of journeying. His
son went on his own crusades and quests, and his daughter married
a strapping young boy from the Ch’quryl village.

DESCRIPTION

Fre’y is a strong, not overly handsome man, standing a brawny
six feet tall, layered in muscle and sinew. His long brown hair is
unkempt and wild, flowing down to the middle of his back. His
eyes, a deep earthen brown, stare relentlessly outward, scanning
the world around and taking in all that moves and flitters.

He armors himself in a well-knit chain mail shirt that is just a
little to large for him, but has been slit up to his waist on both sides.

"Over his mail he wears aloose fitting leather tunic and a wide, hard

boiled leather belt; a buckle of solid bronze weighing nearly two
pounds clasps the two ends together. Where permissible, he enjoys
wearing short baggy pantaloons that end above the knee. In winter
or colder climates he wears furred pants or leather britches.

Across his shoulder he totes a large and ancient two-handed
sword, notched in more than a dozen places, the edge of which,
honed to near perfection, reflects scintillating beams of multi-hued
light. Along the edge of the blade, runes of an unknown nature are
inscribed. He also uses a large yew bow, that he carries rolled in
oiled sheep skin, and well-crafted arrows hammered from the best
steel. Around his waist, three broad bladed throwing axes rest, tied
with a slip knotto allow easy removal while resisting great jostling.
On his back a small backpack carries a few days' rations, flint and
steel, a small water flask, and a number of small utensils.

e " A—\-M Ai"-»-o-m.
Background Options: SOC-5 +2 points to St; SOC-5 +1 point
to Co, Ag, SD; SAA-72 +15 Co bonus; SAM-19; § Aura (PC
gets 1 additional power point); § SOC-1 +15 to secondary skill
Frenzy; 1 SIC-91 +20 non-magic chain shirt (+15 maneuver/+5
Quickness bonus).

AT: 13; DB: 15; Armor Penalty: 0/0/0. Move: 65.

Stat Special

Skill Rank Bonus Bonus Total
Acrobatics 1 8 0,(0,2) 13
Ambush+ 3 —_ — +/-3
Body Development 4 1.25 0,(3,3) 29/34
Climbing 1 —_ 0,(1,2) 5
First Aid 1 5 0, (0,0) 10
Frenzy 1 5 0, (0,0), 15 25
General Perception 3 — 0, (0,0) 15
Maneuver Chain+ 8 18 0,(0,3),15% 73
Riding 2 —_ 0,(1,1) 10
Swimming 2 —_ 0,(1,2) 10
Thrown Weapon (Axe) 1 12 3, () 17
Two-handed sword 4 23 3, () 43

Stat Special
Skill Rank Bonus Bonus Total
Brawling 3 — 3) 15
First Aid 1 * *¥ 15
Frenzy 1 wx b 30
Heraldry 1 —_ ©0) 5
Herding 2 — (0) 10
Sailing 2 — 2 10
Streetwise 2 — ) 10
Tracking 2 —_— (V)] 10
Trading 1 —_— ) 5

" FREY COERQ), FIGHTER -~ 9]
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Prof: Fighter. Level: 3. Experience Points: 30,000. St-101 (101); Qu-95 (95); Pr-76 (96); In-76 (79); Em-59 (59);
Eyes: Brown. Hair: Brown. Build: Average. Co-90 (90); Ag-79 (90); SD-94 (94); Re-57 (70); Me-56 (81).
Height: 6'. Weight: 185 lbs. Hits: 49/61. < 13- DR: 15- . .
Realm: Mentalism. Power Points: 3 (+1 §). AT: 13; DB: 15; Armor Penalty: 0/0/0. Move: 65.
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank = Bonus Bonus Total
Acrobatics 1 10 0, (0,6) 15 Heraldry 1 — 0) 5
Ambush+ 4 —_ — +/-4 Sailing 2 5 (6) 15
Body Development 8 1.25 0,(9.9 49/61 Brawling 5 3 ©6) 28
Climbing 2 5 0, (3,6) 15 Frenzy 2 ol ok 48
First Aid 3 5 0, (0,0) 10 Herding 2 3 3) 13
Foraging 2 — 0, (0,0) 10 First Aid 3 ok *k 38
Frenzy 3 8 0,(0,0),15% 38 Tracking 3 3 ) 28
General Perception 5 3 0, (0,0) 28 Streetwise 2 5 ) 15
Maneuver Chain+ 12 20 0,(0,9),15¢t 89 Trading 1 —_— ()] 5
Riding 3 3 0,33 18 Cookery 1 3 ()] 8
Rope-mastery 2 3 0, (0,0) 13 Trap Building 1 —_— ) 5
Swimming 3 5 0,(3.,6) 20 Herb Lore 2 —_ (©) 10
Thrown Weapon (Axes) 3 15 9, (0,0) 39
Tracking 2 3 0,(3,0 13
Trading 1 — 0, (0,0) 5
Two-handed sword 8 25 9 (0,0) 74
Weather Watching 1 3 0, (3,0) 8

RO SO LeveL 5 S i T e R T

Prof: Fighter. Level: 5. Experience Points: 50,000. St-101 (101); Qu-95 (95); Pr-86 (96); In-79 (79), Em-59 (59),
Eyes: Brown. Hair: Brown. Build: Average. Co-90 (90); Ag-90 (90); SD-94 (94); Re-68 (70); Me-73 (81).
Height: 6. Weight: 185 Ibs. Hits: 73/91. AT: 13; DB: 15; Armor Penalty: 0/0/0. Move: 65.

Realm: Mentalism. Power Points: 5 (+1 §). . . )
New Equipment: +10 High Steel Two-handed Sword with

extra ‘A’ critical.

Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Acrobatics 1 13 0, (0,10) 18 Armor Evaluation 1 3 ) 8
Ambush+ 4 —_ _— +/-4 Brawling 5 3 (15) 28
Body Development 12 1.25 0, (15,15) 73/91 ~ Cookery 1 ‘5 0) 10
Broad Sword 2 27 15¢-,-) 52 First Aid 3 *ok Hok +15
Climbing 3 10 0, (5;10) 25 Frenzy 2 *k L +10
First Aid 3 8 0, (0,0) 23 Heraldry 1 —_ (1)) 5
Foraging 2 3 0,(5.,5) 13 Herb Lore 2 —_ ) 10
Frenzy 3 8 0,(0,0),15% 38 Herding 2 3 *) 13
General Perception 6 3 0, (0,0) 33 Reverse Stroke 4 5 (15) 25
Long Bow 2 18 15, (-,-) 43 Sailing 2 8 (10) 18
Maneuver Plate 10 23 0, (0,15) 73 Streetwise 2 5 0) 15
Maneuver Chain+ 12 23 0,(0,15),15 ¢ 98 Stunned Maneuvers 4 15 (15) 35
Moming star 2 27 15(--) 52 Tracking 3 *H *k +15
Pike 1 27 15(-,-) 47 Trading 1 ok ok +5
Riding 3 5 0,(5.5) 20 Trap Building 1 -_— ) 5
Rope-mastery 2 5 0, (0,0) 15 Weapon Evaluation 1 3 ()] 8
Swimming 3 10 0, (5,10) 25
Thrown Weapon (Axes) - 3 18 15, (-2 48
Tracking 2 3 0,(5,0) 13
Trading 1 — 0, (0,0) 5
Two-handed sword 12 27 15,(-,-) 96
Weather Watching 1 3 0, (5,0) 8
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Prof: Fighter. Level: 7. Experience Points: 90,000.
Eyes: Brown. Hair: Brown. Build: Average.
Height: 6'. Weight: 190 Ibs. Hits: 98/123.

Realm: Mentalism. Power Points: 14 (+1 §).
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St-101 (101); Qu-95 (95); Pr-96 (96); In-79 (79); Em-59 (59);
Co-90 (90); Ag-90 (90); SD-94 (94); Re-70 (70); Me-81 (81).

AT: 13; DB: 15; Armor Penalty: 0/0/0. Move: 65.

New Equipment: +10 Steel Two-handed Sword with extra ‘A’
critical; 6 applications of Gefnul (heals 100 concussion hits).

g ‘L__t ,_.x\z
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Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Acrobatics 1 13 0, (0,14) 18 Armor Evaluation 1 3 ©0) 8
Ambush+ 6 — — +/- 6 Brawling 5 3 (21) 28
Body Development 12 1.25 0, (21,21) 98/123 Cookery 1 5 (1)} 10
Broad Sword 2 27 21, (-,-) 58 First Aid 3 *x ok +15
Climbing 5 10 0,(7,14) 35 Frenzy 6 *k Fk +30
Disarm Traps 2 8 0, (0,0) 18 Heraldry 1 3 ©) 8
First Aid 3 8 0, (0,0 23 Herb Lore 2 3 ) 13
Foraging 2 3 0,77 13 Herding 2 8 ) 18
Frenzy 3 8 0,(0,0),15% 38 Reverse Stroke 4 5 (21) 25
General Perception 6 3 0, (0,0) 33 Sailing 2 8 (14) 18
Long Bow 2 18 21, (-,-) 49 Streetwise 2 10 (V)] 20
Maneuver Plate 16 23 0, (0,21) 91 Stunned Maneuvers 8 15 @n 55
Maneuver Chain+ 12 23 0,(0.21),15 ¢t 98 Tracking 3 *k **% +15
Maneuver Soft Leather 2 23 0, (0,21) 33 Trading 1 *k ki +5
Moming star 2 27 21, (-,2) 58 Trap Building 1 — ) 5
Pick Locks 2 5 0, (0,0) 15 Tumbling '
Pike 1 27 21, (-,-) 53 Attack 2 23 (21) 33
Riding 7 5 0,(7,7) 40 Evasion 2 13 25 23
Rope-mastery 2 10 0, (0,0) 20 Weapon Evaluation 1 3 )] 8
Swimming 3 10 0,(7,14) 25
Thrown Weapon (Axes) 3 18 21, (-,~) 54
Tracking 2 3 0,(7,0) 13
Trading 1 3 0, (0,0) 8
Two-handed sword 16 27 21, (=) 110
Weather Watching 1 3 0, (7,0) 8
Py e m——— et [ PRI PR, —..\...... 9 —
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Prof: Flghter Level: 10. Experlence Points: 150,000.
Eyes: Brown. Hair: Brown. Build: Average.

Height: 6'. Weight: 191 Ibs. Hits: 120/150.

Realm: Mentalism. Power Points: 21 (+1 §).

St-101 (101); Qu-95 (95); Pr-96 (96); In-79 (79); Em-59 (59);
Co-90 (90); Ag-90 (90); SD-94 (94); Re-70 (70); Me-81 (81).

AT: 18; DB: 15; Armor Penalty 5/10/20 Move' 65.

New Equipment: +10 High Steel Two-handed Sword with
extra ‘A’ critical; 6 applications of Gefnul (heals 100 concus-
sion hits); +15 Enchanted Steel Breast Plate and Greaves (+15
against Minimum Maneuver Modifiers).

Stat Special

Skill Rank Bonus Bonus Total
Adrenal Moves

Strength 1 15 0, (0,0) 20

Speed 1 15 0, (0,0 20

Balance 1 15 0, (0,0) 20

Leaping 1 15 0, (0,0) 20

Landing 1 15 0, (0,0) 20
Acrobatics 1 13 0, (0,20) 18
Ambush 9 — —_ +/-9
Body Development 12 1.25 0, (30,30) 120/150
Broad Sword 3 27 30, (--) 72
Climbing 5 10 0, (10,20) 35
Disarm Traps 2 8 0, (0,0) 18
First Aid 3 8 0, (0,0) 23
Foraging 2 3 0, (10,10) 13
Frenzy 3 8 0,(00),15% 38
General Perception 9 3 0, (0,0) 48

Long Bow 3 18 30, (-,-) 63
Maneuver Chain+ 12 23 0,(0,30), 15 98
Maneuver Plate 25 23 0, (0,30) 148
Maneuver Soft Leather 2 23 0, (0,30) 33
Moming star 3 27 30, (0,0) 72
Pick Locks 2 5 0, (0,0) 15
Pike 1 27 30, (--) 62
Riding 7 5 0, (10,10) 40
Rope-mastery 2 10 0, (0,0 20
Stalk & Hide 3 13/15 0, (0,0) 28/30
Swimming 3 10 0, (10,20) 25
Thrown Weapon (Axes) 4 18 30, (-,-) 68
Tracking 2 3 0, (10,0) 13
Trading 1 3 0, (0,0) 8
Two-handed sword 22 27 30, (-,-) 129
Weather Watching 1 3 0, (10,0) 8
(Level 10 continued on next page)
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Skill

Armor Evaluation
Brawling
Contortions
Cookery
Detecting Traps
Direction Sense
First Aid

Frenzy

Heraldry

Herb Lore
Herding

Locate Secret Opening

Stat

Rank Bonus

1

I ot e e N

—
—

1
2
2
1

3
3
13

Special
Bonus
)
(30)
(20)
)
(V)]
0)

sk
Kk

(V)
)
(10)
(W]

Total

28
18
10
10

+20
+52

13
18
8

Poison Perception 1 3 ()] 8
Reverse Stroke 7 5 30) 40
Sailing 2 8 20) 18
Sense Ambush 1 3 0) 8
Silent Kill 3 8 (10) 23
Streetwise 2 10 ) 20
Stunned Maneuvers 11 15 30) 67
Tracking 4 *k ** +20
Trading 1 **k *k +5
Trap Building 1 — ©) 5
Tumbling

Evasion 5 13 (30) 38

Attack 5 23 30) 48
Weapon Evaluation 1 3 0) 8
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Prof: Fighter. Level: 15. Experience Points: 300,000.

Eyes: Brown. Hair: Brown. Build: Average.
Height: 6'. Weight: 196 Ibs. Hits: 120/150.
Realm: Mentalism. Power Points: 31 (+1 §).

St-101 (101); Qu-95 (95); Pr-96 (96); In-79 (79); Em-59 (59);

W T LEVEL 15 & il s i it e T

AT: 18; DB: 15; Armor Penalty: 5/10/20. Move: 65.

New Equipment: +20 Mithril Two-handed Sword with extra ‘C’
critical and Wyvem Slaying; 6 applications of Gefnul (heals 100
concussion hits); +15 Enchanted Steel Breast Plate and Greaves with
50% negation to Head Criticals).

Co-90 (90); Ag-90 (90); SD-94 (94); Re-70 (70); Me-81 (81). Spell List: .
Self-Heal 1-5. .(Open Mentalism List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Animal Handle (Horse) 3 8 (V) 23
Strength 4 15 0, (0,0) 35 Armor Evaluation 1 3 ) 8
Speed 3 15 0, (0,0) 30 Athletic Game (Hurdle) 5 20 (30) 45
Balance 3 15 0, (0,0) 30 Brawling 5 3 ©) 28
Leaping 3 15 0, (0,0) 30 Contortions 1 13 (30) 18
Landing 4 15 0, (0,0) 35 Cookery 1 5 ) 10
Acrobatics 1 13 0, (0,30) 18 Detecting Traps 1 5 ) 10
Ambush+ 12 — _ +/-12 Direction Sense 1 3 ) 8
Body Development 12 1.25 0, (45.45) 120/150 Distance Running 3 25 (30) 40
Broad Sword 3 27 45, (-,-) 87 Drug Tolerance 2 20 ) 30
Climbing 5 10 0, (15,30) 35 First Aid 4 *k *k +20
Disarm Traps 2 8 0, (0,0) 18 Frenzy 11 Ak *k +52
First Aid 3 8 0, (0,0) 23 Heraldry 3 3 ©) 18
Foraging 2 3 0, (15,15) 13 Herb Lore 2 3 ()] 13
Frenzy 9 8 15% 68 Herding 2 8 15 18
General Perception 12 3 0, (0,0) 57 Jumping 3 23 30) 38
Long Bow 3 18 45, (-,-) 78 Locate Secret Opening 1 3 0) 8
Maneuver Plate 25 23 0, (0,45) 148 Poison Perception 1 3 ©0) 8
Maneuver Chain+ 12 23 0,(0,45),15 ¢ 98 Reverse Stroke 7 5 (45) 40
Maneuver Soft Leather 2 23 0, (0,45) 33 Rowing 2 25 (30) 35
Martial Arts Sailing 2 8 (1)) 18
Striking R-1 3 27 45, (-,-) 87 Sense Ambush 1 3 ()} 8
Throws R-1 3 18 45, (-,-) 78 Silent Kill 3 8 (15) 23
Morning star 3 27 45, (-,-) 87 Smithing
Pick Locks 2 5 0, (0,0) 15 Armorer 1 23 ©0) 28
Pike 1 27 45, (-,-) 77 Blacksmith 1 23 () 28
Riding 10 5 0, (15,15) 55 Fire Starter 1 23 ) 28
Rope-mastery 2 10 0, (0,0) 20 Iron Smith 1 23 ©0) 28
Spell Acquisition 1 15 0, (0,0) - Weapon Smith 1 23 ©) 28
Stalk & Hide 3 13/15 0,(0,0) 28/30 Streetwise 2 10 ()} 20
Swimming 3 10 0, (15,30) 25 Stunned Maneuvers 16 15 45) 77
Thrown Weapon (Axes) 4 18 45, (-,-) 83 Tracking 4 Ak ok +20
Tracking 2 3 0, (15,0) 13 Trading 1 *k ok +5
Trading 1 3 0, (0,0) 8 Trap Building 1 _ 0) 5
Two-handed sword 32 27 45, (--) 153 Tumbling
Weather Watching 1 3 0, (15,0) 8 Attack 15 23 45) 83
Evasion 8 13 “45) 53
Weapon Evaluation 1 3 [(®)] 8
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Prof: Fighter. Level: 20. Exp Points: 500,000.

Eyes: Brown. Hair: Brown. . Build: Average.

Height: 6'. Weight: 196 Ibs. Hits: 120/150.

Realm: Mentalism. Power Points: 41 (+1 §).

St-101 (101); Qu-95 (95); Pr-96 (96); In-79 (79); Em-59 (59);
Co-90 (90); Ag-90 (90); SD-94 (94); Re-70 (70); Me-81 (81).

AT: 18; DB: 15; Armor Penalty: 5/10/20. Move: 65.

N LEvEL 20 e o o o e T

New Equipment: +20 Mithril Two-handed Sword with extra
'C' critical and Wyvern Slaying; 6 applications of Gefnul (heals
100 concussion hits); +15 Enchanted Steel Breast Plate and
Greaves with 50% negation to Head Criticals (+15 against
Minimum Maneuver Modifier); Amulet of Orientation (never
needs to make orientation rolls and +15 bonus to Stunned
Maneuvers).

Spell List:
Self-Heal 1-5......ocovevvrivirnrnrcrennnnas (Open Mentalism List)
Brilliance 1-5 ......ccoveevervenieenienrenineene (Open Mentalism List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Animal Handle (Horse) 3 8 0) 23
Strength 14 15 0, (0,0) 73 Armor Evaluation 1 3 (V)] 8
Speed 3 15 0, (0,0) 30 Athletic Game (Hurdle) 5 20 (40) 45
Balance 3 15 0, (0,0) 30 Beast Master (Wyvern) 1 8 (20) 13
Leaping 3 15 0, (0,0 30 Brawling 5 3 (60) 28
Landing 4 15 0, (0,0) 35 Contortions 6 13 (40) 43
Acrobatics 1 13 0, (0,40) 18 Cookery 1 5 ©0) 10
Ambush+ 17 —_ — +-17 Detecting Traps 1 5 ©0) 10
Body Development 12 1.25 0, (60,60) 120/150 Direction Sense 1 3 ) 8
Broad Sword 3 27 60, (-,-) 102 Disguise 2 15 ©0) 25
Climbing 10 10 0, (20,40) 60 Distance Running 3 25 (40) 40
Disarm Traps 2 8 0, (0,0) 18 Drug Tolerance 2 20 ) 30
First Aid 3 8 0, (0,0) 23 Duping 3 15 ©) 30
Foraging 2 3 0, (20,20) 13 First Aid 4 ** * +20
Frenzy 14 8 15§ 81 Frenzy 11 *k *x +52
General Perception 17 3 0, (0,0) 67 Heraldry 3 3 ) 18
Long Bow 3 18 60, (-,-) 93 Herb Lore 2 3 ©) 13
Maneuver Plate 25 23 0, (0,60) 148 Herding 2 8 20) 18
Maneuver Soft Leather 2 23 0, (0,60) 33 Hypnosis 1 15 ) 20
Maneuver Chain+ 12 23 0, (0,60), 15+ 98 Jumping 3 23 (40) 38
Martial Arts Locate Secret Opening 6 3 ) 33
Striking R-1 3 27 60, (-,-) 102 Meditation
Throws R-1 3 18 60, (-,-) 93 Healing 1 8 0) 13
Morming star 3 27 60, (-,-) 102 Midwifery 1 3 ) 8
Pick Locks 2 5 0, (0,0) 15 Military Organization 2 8 ©0) 18
Pike 1 27 60, (-,-) 92 Poison Perception 1 3 ©) 8
Riding 10 5 0, (20,20) 55 Reverse Stroke 7 5 (60) 40
Rope-mastery 2 10 0, (0,0) 20 Rowing 2 25 (40) 35
Signaling 5 10 0, (20,0) 35 Sailing 2 8 40) 18
Stalk & Hide 13 13/15 0, (0,0) 69/71 Sense Ambush 11 3 (V) 55
Swimming 8 10 0, (20,40) 50 Silent Kill 3 8 20) 23
Thrown Weapon (Axes) 4 18 60, (-,-) 98 Smithing
Tracking 2 3 0, (20,0) 13 Armorer 1 23 (V)] 28
Trading 1 3 0, (0,0 8 Blacksmith 1 23 ) 28
Two-handed sword 42 27 60, (-,-) 173 Fire Starter 1 23 ) 28
Weather Watching 1 3 0, (20,0) 8 Iron Smith 1 23 ©0) 28
Weapon Smith 1 23 0) 28
Streetwise 2 10 ) 20
Stunned Maneuvers 21 15 (60) 86
Tactics 2 3 ) 13
Tracking 4 ** *x +20
Trading 1 *k ** +5
Trap Building 1 — ) 5
Tumbling
Attack 20 23 (60) 93
Evasion 8 13 ©60) 53
Weapon Evaluation 1 3 ) 8
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_ ( 'Malkiim Deviis) He explored the island thoroughly, hoping to find a stand of trees old

elkym was born in 6040 off the coast of enough to make araft. All the trees on the island, however, were young

' Jaiman, near the peninsula of Xa-Ar, in what saplings or brush. Melkym was about to resign himself to living on the

might have been called a pirate vessel. He was island forever when he found a black obelisk. Upon touching it, he made

son to the captain, whose ineptitue as a sea- an amazing attunement to the object. A Navigator from legend appeared

man was surpassed only by his ineptitude as a Fighter and a in front of . him. The stony, stoic sailor of the Essence asked for
Rogue. His mother was the cook and many of the ship's Melkym’s intended destination and terms of payment. Frightened,
sailors would have preferred to drink the sea water than her Melkym blurted out the first thing to come to mind — Haalkitane —
soup. With this sort of beginning, one might think that which was strange since he had never been there, and had heard of it
Melkym would be doomed to the fates of the currents and perhaps once. For payment, Melkym offered the hundreds of gold ingots

that he had found in the tomb. He had left them since they were worth
little to him at the time, but he retrieved them quickly and presented
them to the surprised Navigator. With that much gold offered, the
old man hurriedly allowed him to saddle into his sky machine:
Within minutes, the young pirate turned adventurer found himself
at the gates of Haalkitane.

‘very’ undefended ships.
But for luck or curse, Melkym'’s father mistook the /g \
cape of Lyaran for the island of Ulor, rounding his ship ) A
square into troubled waters. That day the sea took
many lives, but Melkym — a proficient swimmer —
managed to get away from the swirling vortex
that had swallowed what was once his home.
He swam for more than a day, resting peri-
odically on a bale of contraband Tukamur
leaves. '
During his briefrests, he had dream
of six helms of incredible power, M
one with the motif of a griffin, on h

‘ LEVEL §
#  For the next several years, Melkym served in a
B number of military guilds or small military guard
units. Growing weary of that life, he sought to leave
\the grey-masked province of Haalkittane. On the
\ eve of leaving the city, he met up with a grim-faced
dwarf named Lacxt Blacktoe. After sharing sev-
eral draughts with him, the dwarf began to tell
Melkym of treasure beyond belief and magical
baubles that would turn the six helms of power
into charm ornaments for a provincial princess.
With his ears burning from rum and mead,
Melkym listened on. Before he knew what he
‘was doing, he had signed a contract to become
one of a band of seven adventurers traversing
¢/into the lost catacombs of Haalkitane.
Of the seven that entered the black under-
‘world of the catacombs, only three returned:
acxt, Melkym, and a young woman called
L lyssa. It was with her skills that the brave ad-
J’ venturers were able to penetrate so deeply into the
&4 fortified labyrinths of the undead world. From the
" treasure and booty that they brought back, which was
" estimated to be worth thirty or forty thousand gold,
Melkym became a hero overnight.
\\ ) \

with that of a winged horse, an-
other of a sea dragon, one with
powerful wings like that of a
Wyvem, another of a ﬂammg bird, §

such as are found on Unicorns. The
" dreams persisted and he felt a voice
inside him tell of their many secrets
and powers. Each time he would rouse §) \ \\
from the rest more refreshed than the'\\ \
time before. Eventually he managed
ground himself on a small island, not-
ing that his hair now clung to nearly his
elbows, and his wet, shivering body was
water logged, yet deeply tanned.

LEVEL 3

On the island he found a crypt of an
ancient king, and though his eyes for
written tongue were lacking, he gained
small bits of knowledge from its walls
and many glyphs. The mausoleum /,
dated back to 6231, the old calendar,
where knights of the Dominion Wars
came to rest for eternity. From their - ] ¢ , \
graves, Melkym obtained a new N ) q 1
breastplate, a marvelous helm, Y

\
and a yew bow that still had % /” ' LeveL 10
drawing power even after thou- ’\l \ Melkym always seemed to have enough golden and

sands of years in a crypt. X magical items to get him to his next, newest far flung
locale. He spent more than twenty years searching the
il world for adventure and fame, and as he did the legend
of Melkym Daevys spread to every corner of the known

W ¥ LEVEL 7

\»\ For years he travelled all across the great world of
) Kulthea, using magical trinkets and baubles as pay-
ment to the Navigators. On these visits to places like
Aranmor, G’Thal, Gethryn, and Tharda, he found
adventure galore.

~
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LEVEL 15

In the year 6075 Melkym retired to a small chain of archipelago
islands far out beyond the farthest known island, to a small set of
green dots called Tharda. The small island chain traded with a
number of other islands far to the east and north for various luxury
items including textiles, rare spices and herbs, and glassware. In
return, Tharda sent ampules of rare fish oils, whale blubber, and
processed seaweed and sea grass (used in creating blue, green, and
yellow dyes).

In this far, forgotten realm, Melkym set up his castle and keep.
With boxes of glittering gems, gold, and magical treasures, he
brought the luxuries of the four corners of Kulthea to him, with the
help of the Navigators, who by this time knew him by sight. It was
even rumored, though never proven, that the Navigators actually
set up a special crew just for Melkym’s tours around the globe.

From the ranks of the nobility of Tharda he married the most
beautiful woman of the isles. Once his queen, she bore Melkym
four sons and three daughters. For more than twenty years the
legends of Tharda and its king spread to every inn and pub where
sailors came to drink and carouse.

LEVEL 20
As Melkym grew older, entering his late fifties, he grew sick of
Tharda and their petty quarrels of fish rights and net cuttings, His
sons, in their twenties, were eager to take rule of the tiny empire.

&:.:4:::‘.::::'.:::.:.::::"r::‘--u-.—,u.’-:.:{-.{-.:..:u “ -—\—-0\'0“
Prof: Fighter. Level: 1. Experience Paints: 10,000.
‘Eyes: Brown. Hair: Black. Build: Average.
Height: 5°7". Weight: 157 Ibs. Hits: 50/55.

Realm: Channeling. Power Points: 0.

St-97 (98); Qu-95 (95); Pr-53 (65); In-65 (65); Em-41 (41);
Co-90 (90); Ag-84 (91); SD-86 (94); Re-34 (57); Me-44 (44),

SR -—"§v"~ ——v-“:} LEVEL 1 L,_h 'L-:—-"x' . P ‘---J.'-.u_‘_\_-

On what he figured was close to his sixtieth birthday, Melkym held
a huge feast, breaking his empire into seven equal-sized portions,
giving one to each child and handing down all rights to govern
Tharda. Sometime that night, he took his wife to a Black Obelisk,
specifically designed for him by the Navigators, and disappeared.
No one knows where the great adventurer disappeared to, only that
every now and then news of his adventures filter in from the most
distant unsettled parts of Kulthea.

DESCRIPTION :

Melkym is a short warrior of average build, with cascading
black hair and earth -tone eyes. He stands about five foot, seven
inches and weighs 167 pounds. He tends to wear loose-fitting shirts
and pantaloons, and favors scarlet or purple in color. If he ventures
out socially, he also tends to wear scarfs and bandanas. He likes
visible riches such as rings, brooches, necklaces, and perfumes. He
is known to wear as many as seven rings on his fingers at once.

Melkym seems to cast the shadow of a luckless vagabond,
almost ludicrous in appearance. Aside from his constant brushing
of long strands of black hair out of his eyes, he also trips over his
own feet, giving the demeanor of a simpleton. It is assumed that
some of this is an act, since Melkym is also known for a number of
daring exploits.

The Fighter sports a well oiled broadsword and longbow and
wears a black breast plate.

T

Background Optlons SOC 5 +2 points to St; SOC 2 +10 to
Bows 1; SOC-1 +15 to Tracking; SAA-30 Animal Friend;
SWC-71 50 gps; SIC-55 +10 Helm of missile protection:
Reduces missile criticals by 10.

AT: 5; DB: 15; Armor Penalty: 0/0/0. Move: 65 (60).

Stat Special » Stat Special

Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Ambush+ 5 — —_ +/-5 Boat Pilot 2 3 0) 13
Body Development 4 —_— 0,(3,3) 50/55 Brawling 2 — 3) 10
Broad Sword 3 15 3, (=) 33 Navigation 2 — ) 10
Climbing 2 5 0,(1,2) 15 Reverse Stroke 2 3 3) 13
Dagger 2 15 3, () 28 Rope Mastery 2 3 0) 13
Long Bow+ 7 10 3,(-"), 10 T 73 Signaling 2 6 0) 16
Maneuver Soft Leather 2 13 0,(0,3) 23 Stunned Maneuvers 2 10 3) 20
Maneuver Plate 3 13 0, (0,3) 28 Tactics 4 —_ () 20
Martial Arts

Striking R-1 1 12 3, () 23
Riding 2 3 0, (1,1 13
Swimming 2 5 0, (1,2) 15

T T MELKYMDAEVYS, FIGHTER . - .15 |
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Prof: Fighter. Level: 3. Experience Points: 30,000. AT: 17; DB: 5; Armor Penalty: 24/0/10. Move: 65 (60).

Eyes: Brown. Hair: Black. Build: Average. New Equipment: +5 Low Iron Breast Plate with a 10%
Height: 5°7". Weight: 157 Ibs. Hits: 70/77; nogation to Chest Critioas. ’

Realm: Channeling. Power Points: 0.

St-96 (98); Qu-95 (95); Pr-63 (65); In-65 (65); Em-41 (41)
Co-90 (90); Ag-91 (91); SD-94 (94); Re-54 (57); Me-44 (44).

Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Ambush+ 6 — — +/-6 Boat Pilot 2 5 (1)} 15
Broad Sword 7 16 9, (-,-) 60 Brawling 5 _ 9) 35
Climbing 3 10 0, (3.,6) 25 Navigation 4 —_ 0 20
Dagger 4 16 9, (-,-) 45 Reverse Stroke 5 5 ()] 26
Frenzy 2 8 0, (0,0) 18 Rope Mastery 2 5 (V)] 15
Long Bow+ 11 14 9,(-,),10% 85 Signaling 4 8 0) 28
Maneuver Plate 10 16 0, (0,9) 66 Stun Maneuvers 3 15 9 30
Maneuver Soft Leather 2 16 0, (0,9) 26 Tactics 7 —_— (0) 35
Martial Arts
Strikes R-1 3 16 9, (--) 40
Riding 3 5 0,(3,3) 20
Subdue 1 13 0,(0,9) 18
Swimming 3 10 0,(3,6) 25
Tracking 2 — 0,(3,0),15§ 25
&;-‘-:&--s—-— Mmumom&ﬁmﬂ ‘--.-1 -...-u\v‘~ ——-&—3 LEVEL 5 o : g
Prof: Fighter. Level: 5. Experience Points: 50,000. St-98 (98); Qu-95 (95); Pr-65 (65); In-65 (65); Em-41 (41);
Eyes: Brown. Hair: Black. Build: Average. Co-90 (90); Ag-83 (91); SD-94 (94); Re-57 (57); Me-44 (44).
Height: 5°7". Weight: 157 Ibs. Hits:105/116. AT: 19; DB: 0; Armor Penalty: 35/30/30. Move: 65 (60).

- Realm: Channeling. Power Points: 0. .
New Equipment: +20 Black Alloy Breast Plate.

: Stat Special Stat Special

Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Ambush+ 8 — — +/-8 Boat Pilot 2 3 ) 13
Broad Sword 10 18 15, (-,7) 83 Brawling 7 — (15) 35
Climbing 5 5 0, (5,10) 30 Navigation 5 — ) 25
Dagger 6 18 15, () 63 Reverse Stroke 9 3 (15) 48
First Aid 1 8 0, (0,0) 13 Rope Mastery 2 3 ) 13
Foraging 1 — 0, (5,5) 5 Signaling 6 8 ©) 38
Frenzy 4 8 0, (0,0) 28 Stun Maneuvers 5 15 as) 40
Long Bow+ 13 12 15, (--), 10 93 Tactics 9 — (V)] 45
Maneuver Soft Leather 2 16 0, (0,0) 26
Maneuver Plate 18 16 0, (0,15) 106
Martial Arts

Striking R-1 4 18 - 15,(-) 53
Riding 3 — 0,(5,5) 23
Subdue 3 10 0, (0,15) 25
Swimming 4 5 0, (5,10) 25
Tracking 2 — 0,(5,0),158§ 25
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Prof: Fighter. Level: 7. Experience Points: 90,000.

Eyes: Brown. Hair: Black. Build: Average.

Height: 5°7". Weight: 157 lbs. Hits:120/132.

Realm: Channeling. Power Points: 0.

St-98 (98); Qu-95 (95); Pr-65 (65); In-65 (65); Em-41 (41);
Co0-90 (90); Ag-88 (91); SD-94 (94); Re-57 (57); Me-44 (44).
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AT: 19; DB: 0; Armor Penalty: 35/30/30. Move: 65 (60).

New Equipment: +20 Black Alloy Breast Plate; The Ring of
the Clenched Fist (Daily I item, Concentration II, Monk Base
List; +20 to any Maneuver) +10 to Martial Arts Striking OB.

Stat Special Stat Special

Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Ambush+ 10 — — 10 Boat Pilot 2 3 ()] 13
Broad Sword 12 18 21, (-,-) 93 Brawling 11 — (21) 52
Climbing 7 5 0,(7,14) 40 Navigation 7 —_ (1)} 35
Dagger 8 18 21, (-,-) 79 Reverse Stroke 11 3 (21) 55
First Aid 3 8 0, (0,0) 23 Rope Mastery 4 3 ©) 23
Foraging 3 — 0,(7,7) 15 Signaling 8 8 0 48
Frenzy 7 8 0, (0,0) 43 Stun Maneuvers 7 15 21 50
Long Bow+ 15 12 21, (-,-), 10 T 103 Tactics 9 — ©) . 45
Lt Crossbow 1 12 21, (--) 39
Maneuver Plate 20 16 0, (0,21) 86
Martial Art

Striking R-1 6 18 21, (-,-) 69
Rapier 2 18 21, (-,-) 49
Riding 6 3 0,(1,7) 33
Rowing 1 20 0, (0,14) 25
Soft Leather 2 16 0, (0,21) 26
Subdue 4 10 0, (0,15) 30
Swimming 4 5 0,(7,14) 25
Tracking 3 — 0,(15,0), 15§ 30
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Prof: Fighter. Level: 10. Experience Points: 150,000.
Eyes: Brown. Hair: Black. Build: Average.

Height: 5°'7". Weight: 157 1bs. Hits: 120/132.

Realm: Channeling. Power Points: 0. '

St-98 (98); Qu-95 (95); Pr-65 (65); In-65 (65); Em-41 (41);
Co-90 (90); Ag-91 (91); SD-94 (94); Re-56 (57); Me-39 (44).

AT: 19; DB: 0; Armor Penalty: 35/30/30. Move: 65 (60).

New Equipment: +20 Black Alloy Breast Plate; The Ring of
the Clenched Fist (Daily I item, Concentration II, Monk Base
List; +20 to any Maneuver) +10 to Martial Arts Striking OB;
+15 White alloy Broad Sword with a ‘B’ Extra Critical on Same
Roll.

Stat Special

Skill Rank Bonus Bonus Total
Ambush+ 13 — _ +-13
Broad Sword 15 20 30, (-,-) 110
Climbing 10 10 0, (10,20) 60
Dagger 12 20 30, (-,-) 104
First Aid 3 8 0, (0,0) 23
Foraging 3 —_ 0, (10,10) 15
Frenzy 10 5 0, (0,0) 55
General Perception 5 —_ 0, (0,0) 25
Long Bow+ 20 15 30,(--), 10 T 125
Lt Crossbow 4 15 30, (-,-) 66
Maneuver Plate 20 18 0, (0,30) 118
Maneuver Soft Leather 2 18 0, (0,30) 28
Rapier 2 20 30, (=) 60
Riding 9 5 0, (10,10) 50
Rowing 1 20 0, (0,20) 25
Subdue 5 13 0, (0,30) 38
Swimming 7 10 0, (10,20) 45
Tracking 3 — 0,(10,0),15 § 30
Martial Arts

Striking R-1 9 20 30, (-,-) 95

Stat Special
Skill Rank Bonus Bonus Total
Appraisal 3 — ©) 15
Boat Pilot 5 5 ) 30
Brawling 13 — 30) 56
Disarm Foe Armed 4 10 (30) 30
Navigation 9 — ©0) 45
Reverse Stroke 14 5 30) 63
Rope Mastery 4 5 ) 25
Siege Engineer 2 — ©) 10
Signaling 11 8 ) 60
Stunned Maneuvers 10 10 (30) 60
Tactics 10 — (V)] 50
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Prof: Fighter. Level: 15. Experience Points: 300,000.
Eyes: Brown. Hair: Black. . Build: Average.

Height: 5°7". Weight: 157 Ibs. Hits:120/132.

Realm: Channeling. Power Points: 0.

St-96 (98); Qu-95 (95); Pr-65 (65); In-65 (65); Em-41 (41);
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AT: 19; DB: 0; Armor Penalty: 35/30/30. Move: 65 (60).

New Equipment: +20 Black Alloy Breast Plate; The Ring of
the Clenched Fist (Daily I item, Concentration II, Monk Base
List; +20 to any Maneuver) +10 to Martial Arts Striking OB;

+15 White Alloy Broad Sword with a ‘B’ Extra Critical on

C0-90 (90), Ag-91 (91); SD 94 (94); Re-57 (57); Me-44 (44). Same Roll.
Stat Special Stat Special
Skilt Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Appraisal . 8 — ) 40
Leaping 4 8 0, (0,0) 28 Boat Pilot ‘ 10 5 ()] 55
Landing 2 8 0, (0,0) 18 Brawling 13 — 45) 56
Balance 2 8 0,(0,0) 18 Disarm Foe Armed 10 10 (45) 65
Speed 5 8 0, (0,0) 33 Distance Running 3 10 (30) 25
Strength | 8 0, (0,0) 13 Driving 1 13 (15) 18
Ambush+ ‘ 20 — — +/-20 . Loading - 3 — (15) 15
Broad Sword 20 17 45, (-,») 132 " Navigation 10 — ) 55
Climbing 15 10 0, (15,30) 70 . Reverse Stroke 14 5 45) 59
Dagger 17 17 45, (-,-) 126 Rope Mastery 9 5 (1)) 50
First Aid 7 8 0, (0,0) 43 Siege Engineer 7 — (®) 35
Foraging 7 - 0, (15,15) 35 Signaling 11 8 ) 60
Frenzy 10 8 0, (0,0) 58 Stunned Maneuvers 15 10 45) 70
General Perception 10 —_ 0,0,0) 50 Tactics : 10 — (1) 50
Long Bow+ 25 13 45, (-,-), 10 t 143 Use Poison 5 5 as) 30
Lt Crossbow 7 13 - 45,(-,9) 93 :
Maneuver Plate 20 17 0, (0,45) 117
Maneuver Soft Leather- 2 16 0, (0,45) 26
Martial Arts ‘
Striking R-1 10 17 45, (-,-) 111
Rapier 6 17 45, (-,-) 92
Riding 10 5 0, (15,15) 55
Rowing 4 18 . 0, (0,30) 38
Subdue 10 13 0, (0,0) 63
Swimming 10 10 0, (15,30) 60
Track'iqr_i_g‘ ____9 —_ 0,(15,0),15 § 60
e - e -
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Prof: Fighter. Level: 20. Experience Points: 500,000. New Equipment: +20 Black Alloy Breast Plate; The Ring of
Eyes: Brown. Hair: Black. Build: Average. the Clenched Fist (Daily I item, Concentration II, Monk Base
Height: 5°7". Weight: 157 lbs. Hits: 120/132. List; +20 to any Maneuver) +10 to Martial Arts Striking OB;
Realm: Channeling. Power Points: O. +15 White Alloy Broad Sword with a ‘B’ Extra Critical on
X . On- . Dr. - In. . Em. . Same Roll; Long Bow of Tharda (50% Range Penalty Reduc-
L SRS IS S, e e 106 e oo
AT: 19; DB: 0; Armor Penalty: 35/30/30. Move: 65 (60). ame T
. ana
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Appraisal 10 — ) 50
Leaping 4 8 g, (0,0) 28 Boat Pilot 10 5 — 55
Landing 7 8 0, (0,0) 43 Brawling 13 — (60) 56
Balance 7 8 0, (0,0) 43 Disarm Foe Armed 10 10 (60) 60
Speed 5 8 0, (0,0) 33 Distance Running 10 10 (40) 60
Strength 5 8 0,(0,0) 33 Driving 9 13 (20) 58
Ambush+ 25 o — +/-25 Loading 10 - 20) 50
Broad Sword 20 12 60, (-,-) 142 Navigation 10 — ©) 50
Climbing 18 10 0, (20,40) 76 Reverse Stroke 14 5 (60) 40
Contortions 2 13 0, (0,40) 23 Rope Mastery 10 5 ) 55
Dagger 17 12 60, (-,-) 132 Sense Ambush 3 — () 15
First Aid 12 8 0, (0,0) 62 Siege Engineer 10 — ()] 50
Foraging 12 — 0, (20,20) 54 Signaling 11 8 ) 60
Frenzy 10 8 0, (0,0) 58 Silent Kill 3 5 (20) 20
General Perception i5 — 0, (0,0 60 Stunned Maneuvers 17 10 (60) 74
Hand Axe 5 12 60, (-,-) 97
Long Bow+ 30 12 60, (-,-), 10 ¥ 162
Lt Crossbow i0 12 60, (-,-) 122
Maneuver Soft Leather 2 12 0, (0,60) 22
Maneuver Plate 40 12 0, (0,60) 212
Martial Arts
Striking R-1 10 12 60, (-,-) 122
Meditation 2 8 0, (0,0) 18
Pick Locks 2 3 0, (0,0) 13
Rapier 10 12 60, (-,-) 123
Riding 13 5 0, (20,20) 61
Rowing 9 15 0, (0,40) 60
Spear 5 12 60, (-,-) 97
Subdue 10 12 0, (0,60) 62
Swimming 10 10 0, (20,40) 60
Tracking 14 — 0, (20,0), 15 § 73
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(Li’Lisa Ho’Truda) She set out to make her own fortune that day and
{l lyssa Ho’truda will more than likely go down in the annals of ran into a Dwarf talking about easy treasure. With the
Kulthea as the most proficient lock pick that ever walked the face Dwarf leading, she and five others undertook a peril-

|} of the world. She was born in 6047 to a rich metal merchant in ous descent into the undead world of the catacombs

——] Jaiman, in the city of Haalkitane. It was said that if it wasn’t for her below Haalkitane. It was within this group that she
father’s obsession with keeping Llyssa locked in her vaulted tower room, that met the heroic figure of Melkym Daevys. At the time
she would have been nothing more than wife to the son of some merchant or she thought he was a hick farmboy, one of the Troll-
lesser noble. Fodder to be fed the hungry denizens in the

Llyssa’s father hated Haalkitane and its grey walls and grey sky. He
loved his daughter so much that he imprisoned her in his mansion of
brightly painted walls and bejeweled towers, forbidding her from
seeing the real world and its ugliness. Llyssa, however, was a very
strong-willed child and by the age of eight she had mastered all the
locks in her father’s house and frequently played outside.

underworld. To her amazement, Melkym, the
Dwarf, and she were the only survivors of the
expedition. Her share of the loot amounted to
more money than her father made in two
score years.
With her new-found wealth, Llyssa
bought many wonderful objects and
a spacious villa overlooking the
muddy houses of Haalkitane.
During this interim period she
took anumber of working
vacations with
Melkym to far-off
lands, butafter several.
adventures she bade
him farewell and never
saw him again.

LEVEL 3

Eventually, her father discovered her actions and quickly
hired the best locksmith in Haalkitane to exchange the old
locks with the most intricate locks available. This might
have stopped Llyssa, for she was only about sixteen
at the time, if it wasn’t for the locksmith Trence
Hij’Druul, who recognized Llyssa's potential. He
installed increasingly more complicated locks from
her bedroom to the outside. This, in turn, caused a near ®
frenzy in Llyssa who had to spend months mastering o4 '
one lock atatime. She was bound and determined tosee ‘
the outside world, and day after day she worked every minute *
of her free time on the locks that stood in her way.

On her eighteenth birthday she broke free of her prison
once again, and to her incredible delight there was a beautiful
clear blue sky overhead; not a single cloud marred the sun. The
sight was so beautiful that she simpy fell to her knees and wept. On
that day she swore she would never be locked up again.

LEVEL 7
Llyssa married her old lock
master, Trence Hij’Druul, and
set about to master the art
of lock design and lock
picking. She spent sev-
eral yearsinintense study,
memorizing patterns of locks, key
patterns, tumble sequences, bolt
interactions, and the composition
of every metal available.

LeveL 10

With her new skill, she took to the
open road again and plied her trade all
across Jaiman. When her talents be-
came too well known there, she sum-
moned a Navigator and journeyed to
Quellborne, the lands of the Silvery
Mist. There, she visited many small
towns, found long-forgotten citadels
— plundering a few — and then jour-
neyed on to Kelfour’s Landing, where
she undertook a number of robberies
of the Wizard’s Citadel and the
Temple of Zodor. Feeling tired of adven-
ture and seeking comfort in her husband’s
arms, she summoned a Navigator and went

home to the grey skies of Haalkitane.

LEVEL 5§

Her father caught on much more quickly this time and
contacted a guild from the far-off land of G’thal to import
locks made of high steel and magical metal, crafted by
Elves and Dwarves. Her father would squash his little
darling’s attempt to ever see the horrible grey world
outside.

For her nineteenth birthday, Trence, now her friend
and worldly teacher, gave her a set of fine ‘clock tools’
made from the finest steel ever seen in Haalkitane. Her
father was curious about this since she never had
expressed a love for clocks, but as long as she kept
out of trouble, he was satisfied. With her new set of
‘clock tools’ the Elven and Dwarven locks dropped
away with no more than a twist of her delicate
wrist.

»_*——\\/
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LeveL 15

Llyssa then began studying ancient texts and manuscripts on
lock designs she had never seen. Her early life as arich merchant’s
daughterreturned and she craved all sorts of knowledge. Her desire
for books and tomes added four rooms to her already spacious
mansion. She hired several skilled librarians and researchers and
ordered them to categorize and inventory her books and tomes. She
undertook several side hobbies during those years and practiced
with various new weapons and techniques.

Haalkitane, at that time, was going through a political upheaval.
A number of cabinet seats were denounced as puppet figures to the
Black Palm (crime) Guild and other illegal interests groups. The
scandal rocked the foundations of Haalkitane and brought a short
but bloody witch hunt. Trence was unfortunately caught red-
handed in a small jewelry heist. He was found guilty that day,
unceremoniously hung, and then spitted to the outside wall.

In her great despair, Llyssa summoned a great wizard from the
lands of G’thal and bade the spell-caster to destroy the city. The
conjurer looked at her in mute silence, then shrugged and cast a
Firestorm True upon the city of Haalkitane. On that day, the people
of the grey land wept as their mighty city crumbled to black ash.
As she watched her home burn, Llyssa came to her senses,
somewhat, and stopped the onslaught of fire.

The city of Haalkitane still stood, if not badly marred and
blackened. Scores of citizens lay dead in the streets, animals burnt
black where they fell. Llyssa, now grieving both for her husband
and for her home, left again with a Navigator. Where she went,
nobody knows.
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Prof: Thief. Level: 1. Experience Points: 10,000.
Eyes: Hazel. Hair: Golden. Build: Slender.
Height: 5°4". Weight: 125 Ibs. Hits: 31/34.
Realm: Essence. Power Points: 0.

St-88 (88); Qu-90 (90); Pr-91 (91); In-71 (71); Em-36 (62);
Co-91 (91); Ag-90 (90); SD-65 (74); Re-100 (100); Me-95 (95).
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LEVEL 20
Llyssa returned to Haalkitane five years later. She seemed a
more subdued woman, setting up shop selling top-line locks and
metal trinkets and settling down to a life of shopkeeper’s drudgery.
Lately it has been said that she is keeping an eye on a small youth,
the son of a spice merchant, who has the knack of picking any lock
that his father puts into the house.

DESCRIPTION

Llyssa is a small, beautiful girl with golden, curly hair and, later
in life, a magnificent deep brown tan. She stands five foot four
inches tall and weighs a bit over 100 pounds. Her long curls
surround a pudgy, but very attractive, face complete with dimples
and a spot of freckles on the tip of her nose.

She wears, almost exclusively, tight fitting leather pants with
knee high red sable boots. She also wears a green, elk-skin jacket,
beaded with white pearls and lapis-lazuli studs. Around her waist
abroad black belt, studded with small white diamonds and garnets.
Hung from both the left side and a number of slots in the rear of the
belt, hang several well-balanced throwing knives.

Llyssa wears only small bits of jewelry, including golden
earrings, small silver and golden rings, and a brooch or pendant.

Llyssa has a hard time accepting magic and finds most people
who use mystical item or cast spells to be either fools or charlatans.
During her voyages and adventures she has found an immense
book containing lost knowledge.

..._.---_-«‘
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Background Options: T SOC-2 +10 to Pick Locks skill; SOC-
5 +2 points to Re; SAA-29 Unbeliever (resist spells at 3 x level
but may not use spells or spell devices); £ SAC-54 Spring legs
(+10 to all maneuvers/actions, chance of locking hands on 01-
05 roll); § +15 non-magic set of pick lock tools; SWC-63 35
gold pieces.

AT: 6; DB: 10; Armor Penalty: 0/5/0. Move: 60 (55).

......

Stat Special
Skill Rank Bonus Bonus Total
Acrobatics 1 10 0,(0,2), 10+ 25
Ambush 4 — — +/-4
Body Development+ 5 1.1 0, (0,0) 31/34
Climbing 4 10 0,(1,2),10 % 40
Contortions 1 8 0,(0,2), 10 % 23
Disarm Traps 4 5 0,(3,3), 10} 35
Falchion 1 10 2, (=) 15
General Perception 3 8 0,(2,2) 23
Maneuver Soft Leather 2 10 0, (0,2) 20
Pick Locks 4 5 0, (3,3)35t18§ 60
Riding 1 5 0,(2,2) 10
Sling 2 10 2,(--) 22
Stalk/Hide 4 8 0,(3,3) 28
Swimming 2 10 0,(1,2), 10t 30
Thrown+ (Daggers) 6 10 2,(--) 42

Stat Special
Skill Rank Bonus Bonus Total
Faerie Lore 2 20 0) 30
Fauna Lore 2 20 ©) 30
Flora Lore 1 20 (1)) 25
Herb Lore 1 20 ) 25
Lock Lore 4 20 ) 40
Metal Lore 4 20 ) 40
Poison Lore 1 20 (1)) 25
Sprinting 1 10 2,10t 25
Stone Lore 1 20 0) 25
Subduing 2 10 2) 20
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Prof: Thief. Level: 3. Experience Points: 30,000. St-88 (88); Qu-90 (90); Pr-91 (91); In-71 (71); Em-40 (62);
Eyes: Hazel. Hair: Golden. Build: Slender. Co-91 (91); Ag-90 (90); SD-63 (74); Re-100 (100); Me-95 (95). -
Height: 5'4". Weight: 120 Ibs. Hits: 41/45. AT: 6; DB: 10; Armor Penalty: 0/5/0. Move: 60 (55).
Realm: Essence. Power Points: 0
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Actobatics 1 10 0, (0,6), 10 25 Faerie Lore 4 20 ) 40
Adrenal Moves Fauna Lore 4 20 ) 40
Speed 1 10 0, (0,0) 15 Flora Lore 3 20 ) 35
Balance 1 10 0, (0,0) 15 Herb Lore 3 20 ()] 35
Leapirig 1 10 0,(0,0), 10 ¥ 25 Lock Lore 8 20 ©) 60
Landmg 1 10 0, (0,0), 10 25 Metal Lore 6 20 (V)] 50
Ambush 6 — — +/-6 Poison Lore 5 20 ) 45
Body Development+ 7 1.1 0, (0,0) 41/45 Stone Lore 1 20 ©) 25
Climbing 8 10 0,36),107f 60 Sprinting 3 10 (6), 10 35
Contottions 1 8 0,(04),10% 23 Subduing 3 10 (6) 25
Disarm Traps 8 5 0,099, 10 % 55
Falchion 2 10 6, (-,-) 26
Gerieral Perception 5 8 0,(3.3) 33
Maneuver Soft Leath 12 10 0, (0,6) 70
Martial Arts
Striking R-1 2 10 6, (0,0) - 26
Pick Locks 8 5 0(9,9)351+§ 80
Riding 1 5 0,(3,3) 10
Sling 4 10 6,(--) 36
Stalk/Hide 6 y 0/5 0, (9,9) 30/35.
Swimming 2/ 10 10% 30
Thrown+ (Daggers) 8 10 6, (-,-) 56
= — = e = e
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Prof: Thief. Level: 5. Experience Points: 50,000. AT: 6; DB: 10; Armor Penalty: 0/5/0. Move: 60 (55).

Eyes: Hazel. Hair: Golden. Build: Slender. New Equipment: Book of Nomikos (Reduces Faerie Lore,

Height: 5°4". Weight: 106 Ibs. Hits: 52/57. Fauna Lore, and Flora Lore skills to one less Development cost,
Realm: Essence. Power Points: 0. with a minimum cost of 1) [Note: This is not a magical device
St-88 (88); Qu-90 (90); Pr-91 (91); In-71 (71); Em-41 (62); but an incredibly thick tome of knowledge and data)].
Co-91 (91); Ag-90 (90); SD-65 (74); Re-100 (100); Me-95 (95).

S, ,

Stat Special ' Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Acrobatics 3 10 0,0,10), 10t 35 Swimming 2 10 0, (5,10), 10} 30
Adrenal Moves Thrown+ (Daggers) 12 10 10, (-,-) 74
Speed 2 10 0,(0,0) 20 Distance Running 2 10 (10), 10 ¥ 30
Balance 20 0,00) 20 Dragon Lore 120 © 25
Leapmg 2 10 0, (0,0), 10 T 30 Faerie Lore 6 20 (O) 50
Landlng 2 10 0, (0,0), 10 T 30 Fauna Lore 6 20 (0) 50
Ambush 10 - - +/- 10 Flora Lore 3 20 ©0) 35
Body Development+ 9 1.1 0, (0,0) 52/57 Herb Lore 3 20 ©) 15
Climbing 10 10 0, (5,10), 10 ¢ 70 Jumping 2 3 (10), 10 28
Contortions 5 8 0, (O 10), 10§ 43 Locate Secret Opening 1 13 (5) 18
Falchion 3 10 10, (-,') 35 Metal Lore 8 20 (0) 60
General Perception 9 8 0, (5,5) 53 Poison Lore 5 20 () 45
Maneuver Soft Leath 12 10 0, (0,10) 70 Pole Vaulting 2 8 ) . ‘ (10), 10 T 28
Martial Ats Sprinting 310 (10,10 35
Striking R-1 210 10, ) 30 Stone Lore 1 20 © 25
Pick Locks 12 5 0(15,15)35 1,+.8 94 Subduing 3 10 10) 2%
Riding L3 0 G.5) 10 TightRope Walking 2 5 10,10+ 25
Sling 6 10 10, () 30 Tumbling 1 5 (10), 10 20
Stalk/Hide 8 8 0, (15,15) 48
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Prof: Thief. Level: 7. Experience Points: 90,000.
Eyes: Hazel. Hair: Golden. Build: Slender.
Height: 5’4", Weight: 101 1bs. Hits: 60/66.
Realm: Essence. Power Points: 0.

St-88 (88); Qu-90 (90); Pr-91 (91); In-71 (71); Em-44 (62);

Co-91 (91); Ag-90 (90); SD-66 (74); Re-100 (100); Me-95 (95).

AT: 6; DB 10; Armor Penalty~ 0/-5/0 Move: 60 (55).

New Equipment: Book of Nomikos (Reduces Faerie Lore,
Fauna Lore, and Flora Lore skills to one less Development cost,
with a minimum cost of 1) [Note: This is not a magical device
but an incredibly thick tome of knowledge and data); +10 High
Steel Throwing Daggers [3].

. " m—
Stat Special : Stat Special
Skill Rank Bonus Bonus Total Skill .~ Rank Bonus Bonus Total
Acrobatics 4 10 0,(0,14),10% 40 Swimming 4 10 0,(7,14),10 ¢ 40
Adrenal Moves Thrown+ (Daggers) 14 10 14, (=) 82
Speed 3 10 0,(0.0) 25 Basic Math 1 20 © 25
Balance 3 10 0.(0,0) 225 Distance Running 2 10 (14) 20
Leaping 3 10 0,(0,0),10% 35 Dragon Lore ) 20 (1)) 40
Landing 3. 10 000,101 35 Facrie Lore 7 20 )} 55
Ambush 10 — — +- 10 Fauna Lore 7 20 © 55
Body Development+ 11 1.1 0, (0,0) ‘ 60/66 Flora Lore 4 - 20 0)) 40
Climbing 14 10 0,(7,14,10t 74 Herb Lore 4 20 ©) 40
Contortions 7 8 0,(0,14), 10 t 33 Jumping ) 8 (14),10 ¢ 28
Disarm Traps 8 5 0@L2D, 101 55 Locate Secret Opening 3 13 ) 28
Falchion 3 10 14, (--) 39 Lock Lore 16 20 (0) 82
General Perception 13 8 0,(1,7) 64 Metal Lore 10 20 ) 70
Maneuver Soft Leath 12 10 0, (0,14) 70 Poison Lore 5 20 0)) 45
Martial Arts ‘ Pole Vaulting 3 8 (14),10 33
Striking R-1 4 7 14, () 41 Sprinting 3 10 (14), 10 F 35
Pick Locks 16 5 0(21,21),35 74§ 103 Stone Lore 1 20 ) 25
Riding 3 5 0,77 . 20 Subduing 3 10 (14) 25
Sling 6 10 14,6 54 Tight Rope Walking 3 5 (14),10 1 20
Stalk/Hide ] 10 8 0, (21,21) 58 Tumbling 3 5 (14), 10 ¢ 30
e
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Prof: Thief. Level: 10. Experience Points: 150,000.
Eyes: Hazel. Hair: Golden. Build: Slender.

Height: 5' 4". Weight: 105 1bs, Hits: 71/77.

Realm: Essence. Power Points: O..

St-88 (88); Qu-90 (90); Pr-91-(91); In-71 (71); Em-48 (62);

Co-91 (91); Ag-90 (90); SD-67 (74); Re-~100 (100); Me-95 (95).

AT: 6; DB: 10; Armor Penalty: 0/5/0. Move: 60 (55).

New Equipment: Book of Nomikos (Reduces Faerie Lore, Fauna Lore,
and Flora Lore skills to one less Development cost, with a minimum cost
of 1) {Note: This is not a magical device but an incredibly thick tome of
knowledge and data]; +10 High Steel Throwing Daggers; 4 doses of

. Arkasu (heals 2-12 hits and doubles healing for major wounds); 8 doses

of Agaath (breathe with low oxygen for 12 hrs); 12 slices of Cram
(Dwarven Way Bread — five day’s nutrition per slice).

; S
Stat Special Falchion 3 10 20, (--) 45

Skill Rank Bonus Bonus Total General Perception 16 8 0, (10,10) 70
Acrobatics 8 10 0, (0,20, 10 } 60 ‘Maneuver Soft Leath 12 10 0, (0,20) 70
Adrenal Moves ' Martial Arts

Speed 4 10 0, (0,0) 30 Striking R-1 8 10 20, (-,-) 90

Balance 4 10 0,(0,0) " 30 Pick Locks 22 5 0,(30,30),35 1$§ 114

Leaping 4 10 0,(0,0),10% 40 Riding 7 5 0, (10,10) 40

Landing 4 10 0, (0,0, 10 % 40 Seduction 4 5 0, (30,0) 25

'Ambush 16 @ — — +-16 Sling 6 10 20, (--) 60
Body Development+ 11 11 0,(0,0) 70/71 Stalk/Hide 13 5/10 0, (30,30) 61/66
Climbing - 20 10 0,(10,20), 10t - 90 Swimming 4 10 0,(10,20), 10+ 40
Contortions’ 13 8 0,(020,10t 74 Thrown+ (Daggers) 7 10 20, (-,-) 94
Disarm Traps 8 5 0,(30,30), 10+ 55 (Level 10 continued on next page)
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Stat Special Stat Special

Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Advanced Math 1 20 ©0) 25 Lock Lore 25 20 ©) 95
Basic Math 20 ©0) 40 Metal Lore 16 20 ©) 82
Distance Running 3 10 (20) 25 Poison Lore 5 20 ) 45
Dragon Lore 2 20 ()] 30 Pole Vaulting 4 8 (20), 10 t 38
Faerie Lore 7 20 0 55 Sprinting 3 10 (20), 10 t 35
Fauna Lore ‘ 10 20 ) 70 Stone Lore 1 20 o 25
Flora Lore 7 20 )] 55 Subduing 3 10 (20 45
Herb Lore 4 20 ©) 40 Tight Rope Walking 4 S (20), 10 + 35
Jumping 3 8 (20), 10 ¥ 33 Tumbling 4 5 (20 25
Lip Reading 1 13 (0) 18 Wood Craft 1 5 (0) 10
Locate Secret Opening 4 13 (10) 33

e s s e e vor tee ot amm, ~<vn~o " o - “nsecm g -

R A s o SR AR SR __~_‘3 LEVEL 15 h‘w,_‘“x‘z__ B e e -3

Prof: Thief. Level: 15. Experience Points: 300,000.
Eyes: Hazel. Hair: Golden. Build: Slender.

Height: 5°4". Weight: 111 Ibs. Hits: 92/101.
Realm: Essence. Power Points: 0.

St-88 (88); Qu-90 (90); Pr-91 (91); In-71 (71); Em-62 (62);

Co-91 (91); Ag-90 (90); SD-74 (74); Re-100 (100); Me-95 (95).

AT: 6; DB: 10; Armor Penalty: 0/5/0. Move: 60 (55).

New Equipment: Book of Nomikos (Reduces Faerie Lore,
Fauna Lore, and Flora Lore skills to one less Development cost,
with a minimum cost of 1) [Note: This is not a magical device
but an incredibly thick tome of knowledge and data]; +10 High
Steel Throwing Dagger; 4 doses of Arkasu (heals 2-12 hits and
doubles healing for major wounds); 8 doses of Agaath (breathe
with low oxygen for 12 hrs); 12 slices of Cram (Dwarven Way
Bread — five day’s nutrition per slice); +25 Laen Lock Picks
(+25 to skill bonus).

Stat Special

Skill Rank Bonus Bonus Total
Acrobatics 12 10 0,(0,30), 10t 74
Adrenal Moves

Speed 4 10 0, (0,0) 30

Balance 5 10 0, (0,0) 35

Leaping 5 10 0,(0,0), 10 45

Landing 4 10 0,(0,0),10 ¢ 40
Ambush 26 _ —_ +/- 26
Body Development+ 15 1.1 0, (0,0) 92/101
Climbing 25 10 0,(15,30),10F 95
Contortions 17 8 0,(0,30),10% 82
Disarm Traps 8 5 0,(45,45),10% 55
Falchion 3 10 30, (-,-) 55
General Perception 21 8 ©0,(15,15) 79
Maneuver Rigid Leath 12 10 0, (0,30) 70
Maneuver Soft Leath 12 10 0, (0,30) 70
Martial Arts

Striking R-1 8 10 30, (-,-) 80

Striking R-2 2 10 30, (-,-) 50
Pick Locks 32 5 0,(45,45)351,1,8 121
Riding 7 5 0, (15,15) 40
Seduction 10 5 0, (45,0) 55
Sling 6 10 30, (-,-) 70
Stalk/Hide 18 5/10 0, (4545) 71776
Swimming 9 10 0,(15,30),10+ 65
Thrown+ (Daggers) 27 10 30, (-,-) 117

Stat Special
Skill Rank Bonus Bonus Total
Administration 5 — (V)] 25
Advanced Math 6 20 ©0) 50
Basic Math 9 20 (V) 65
Distance Running 3 10 (30),10 ¥ 35
Dragon Lore 2 20 ) 40
Faerie Lore 7 20 0) 55
Fauna Lore 15 20 (V)] 85
Flora Lore 12 20 ()] 74
Herb Lore 4 20 ©) 40
Jumping 3 8 (30),10 % 33
Lip Reading 1 13 (V) 18
Locate Secret Opening 4 13 (15) 33
Lock Lore 35 20 (®) 102.5
Metal Lore 21 20 ©) 91
Poison Lore 5 20 ) 45
Pole Vaulting 4 8 (30), 10 ¢ 38
Sprinting 3 10 (30),10 % 35
Stone Lore 1 20 ) 25
Subduing 7 10 30) 45
Tight Rope Walking 4 5 (30), 10 ¢ 35
Tumbling 4 5 30) 25
Wood Craft 1 5 (V) 10
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Prof: Thief. Level: 20. Experience Points: 500,000.
Eyes: Hazel. Hair: Golden. Build: Slender.

Height: 5’4". Weight: 113 lbs. Hits: 117/129.
Realm: Essence. Power Points: 0.

St-88 (88); Qu-90 (90); Pr-91 (91); In-71 (71); Em-62 (62);

Co-91 (91); Ag-90 (90); SD-74 (74); Re-100 (100); Me-95 (95).

AT: 6; DB: 10; Armor Penalty: 0/5/0. Move: 60 (55).

-
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New Equipment: Book of Nomikos (Reduces Faerie Lore,
Fauna Lore, and Flora Lore skills to one less Development cost,
with a minimum cost of 1) [Note: This is not a magical device
but an incredibly thick tome of knowledge and data]; +10 High
Steel Throwing Dagger; 4 doses of Arkasu (heals 2-12 hits and
doubles healing for major wounds); 8 doses of Agaath (breathe
with low oxygen for 12 hrs); 12 slices of Cram (Dwarven Way
Bread — five day’s nutrition per slice); +25 Laen Lock Picks
(+25 to skill bonus).

Stat Special

Skill Rank Bonus Bonus Total
Acrobatics 17 10 0, (0,40), 10 84
Adrenal Moves o

Speed . 9 10 0,000 55

Balance 7 10 0, (0,0) . 45

Leaping 8 10 0,(0,0), 10 60

Landing 9 10 0,(0,0), 10 % 65
Ambush 36 — —_ +/- 36
Body Development+ 20 1.1 0, (0,0) 117/129
Climbing 30 10 0, (20,40), 10+ 100
Contortions 22 8 0, (0,40), 10 t 90
Disarm Traps 8 5 0, (60,60), 10 55
Falchion 5 10 40, (-,-) 75
General Perception 27 8 0, (20,20) 85
Linguistics 10 — — R-10
Maneuver Soft Leath 12 10 0, (0,40) 70
Maneuver Rigid Leath 12 10 0, (0,40) 70 .
Martial Arts

Striking R-1 8 10 40, (-,-) 90

Striking R-2 7 10 40, (-,-) 85
Striking R-3 2 10 40, (-,-) 60
Pick Locks 42 5 (60,60),35t,1,8 126
Riding 7 5 0, (20,20) 40
Seduction 15 5 0, (60,0) 70
Sling 9 10 40, (-,-) 95
Stalk/Hide 24 5/10 0, (60,60) 79/84
Swimming 9 10 0, (20,40), 10 ¥ 65
Thrown+ (Dagger) 32 10 40, (-,-) 131

Stat Special

Skill Rank Bonus Bonus Total
Administration 10 — ) 50
Advanced Math 6 20 (1)} 50
Basic Math 9 20 ) 65
Distance Running 3 10 40), 10t 35
Dragon Lore 2 20 ) 30
Faerie Lore 8 20 (V)] 60
Fauna Lore 16 20 ) 82
Flora Lore 13 20 ©0) 76
Herb Lore 5 20 ©) 45
Jumping 3 8 (40), 10 + 33
Lip Reading 2 13 0) 23
Locate Secret Opening 5 13 (20) 38
Lock Lore 44 20 (V)] 107
Meditation’

Ki 5 5 ) 30 -

Trance 5 5 (1)} 35

Healing 5 — ()] 25

Sleep 5 — ©) 25
Metal Lore 22 20 ©) 92
Poison Lore 6 20 ) 50
Pole Vaulting 4 8 (40), 10 t 38
Sprinting 3 10 (40), 10 35
Stone Lore 2 20 (1)) 30
Subduing 7 10 (40) 45
Tight Rope Walking 4 5 40), 10 ¥ 35
Tumbling 4 5 (40) 25
Wood Craft 2 5 ) 15
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1| fall the treacherous villains to ever come to Queilborne, the In one of his fits of spiralling stamina, Sien ventured into

|| Land of the Silvery Mist, none can compare to Sien Vae’Qru, the Citadel of Wizards. There Sien encountered many things

born in 6035 somewhere in the lands to the south, His he wished were mere Haliish illusions: Ghosts, ghouls, and

hawkish appearance and high cheek bones indicate he vile creatures of darkness, all of which wished only to fill

probably hails from Ulyshak. their sickly maw of teeth with his flesh. He fought bravely

Aroundthe year 6045 Sien came to the coast of the Silver Mist and won many battles. From the place, he carried a small

on a illegal freighter hauling such goods as bales of Tukamur, pack of riches that would elevate his life to even greater
Hoak-Foer, and other drugs. N heights.

LEVEL 3 \? “:‘ LEVEL 10

After tiring with the ways of the sea, Sien took up residence
in Kelfour’s Landing, one of the many settlements dotted across
the rugged land. There he made his living through small criminal
acts, including theft, mugging, and swindles. Keeping one
step ahead of the law, as well as ahead of the numerous
sinister religious sects on the island, imbued Sien with
a healthy edge.

He would have continued his life of small crime if it
hadn’t been for a small incident in a local tavern, in
which a travelling merchant offered the young man a
sample of Haliish, a foreign narcotic from the distant shores
of Tharda. Sien's euphoria and high lasted several days,
making him feel like the greatest war general to thunder
across the plains of Jaiman.

When he came down, his life shattered (what little life he
had), and he sought far and wide for the merchant. His life
seemed ebbed away by the Haliish. Sien couldn’t even manage
to pull off a simple mugging, and soon he was apprehended and
incarcerated in the local jail.

There he met up with the merchant who had given him the
Haliish, for he too was bound for the guillotine, guilty of selling
illegal drugs. It happened that the merchant had one remaining
dose of Haliish and, in a desperate gamble, gave it to Sien. The
rush of the drug brought incredible strength, vitality, and cour-
age to Sien, who set upon his jailer. After killing a number of
guards, bare-handed or with nothing more than a broken bottle,
he and his new merchant friend escaped.

With his new-found wealth Sien began a cadre of

professional thugs and cutthroats, which not only

roamed the back alleys of Kelfour’s Landing

but also journeyed out among the back

roads and highways of the land of the
Silver Mist.

Soon his band of thieves was
well-known, and his life of beg-
ging and mugging was over. He
had organized a murderous

band that robbed from both

the rich and poor, giving vast
- wealth to Sien. With his

NS splendid villa at the edge of town,
surrounding himself with nubile
women, rich foods, aged wines
and liquors, and, most valued of all,
an endless supply of Haliish.
The drug now almost com-
pletely controlled Sien's life. If it
wasn’t for its courage-produc-
ing effect on him, he would
have never become the ring-
leader of such a band of
vileness. Haliish had its
_drawbacks, however. Aside
from his massive depressions,
the drug also brought out the
worst in him: a murderous,
vengeful streak that he took
out on his slaves and concu-
bines. Soon slavers were get-
ting hard-pressed to fill his de-
mands for the young girls that dis-
appeared in his service so regularly.

LEVEL §

The merchant, more than relieved to be free, promised to
return to Kelfour as often as he could and deliver the Haliish at
‘cost’ to his young savior. In the mean time, Sien played a low-
key role in the city’s thieving ring, sticking to begging in the
streets. True enough to his words, the merchant often returned
with packets of fresh Haliish and sold them to Sien. Each dose gave
him great strength and vitality, but also brought an even greater
downward crash. During his highs he would carouse the town, his
purse full of silver from easy prey, delighting the ladies with drinks
and fineries, only to take them from their dead and ravaged bodies
in some dark back street. In his pits of depression he would skulk
along the streets begging for anything he could get.
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As Sien became the leader of all organized crime in Kelfour’s
Landing, he also started a number of ‘legal’ operations. One such
‘guild’ was the Adventurer’s Union, a place were groups of free-
willed mercenaries or adventurers could come for rest, relaxations,
and a commitment of having a thieving-free environment. His
prices were much higher than local inns, but his reputation of a
sanctuary from muggers and cut-purses drew a large clientele. His
union also supplied the adventurers withi- maps and tomes of
information on subjects ranging from the antidote for a local snake
bite to the most recent hypothesis of where the ancient city of
Queliborne may lie.

Sien also started up a number of specialized smithies, where
adventurers could find only the best tempered steels, magic irons,
and rare metals. Again, his prices were more than exorbitant, but
he also proclaimed that the weapons were so enchanted that no
thieves in the surrounding lands would be able to touch it—and
again his claims held true nearly all the time.

f N T
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Prof: Thief. Level: 1. Experience Points: 10,000.

Eyes: Green. Hair: Black. Build: Slim.

Height: 5°8". Weight: 163 Ibs. Hits: 30/30.

Realm: Channeling. Power Points: 1.

St-61 (61); Qu-90 (90); Pr-51 (51); In-83 (99); Em-52 (78);
Co-62 (92); Ag-90 (90); SD-27 (27); Re-59 (86); Me-27 (94).
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LEVEL 20

~ Presently, Sien is the most powerful kingpin in all of the Land

of the Silver Mist. His bouts with the mysterious drug Haliish are
claiming more and more lives, and is slowly even draining the life
from Sien.

DESCRIPTION

Sien is a dark and forbidding man with a large, hawkish nose and
noticeable, round cheekbones. He stands five foot, eight inches
high and weighs nearly 165 pounds. His face appears as though it
has been unwashed since the day he was born. His teeth, what are:
left of them, are black and pitted; yellow stains cover most of the
enamel. His hair is greasy black and unkempt, never having had a
comb pass through its locks.

Sien wears whatever suits him. During his highs from Haliish,
he often fancies himself a respected gentleman ora brave adventurer.
During his slumps, he grovels the streets in rags, no more than a
shredded loincloth covering his body.

Sienuses ashort sword and dagger, but rarely has the same blade -
for more than an evening or two.

Background Options: SOC-2 +10 to Perception +; SWC-86 80
Gps; SAA-31 Master Tactician; SIC-56 +10 Magic Boots of
Leaping §; SIC-66 +10 Daily I Item: Presence [Astrologer’s.
Base List}; SAM-50 +15 Re §.

~-AT: 5; DB: 10; Armor Penalty: 0/0/0. Move: 60 (55). - -

Stat Special

Skill Rank Bonus - Bonus Total
Adrenal Moves

Leaping 2 3 0, (0,0), 10§ 23

Landing 2 3 0, (0,0) 13

Speed 2 3 0, (0,0) 13
Ambush 2 — — +/-2
Body Development+ 5 — 0,.(0,0) 30/30
Climbing 2 10 0,(1,2) 20
Dagger 2 7 2,(--) 19
Disarm Traps 2 8 0, (3,3) 18
General Perception 2 8 0,(1,1),10% 28
Martial Arts

Striking R-1 2 7 2,(--) 19
Pick Locks 2 10 0,(3.3) 20
Riding 2 5 0,(1,1) 15
Short Sword 2 7 2,(--) 19
Spell Acquisition+ 3 5 0, (0,0) -
Stalk/Hide 2 8/5 0, (3,3) 18/15
Swimming 2 10 0, (1,2) 20

. Stat Special
Skill Rank Bonus Bonus Total |}
Begging 2 —_ €)) © 10
Detect Traps 2 - 5 (¢))] 15
Distance Running 2 —_— 2) 10
Locate Secret Opening 4 10 (¢} 30
Pick Pockets 2 8 ?3) 18
Scrounge 2. 10 a . 20
Sense Ambush 2 10 (1) 20
Silent Kill 2 8 ) 18
Streetwise 2 3 ) 13
Use Poison 2 8 . ¢} 18
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Prof: Thief. Level: 3. Experience Points: 30,000.
Eyes: Green. Hair: Black. Build: Slim.

Height: 5°8". Weight: 163 Ibs. Hits: 38/41.
Realm: Channeling. Power Points: 3.

;.L_..-L-..-~ wm LEVEL 3

St-61 (61); Qu-90 (90); Pr-50 (51); In-98 (99); Em-75 (78);
Co-75 (92); Ag-90 (90); SD-25 (27); Re-74 (86); Me-53 (94).
AT: 5; DB: 10; Armor Penalty: 0/0/0. Move: 60 (55).

- oo N

Spell list:
Light’s Way 1-5.....ccecvvnivinnninisnnnns (Open Channeling List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Begging 4 3 9 23
Leaping 4 3 0, (0,0), 10<§ 33 Detect Traps 5 20 3) 43
Landing 4 3 0, (0,0 23 Distance Running 4 5 (6) 25
Speed 4 3 0, (0,0) 23 Locate Secret Opening 6 18 3) 48
Ambush 4 — —_ +/-4 Pick Pockets 4 15 © 35
Body Development+ 6 1.05 0, (0,0) 38/41 Scrounge 4 18 3) 38
Climbing 4 10 0, (3,6) 30 Sense Ambush 5 18 3) 43
Dagger 4 7 6, (--) 33 Silent Kill 5 15 €)) 40
Disarm Traps 4 15 0, (9,9) 35 Streetwise 4 10 3) 30
General Perception 6 18 0, (3,3), 10t 58 Use Poison 4 15 3) 35
Martial Arts
Striking R-1 3 7 6, (-,-) 28
Pick Locks 4 52 0,99 25
Riding 4 8 0,(3,3) 28
Short Sword 4 7 6, (-,-) 33
Stalk/Hide 4 8/5 0,(9,9) 28/25
Swimming 4 10 0,(3.,6) 30
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Prof; Thief. Level: 5. Experlence Points: 50,000.
Eyes: Green. Hair: Black. Build: Slim.

AT: 5; DB: 10; Armor Penalty: 0/0/0. Move. 60 (55).
New Equipment: Staff of the Hand (Daily II item: Telekinesis

Height: 5’8". Weight: 163 Ibs. Hits: 42/44. :
Realm: Channeling. Power Points: 5. ;:)e(m rtl‘Essence List
St-61 (61); Qu-90 (90); Pr-50 (51); In-98 (99); Em-76 (78); Light’s Way 1-5 ......cceeeveeeerrenrnrenressenns (Open Channeling List)
Co-83 (92); Ag-90 (90); SD-27 (27); Re-84 (86); Me-81 (94).
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Appraisal 2 13 ©0) 23
Leaping 6 3 0, (0,0), 10§ 43 Begging 6 3 (15) 33
Landing 6 3 0, (0,0) 33 Detect Traps 7 20 (5) 55
Speed 6 3 0, (0,0) 33 Distance Running 7 5 (10) 40
Balance 2 3 0, (0,0) 13 Locate Secret Opening 8 20 5) 60
Ambush 7 —_— 0, (0,0) +-7 Lock Lore 3 13 ©) 28
Body Development+ 8 1.05 0, (0,0) 42/44 Pick Pockets 6 15 (15) 45
Climbing 6 10 0,(5,10) 40 Poison Lore 2 13 ©) 23
Dagger 6 7 10, (-,-) 47 Scrounge 6 20 ) 50
Disarm Traps 6 15 0, (15,15) 45 Sense Ambush 7 20 ) 55
General Perception 10 20 0,(55), 10t 80 Silent Kill 7 15 5) 50
Maneuver Soft Leath 1 8 0, (0,10) 13 Streetwise 6 10 ) 40
Martial Arts Use Poison 6 15 ) 45
Striking R-1 5 7 10, (~,-) 42
Pick Locks 6 17 0, (15,15) 47
Riding 4 8 0, (5,5 28
Short sword 6 7 10, (-,-) 47
Stalk/Hide 6 8/5 0, (15,15) 38/35
Swimming 6 10 0, (5,10) 40
(38 ROLEMASTER HEROES AND ROGUES * .. - D
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Prof: Thief. Level: 7. Experience Points: 90,000.
Eyes: Green. Hair: Black. Build; Slim.

Height: 5°8". Weight: 163 lbs. Hits: 53/56.
Realm: Channeling. Power Points: 14.

& -K-\r‘-—- -—-L—-d: LEVEL 7 &gxﬁ— RENERS | ~L$’.~_L.‘," “b,;:..,..

AT: 5; DB: 10; Armor Penalty: 0/0/0. Move: 60 (55).

New Equipment: Staff of the Hand (Daily III item: Telekinesis
x1 (Open Essence List); +5 Enchanted Iron Short Sword with
20% chance of any Arm Critical Negation.

St-61 (61); Qu-90 (90); Pr-50 (51; In-98 (99); Em-76 (78); Spell list:
Co-83 (92); Ag-90 (90); SD-27 (27); Re-84 (86); Me-81 (94). Light’s Way 1-5 ....coernierersnsssnserannne (Open Channéling List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Appraisal 3 13 ()} 28
Leaping 8 3 0, (0,0), 10§ 53 Begging 8 3 (21) 43
Landing 8 3 0, (0,0) 43 Detect Traps 9 20 ) 65
Speed 8 3 0, (0,0) 43 Distance Running 8 5 (14) 45
Balance 4 3 0, (0,0) 23 Locate Secret Opening 10 20 @ 70
Ambush 11 — — -+ 11 Lock Lore 5 13 ()} 38
Body Development+ 10 1.05 0, (0,0) 53/56 Pick Pockets 10 15 Q20 65
Climbing 9 0 0,(7,14) 55 Poison Lore 4 13 (1)} 33
Contortions 6 8 0, (0,14) 38 Scrounge 8 20 (O] 60
Dagger 8 7 14, (-,-) 51 Sense Ambush 9 20 O] 65
Disarm Traps 8 15 0, (21,21) 55 Silent Kill 9 15 0] 60
General Perception 13 20 0,717,110t 86 Streetwise 10 10 @) 60
Maneuver Soft Leath 1 8 0, (0,14) 13 Use Poison 8 15 D 55
Martial Arts
Striking R-1 5 7 14, (-,-) 52
Pick Locks 9 17 0, (21,21) 62
Riding 4 8 0,(1,7) 28
Stalk/Hide 8 8/5 0, (15,15) 48/45
Swimming 8 10 0, (7,14) 50
Short Sword 8 7 14, (-,-) 51
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Prof: Thief. Level: 10. Experience Points: 110,000.
Eyes: Green. Hair: Black. Build: Slim.

Height: 5°8". Weight: 163 1bs. Hits: 70/77.

Realm: Channeling. Power Points: 20.

St-61 (61); Qu-90 (90); Pr-51 (51); In-99 (99); Em-78 (78);

AT: 5; DB: 10; Armor Penalty: 0/0/0. Move: 60 (55).

New Equipment: Staff of the Hand (Daily III item: Telekinesis
x1 (Open Essence List); +5 Enchanted Iron Broad Sword with
20% chance of any Arm Critical Negation. Eye of the Arachnid
(broach: +15 bonus to General Perception).

Co-92 (92); Ag-90 (90); SD-27 (27); Re-86 (86); Me-94 (94). Spell list:
Light’s Way 1-5 c..coooinnnnnnicieianens (Open Channeling List)
Stat Special , Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Stalk/Hide 12 8/5 0, (30,30) 62/59
Leaping i1 3 0, (0,0), 10§ 65 Swimming 9 10 0, (10,20) 55
Landing 11 3 0, (0,0) 55 Short Sword 11 7 20, (~,-) 79
Speed w3 0,(0,0) 35 Appraisal 8 15 O 55
Body Development 14 1.1 0, (0,0) 70117 Detect Traps 11 20 10 7
Climbing i1 0,020 62 Distance Running 05 0) 55
Contortions 6 8 0,(020) 38 Locate Secret Opening 11 20 (10) 7
Dagger 11 7 20, (-,-) 79 Lock Lore 8 15 0) 55
Disarm Traps 215 003030 6 Pick Pockets 2 1 (30) 7
Gambling 6 > 0,00 33 Poison Lore 8§ 15 © 55
General Perception 16 20 0,(10,10),10% 92 Scrounge 10 20 (10) 70
Maneuver Soft Leath 1 8 0, (0,20) 13 Sense Ambush 1 20 (10) 7
Martial Arts Silent Kill 015 (10) 65
Striking R-1 5 7 20, (-,-) 52 Streetwise 12 10 ©) 64
Pick Locks 12 17 0, (30,30) 71 Use Poison 10 15 (10) 65
Riding 4 8 0,(7,7 28
& T SIEN YAEQRU, THIFF. 29
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Prof: Thief. Level: 15. Experience Points: 300,000.
Eyes: Green. Hair: Black. Build: Slim.

Height: 5°8". Weight: 163 lbs. Hits: 78/86.

Realm: Channeling. Power Points: 30 (+2).

St-59 (61); Qu-90 (90); Pr-51 (51); In-99 (99); Em-78 (78);
Co-92 (92); Ag-90 (90); SD-27 (27); Re-86 (86); Me-94 (94).
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New Equipment: Staff of the Hand (Daily III item: Telekinesis
x1 (Open Essence List); +5 Enchanted Iron Broad Sword with
20% chance of any Arm Critical Negation. Eye of the Arachnid
(broach: +15 bonus to General Perception). +15 Enchanted
Steel IT Dagger with +2 Spell Adder, Return to Thrower Via
Flight, and Extra ‘A’ Critical On Same Roll.

i r g o Spell list: o . R
AT: 5; DB: 10; Armor Penalty: 0/0/0. Move: 60 (55). Lfght SWAY 15 reeeereeeeereeeesreesssessssresss (Open Channeling List)
Stat Special Stat Special
Skilt Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Appraisal 13 15 ()] 71
Leaping 14 3 0, (0,0), 10§ 71 Begging 18 5 (45) 71
Landing 19 3 0, (0,0) 71 Bribery 10 10 (45) 60
Speed 19 3 0, (0,0) 71 Detect Traps 11 20 (15) 72
| Balance 14 3 0, (0,0) 61 Distance Running 18 5 (30) 71
Ambush 27 e —_ +-27 Diving 2 8 30) 18
Body Development 16 1.1 0, (0,0) 78/86 Grapple Hook 1 10 30) 15
| Climbing 15 10 0, (15,30) 70 Locate Secret Opening 11 20 (15) 72
Contortions 11 8 0, (0,30) 60 Lock Lore 13 15 ) 71
|- Dagger 11 7 30, (-, 89 Pick Pockets 12 17 30) 71
Disarm Traps . 13 15 0, (45,45) 71 Poison Lore 13 15 ©) 71
Gambling 11 5 0,(0,0) 57 Scrounge 10 20 (15) 70
General Perception 21 20 0,(15,15),10% 101 Sense Ambush 11 20 as) 72
| Maneuver Soft Leath 1 8 0, (0,30) 13 Silent Kill 11 15 (15) 67
Martial Arts Sprinting 3 10 (30) 25
Striking R-1 5 7 30, (-,-) 62 Streetwise 15 10 (15) 70
Pick Locks 12 17 0, (45,45) 71 Surveillance 4 13 (15) 33
Riding 9 8 0, (15,15) 53 Use Poison 13 15 (15) 71
Rope Mastery 6 - 10 0,00 . -40 . o -
Stalk/Hide - 20 8/5 0, (45,45) 78/75
Swimming 19 10 0,(15,30) 78
Short Sword 11 7 30, (-,-) 89
Trickery ] 7 5 0, (45,45) 40
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Prof: Thief. Level 20. Experience Points: 500,000.

Eyes: Green. Hair: Black. Build: Slim.

Height: 5°8". Weight: 163 Ibs. Hits: 78/86.

Realm: Channeling. Power Points: 40.

St-61 (61); Qu-90 (90); Pr-51 (51); In-99 (99); Em-78 (78);
Co-92 (92); Ag-90 (90); SD-27 (27); Re-86 (86); Me-94 (94).
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New Equipment: Staff of the Hand (Daily III item: Telekinesis
x1 (Open Essence List); +5 Enchanted Iron Broad Sword with
20% chance of any Arm Critical Negation, Eye of the Arachnid
(broach: +15 bonus to General Perception). +15 Enchanted -
Steel I Dagger with +2 Spell Adder, Return to Thrower Via
Flight, and Extra ‘A’ Critical On Same Roll. +15 Non-Magical
Soft Leather Jacket (adds directly to DB).

AT: 5; DB: 10 (25); Armor Penalty: 0/0/0. Move: 60 (55). Spell list:
’ Light’s Way 1-5 .....ccccovmnnnnnnnnrennnns (Open Channehng Lxst)
. . - S———— .
Stat Special ~ Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus _ Total
Acrobatics 3 10 0, (0,40) 25 Appraisal 13 15 ) 71
Acting 1 3 0, (60,60) 8 Begging 18 5 ©(60) 7
Adrenal Moves Brawling 5 20 (40) 45
Leaping 14 3 0,(0,0), 10§ " Bribery 13 10 (60) 71
Landing 19 3 0, (0,0) 71 Detect Traps 11 20 (20) 72
Speed 19 3 0, (0,0) 7 Disarm Foe Armed 7 10 40) 45
Balance 14 3 0, (0,0) 71 Distance Running 18 5 40) 71
Ambush 37 —_ — 37 Diving_' 7 8 40) 43
Body Development 16 — 0,(0,0) 78/86 Grapple Hook 8 10 40) 50
Climbing 15 10 0, (20,40) 70 Locate Secret Opening 13 20 20) 76
Contortions 14 8 0, (0,40) 66 Lock Lore - 13 15 0) 71
Dagger 11 7 40, (-,-) 99 Pick Pockets - 12 17 (60) 71
Disarm Traps 13 15 0, (60,50) 71 .- Poison Lore 13 15 0) 71
Gambling 15 — - 0,(0,0) 60 “Serounge 10 20 20) 70
General Perception 21 20 0,(20,20),10+ 101 Sense Ambush 11 20 20) 72
Maneuver Soft Leather 1 8 0, (0,40) 13 Silent Kill ‘ 13 15 (20) 71
Martial Arts , o Sprinting -~ - 7 10 (40) 45
Strike R-1 5 7 40, (-,») 72 . ‘Streetwise 15 10 (20) 70
Pick Locks 12 17 0, (60,60) n . Stunned Maneuvers 5 5 (40) 30
Public Speaking 2 3 0, (0,0 13 ‘ '
Riding 9 8 0, (20,20) 70
Rope Mastery 6 10 0, (0,0) 40
‘Seduction 6 i3 0, (60,0) 33
Singing 4 10 0, (0,0) 30
Stalk/Hide 20 8/5 0, (60,60) 78775
Subdue 7 10 0, (0,40) 45
Swimming 19 10 0, (20,40) 78
Short Sword 11 7 40, (-,-) 99
Trickery 7 5 0, (60,60) 40
- i
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(Shamel Hasoom) At about this time, Shamel, in one of his numerous
hamel Hasom was born in 6030 in the lands of Gethrya, in the khonshi hunts, came across an ancient stone edifice. On
savagely parched land of Ektaeth, to a simple Kh’Orse herder. the cylindrical tower were ancient friezes and runes
(A Kh’Orse is a hybrid light horse with springy legs and wide prophesizing an ancient burial ground. With the help of his

- splayed hooves, allowing incredible traction on loose shifting, band of Rogues, he discovered a small city in the desert .
sand or rocky outcroppings.) valley. Using baskets to clear away the sand, they slowly
On his twelfth birthday, he was given a small mare named Ikoathi ("the uncovered the lost city and found caches of tempered steel
winds of the sky") and a lustrous saddle, gleaming with the worked blades, and preserved thousand-year old storerooms

hide of an Obanshi. Being his parents' only son, in a community
where families rarely boasted less than ten children, Shamel often
received great prizes.

His early years were rather uneventful, and Shamel found
much time to spend with his beautiful horse and saddle, herding
a small herd of Kh’Orses over the sandy plains of his
homeland.

filled with fine leathers, silk spun robes, head pieces
of gold and silver, and tomes and tablets filled with
ancient knowledge and magic. '

LEVEL 7

With his new-found knowledge and
wealth of metals and weapons,
Shamel’s army swelled. He trained
relentlessly to become a proficient
warrior as well as a user of magic.
His goal was to become the Ankii,
and take revenge on the Tantu
prince who destroyed his family.

LEVEL 10
During his training, Shamel
continued to excavate the ruins
of the lost town, as well as keep
up his constant assault on the
caravans and merchant wagons
that wound their way through
‘his’ land.
In the middle of the temple,
Shamel found a black obe-
lisk, that, when attuned to,
summoned a Navigator. It

LEVEL 3

Shamel would have continued on with his
family’s profession of raising Kh’Orses had it
not been for the ruling Tantu, a savage and
ruthless leader who, after a harsh summer
and lack of tribute, confiscated all of
Shamel’s family’s herd, even his beauti-
ful mare, to be sacrificed to the Ankii. His
father, distraught at his loss, committed
suicide. His sister was stolen in the night,
no doubt to become a member of some
Tantu harem. Shamel’s mother went mad
with grief, and still to this day wanders the
street screaming for a slice of juicy khonshi!

Shame] grew vengeful and left his house
with saddle, bow, and sword. He first at-
tacked the Tantu’s warehouse, stealing a beautiful leather
breastplate, desert gear, and bridles for dozens of Kh’Orses.'

He then boldly dashed to the corrals, dispatching more of was through this magical
the Tantu’s men and purloining all his family’s Kh’Orses device thathe saw how the
and his beautiful mare. With his prizes he stole to the world of Kulthea truly ap-

deepest desert, setting up a camp for himself and anyone
who dared to join in his fight against the local Tantu
tyrant.

To his surprise, he soon had gathered ten hardy
young men, each with a reason to hate the Tantu
overlord. From their base of operations, deep in the . humid forests of Aranmor.
swirling desert, they struck out at the merchants, |\ '. ' When he returned to his dry
Tantu caravans, and even dared to scavenge off the | 3 kingdom he brought back great
Ankii’s unguarded treasure lairs. y \ wizards and sages, who dem-
onstrated their knowledge of
the uses of the many strange

devices found in the temple.
The first great discovery was
the ‘Sil-macghi’, a three-
sided silver device with tall
vaulted walls made from
fine silver wires, that, when
unfolded and set upon a
nearby outcropping, sup-
plied both an ever-chang-
ing chorus of music and an
‘ever-flowing trickle of water!

peared. Using the treasures
of the temple, he travelled the
globe, from the green plains of
Jaiman, to the peaks of G’thal, from
the quiet harbors of Tharda, to the

LEVEL §

For a land with strict adherence to an-
cient customs and family grants,
Shamel’s band of Rogues was an out-
rage and downright blasphemy to the
old order. In repeated attempts, the
Ankii and various Tantu lords sent
forces into the harsh lands to clear out
the band of Rogues. Each time they re-
turned bloodied, telling of greater and
greater forces in the desert.

ey —an,
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The device seemed to suck water from the dry desert air. With the
Sil-macghi, Shamel became a powerful contender for the seat of
the Ankii.

With the help of the distant sages and wizards Shamel set about
to build a number of the silvery devices and also erected a temple
of study for the other devices. The next great discovery was the
‘Mo-Choka’ a convoluted device of hardened steel, blackened
tubes, and gears. From the storehouse they gathered a number of
its missiles, which, when fired, could travel to a distance beyond
the sight of the unaided eye. When the missles impacted, they
created a flash of light so bright that one was forced to shield his
eyes or be blinded. Inspection of the landing site revealed a hole of
dark glass more than 40 steps across — and nothing else.

LEeveL 15

With his ever-burgeoning temple, Shamel became an Ankii in
his own right, and, after the council of Tantu denied his ascent to
the seat of Ankii of the region, he sought out the Greatking
Aknashir, and made diplomatic contact with Odanka Mura, the
beautiful woman of the court. She and Shamel fell in good graces
with the Greatking, offering many splendid trade goods in return
for military aid and needed agricultural products.

Eventually Odanka Mura married Shamel and became the
‘queen’ of vast regions of Etkaeth. With military assistance from
Ketaum, his personal bodyguards (numbering more than 200), and
military advisors from all across Kulthea (via the Navigator’s
help), Shamel struck out across the great desert, assuming control
of Ankii kingdom after Ankii kingdom.
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Prof: Rogue. Level: 1. Experience Points: 10,000.
Eyes: Blue. Hair: Light Brown. Build: Slender.
Height: 5°11". Weight: 155 1bs. Hits: 44/46.
Realm: Essence. Power Points: 1.

St-90 (90); Qu-48 (86); Pr-76 (89); In-79 (84); Em-85 (97);
Co-83 (95); Ag-90 (90); SD-76 (76); Re-75 (75); Me-100 (100).

LEVEL 20

Shamel now holds court in a magnificent manor resting in the
foothills of the outcropping of rock where he found the mysterious
temple/tovwmn, Along the rock escarpment, travellers will see hun-
dreds of the silver ‘Silmacghi.’ If one listens very carefully, the
sound of waterfalls can be heard. In the bowels of the excavated
valley where the plush town of Ikoathi resides, trade is brisk and
all the inhabitants enjoy the use <€ fresh, clean water.

Shamel, now father of dozens . - dren by more than one wife,
sits content on his padded pillows, overlooking his vast empire.

DESCRIPTION

Shamel’s bloodline flows back to the great desert raiders of the
Ankii. He is a tall, handsome, brown-skinned man with light brown
hair and crystal blue eyes. He stands slightly less than six feet tall
and weighs around 160 pounds. He is immaculate in appearance,
clean shaven, bathed, and perfumed to perfection.

Shamel wears only long, flowing desert garb, belted with a fine
link of flowing silver chain and clasped by a golden star. Across his
his left arm, he wears a black cloth approximately six inches wide,
which wraps around his chest under his right arm. Along this
bandolier-like piece, he adorns himself with sparkling gem-en-
crusted pins and brooches.

Shamel is an excellent rider and seldom strays far from his great
white steed and meticulously cared-for leather saddle. He also
sports a long sword-like tulwar and a number of other weapons,
including a halberd, morning star, several silver throwing stars, a
marvelous yew bow, and a great two-handed cleaving weapon.

TN IO LEVEL 1 e T i e e

Background Options: SOC-5 +2 points to SD; SOC-5 +2
points to Me; SAA-51 +15 Ag; SAM-86 +15 Em; SIC-53 +10
magic leather breast plate (reduces min. man. penalties by 10);
SIC-32 +10 non-magic saddle (adds to all riding related skills).

AT: 10; DB: 0; Armor Penalty: 0/0/5. Move: 50.

Stat Special

Skill Rank Bonus Bonus Total
Acting 1 13 0,(2,2) 18
Ambush 1 — — +/-1
Body Development+ 7 1.05 0, (2,2) 44/46
Bows 2 22 3, 35
Climbing 1 25 0,(1,2) 30
Linguistics 1 — — R-1
Long Sword 4 18 3,(-,7) 41
Maneuver Rigid Leather 8 20 0, (0,3) 60
Perception 4 5 0, (0,0) 25
Riding+ 6 23 0,(1,1),10 ¢t 63
Stalk/Hide 3 18/10 0,(2,2) 33/25
Swimming 1 25 0,(1,2) 30
Thrown Weap (Stars) 1 22 3,(-,7) 30

Stat Special
Skill Rank Bonus Bonus Total
Acrobatics 1 13 2) 18
Animal Hand (khorses) 4 13 M, 10% 43
Animal Train (khorses) 2 13 1),10% 33
Appraisal 1 15 1) 20
Driving 2 13 1),10% 33
First Aid 1 15 ) 20
Herding 3 13 1), 10% 38
Metal Lore 1 15 0 20
Rope Mastery 3 25 (¢))] 40

o kd '

.

" SHAMEL HASOM; ROGUE . -.-33)




et s s eyt e s

L--g.s... ORI --p.»q‘*‘h*

Prof: Rogue. Level: 3. Experience Points: 30,000.
Eyes; Blue. Hair: Light Brown. Build: Slender.
Height: 5°11". Weight: 155. Hits: 44/46.

Realm: Essence. Power Points: 3.

TR ) Level 3 B

?‘

(R e
EXLRN

n *Iar
P R !

$1-90 (90); Qu-52 (86); Pr-82 (89); In-84 (84); Em-87 (97);
Co0-86 (95); Ag-90 (90); SD-76 (76); Re-75 (75); Me-100

(160).

AT: 10; DB: 0; Armor Penalty: 0/0/5. Move: 50.

Stat Special Stat Special

Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Acting 1 13 0, (6,6) 18 Acrobatics 1 13 ©) 18
Ambush 1 — — +-1 Administration 4 13 ) 33
Body Development+ 7 1.05 0, (3,3) 44/46 Animal Hand (khorses) 4 13 3),10% 43
Bows 2 22 9, (--) 41 Animal Train (khorses) 2 13 3),10% 33
Climbing 1 25 0,(3,6) 30 Anthropology 2 13 ©) 23
Falchion 4 18 9, (-,-) 47 Appraisal 1 15 3) 20
General Perception 4 5 0, (0,0) 25 Driving 2 13 3),10% 33
Linguistics 1 — — R-1 First Aid 1 18 ()] 23
Mace 2 18 9, (--) 37 Herding 3 13 3),10¢% 38
Maneuver Rigid Leath 8 20 0,(0,9), 10t 70 Machination 4 15 0) 35
Pike 1 18 9, (--) 32 Metal Lore 1 15 ) 20
Riding+ 6 23 0,(3,3),10% 63 Rope Mastery 3 25 3) 40
Spell Acquisition 1 20 0, (0,0) -
Stalk/Hide 3 18/10 0, (6,6) 33/25
Swimming 1 25 0,(3,6) 30
Thrown Weap (Stars) 1 22 9, (-,-) 36
War Mattock 1 18 9, (--) 32
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Prof: Rogue. Level: 5. Experience Points: 50,000. Eyes: Blue.

Hair: Light Brown. Build: Slender.
Height: 5' 11". Weight: 161. Hits: 60/66.
Realm: Essence. Power Points: 10.

S$t-90 (90); Qu-66 (86); Pr-87 (89); In-84 (84); Em-95 (97);

Co-90 (95); Ag-90 (90); SD-76 (76); Re-75 (75); Me-100 (100).

AT: 10; DB: 0; Armor Penalty: 0/0/5. Move: 50.
New Equipment: +15 Elven Oak Compound Bow with +1

Spell Adder and 30% Range Penalty Reduction.

Stat Special

Skill Rank Bonus Bonus Total
Acting 1 13 0, (10,10) 18
Ambush 3 — — +/-3
Body Development+ 9 1.1 0, (10,10) 60/66
Long Bow 6 22 15, (-~) 69
Climbing 3 25 0, (5,10) 40
Falchion 8 18 15, (-,-) 73
Linguistics 3 — — R-3
Mace 2 18 15, (=) 43
Maneuver Rigid Leath 8 20 0,(0,15),10 70
Perception 4 5 0, (0,0) 25
Pike 2 18 15, (=) 43
Riding+ 10 28 0,(5,5),10% 88
Spell Acquisition 1 20 0, (0,0) -
Stalk/Hide 3 18/10 0, (10,10) 33/25
Swimming 1 25 0, (5,10) 30
Thrown Weap (Stars) 1 22 15, (-,-) 42
War Mattock 1 18 15, (-») 38

Skill v
Acrobatics
Administration

Animal Hand (khorses)
Animal Train (khorses)
Anthropology
Appraisal

- Driving

First Aid
Herding
Machination
Metal Lore
Rope Mastery

Stat

Rank Bonus

[T R O N N Tl I~ - - I o)

13
13
15
15
13
15
15
20
15
15
15
25

Special
Bonus
(10)
()
(5),10%
(5),10%
0
)
(5),10%
(]
(5),10%
0)
©)
)

Total
18
33
65
65
23
20
35
25
40
35
20
40
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Prof: Rogue. Level: 7. Experience Points: 90,000.
Eyes: Blue. Hair: Light Brown. Build: Slender.
Height: 5°11". Weight: 168 1bs. Hits: 80/92.
Realm: Essence. Power Points: 14.

T T 0 LevEL 7
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AT: 10; DB: 5; Armor Penalty 0/0/5. Move: 55.

New Equipment: +15 Elven Oak Compound Bow with +1
Spell Adder and 30% Range Penalty Reduction. Medallion of
Skri’i (+/- 5 Ambush Bonus). ’

St-90 (90); Qu-86 (86); Pr-89 (89); In-84 (84); Em-97 (97); Spell List:
Co-95 (95); Ag-90 (90); SD-76 (76); Re-75 (75); Me-100 (100). Physical Enhancement 1-5 ................... (Open Essence List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Acting 1 13 0, (14,14) 18 Acrobatics 2 13 (14) 18
Ambush 3 — — +/-3 Administration 4 15 ()] 35
Body Development+ 13 1.15 0,(7,7) 80/92 Animal Hand (khorses) 8 15 M, 10% 65
Climbing 3 25 0, (7,14) 40 Animal Train (khorses) 6 15 N, 10% 55
Falchion 8 18 21, (-,-) 79 Anthropology 2 15 ) 25
Linguistics 3 — 0, (0,0) R-3 Appraisal 5 15 O] 40
Long Bow 10 22 21, (-,-) 93 Contortions 2 18 14) 28
Mace 2 18 21, (-) 59 Driving 2 15 10% 35
Maneuver Rigid Leath 8 20 0,(0,21),10 ¢ 70 First Aid 1 20 ©) 25
Perception 7 5 0, (0,0) 40 Fletching 2 15 €) 25
Pike 2 18 21, () 59 Grappling Hook 2 25 1) 35
Riding+ 14 28 0,(7,7),10 93 Herding 3 15 N, 10% 40 .
Stalk/Hide 3 18/10 0, (14,14) 33/25 Machination 4 15 o 35
Swimming 1 25 0, (7,14) 30 Metat Lore 1 15 (©)] 20
Thrown Weapons 3 22 21, (-,-) 58 Missile Artillery 2 15 21) 25
War Mattock 1 18 21, (~,-) 44 Reverse Stroke 1 15 21 20
Rope Mastery 3 25 ()] 40
Silent Kill 2 15 ) 25
Stunned Maneuver 4 10 21) 30
e e S e o LeveL 10 G e e e e o S S i iy

Prof: Rogue. Level: 10. Experience Points: 150,000.
Eyes: Blue. Hair: Light Brown. Build: Slender.
Height: 5°11". Weight: 164 1bs. Hits: 80/92.

Realm: Essence. Power Points: 20.

New Equipment: +15 Elven Oak Compound Bow with +1
Spell Adder and 30% Range Penalty Reduction. Medallion of
Skri’i (+/- 5 Ambush Bonus). +15 Magical Leather Breast Plate
(+15 applies to all three penalties).

St-90 (90); Qu-86 (86); Pr-81 (89); In-84 (84); Em-97 (97); Spell List: ‘
Co-95 (95); Ag-90 (90); SD-76 (76); Re-75 (75); Me-100 (100). Physical Enhancement 1-5 ................... (Open Essence List)
AT: 10; DB: 0; Armor Penalty: 0/0/0; Move: 55.
Stat Special Long Bow 16 22 30, (-,-) 114
Skill Rank Bonus Bonus Total Mace 2 18 30, (-,-) 58
Acting 1 13 0, (20,20) 18 Maneuver Rigid Leath 8 20 0,(0,30), 10t 70
Adrenal Moves Martial Arts
Strength 1 8 0, (0,0) 13 Sweeps R-1 4 22 30, (--) 72
Speed 1 8 0, (0,0 13 Perception 13 5 0, (0,0) 61
Quick Draw 1 8 0, (0,0) 13 Pike 2 18 30, (--) 58
Balance 1 8 0, (0,0) 13 Riding+ 20 28 (10,10), 10 87
Leaping 1 8 0, (0,0) i3 Spell Acquisition 1 20 — -
Landing 1 8 0, (0,0) 13 Stalk/Hide 5 18/10 0, (0,0) 43/35
Ambush 6 — — +-6 Swimming 1 25 0, (20,20) 30
Body Development+ 13 L.15 0, (10,10) 80/92 Thrown Weap (Stars) 3 22 30, (-,-) 67 -
Climbing 3 25 0, (10,20) 40 War Mattock 1 18 30, (-,-) 53
i?rll::lll(:tllcs 132 E 30’_(- g 11{(2 (Level 10 continued on next page)
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Stat Special Fletching 2 15 (10) 25
Skill Rank Bonus Bonus Total Grappling Hook 2 25 (30) 35
Acrobatics 2 13 (20 23 Herding 5 13 (10), 10 % 48
Administration 4 13 (0) 33 Machination 4 15 © 35
Animal Hand (khorses) 12 13 (10),10 % 77 Metal Lore 1 15 0) 20
Animal Train (khorses) 10 13 (10), 10 73 Missile Artillery 2 15 (30) 25
Anthropology 2 13 ) 23 Reverse Stroke 1 15 (30) 20
Appraisal 5 15 (10) 40 Rope Mastery 5 25 (10) 50
Contortions 2 18 (20 28 Silent Kill 2 15 ©0) 25
Driving 4 13 (10), 10 % 43 Stunned Maneuver 4 10 (30) 30
First Aid 4 20 ©) 40
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Prof: Rogue. Level: 15. Experience Points: 300,000. New Equipment: +15 Elven Oak Compound Bow with +1
Eyes: Blue. Hair: Light Brown. Build: Slender. Spell Adder and 30% Range Penalty Reduction. Medallion of
Height: 5’11". Weight: 164 1bs. Hits: 80/92. Skri’i (+/- 5 Ambush Bonus). +15 Magical Leather Breast
Realm: Essence. Power Points: 30. Plate (+15 applies to all three penalties). +10 Non-Magical
St-90 (90); Qu-86 (86); Pr-81 (89); In-84 (84); Em-97 (97); Riding Stirrups (adds +10 to all Riding related skills).
Co-95 (95); Ag-90 (90); SD-76 (76); Re-75 (75); Me-100 (100). Spell List: s B )
AT: 10: DB: 5; Armor Penalty: 0/0/0. Physical Enhancement 1-5.................... (Open Essence List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Acting 1 13 0, (30,30) 18 Acrobatics 2 13 30 23
Adrenal Moves Administration 8 13 ) 53
Strength 3 8 0, (0,0) 23 Animal Hand (khorses) 12 13 (15),10 % 77
Speed 3 8 0, (0,0) 23 Animal Train (khorses) 10 13 (15),10 % 73
Quick Draw 3 8 0, (0,0) 23 Anthropology 4 13 ©) 33
Balance 3 8 0, (0,0) 23 Appraisal 5 15 a1s) 40
Leaping 3 8 0, (0,0 23 Contortions 2 18 30) 28
Landing 3 8 0, (0,0) 23 Driving 4 13 (15),10 % 43
Ambush 6 — — +/-6 First Aid 4 18 () 38
Body Development+ 13 1.15 0, (15,15) 80/92 Fletching 2 15 (15) 25
Climbing 4 25 0, (15,30) 45 Grappling Hook 2 25 30) 35
Falchion 22 18 45, (-,-) 135 Herding 5 13 (15),10 % 48
Linguistics 3 — — R-3 Machination 4 15 () 35
Long Bow 26 22 45, (-,-) 143 Metal Lore 1 15 (V)] 20
Mace 2 18 45, (-,-) 73 Missile Artillery 2 15 (45) 25
Maneuver Chain 10 20 0, (0,45) 70 Reverse Stroke 1 15 (45) 20
Maneuver Rigid Leath 8 20 0, (0,45), 10 70 Rope Mastery 5 25 (15) 50
Martial Arts Silent Kill 2 15 ) 25
Sweeps R-1 8 22 45, (-,-) 107 Stunned Maneuver 4 10 45) 30
Perception 21 5 0, (0,0) 76
Pike 2 18 45, (-,-) 73
Riding+ 30 28 0,(15,15), 10t 118
Spell Acquisition 1 20 — 25
Stalk/Hide 13 18/10 0, (30,30) 74/66
Swimming 5 25 0, (15,30) 50
Thrown Weap (Stars) 3 22 45, (-,-) 82
War Mattock 1 18 45, (-,-) 68
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Prof: Rogue. Level: 20. Experience Points: 500,000. Eyes:
Blue. Hair: Light Brown. Build: Slender.

Height: 5' 11". Weight: 164 lbs. Hits: 122/142.

Realm: Essence. Power Points: 40.

St-90 (90); Qu-86 (86); Pr-89 (89); In-84 (84); Em-97 (97);

Co-95 (95); Ag-90 (90); SD-76 (76); Re-75 (75); Me-100 (100).

AT: 10; DB: 5; Armor Penalty: 0/0/0.

New Equipment: +15 Elven Oak Compound Bow with +1
Spell Adder and 30% Range Penalty Reduction. Medallion of
Skri’i (+/- 5 Ambush Bonus). +15 Magical Leather Breast Plate
(+15 applies to all three penalties). +10 Non-Magical Riding
Stirrups (adds +10 to all Riding related skills). Shield of the
Ankii (Tower Shield with +20 DB and 50% Negation of
Criticals in Head, Chest, and Arms).

Spell Lists:
Physical Enhancement 1-5 ................... (Open Essence List)
Delving Ways 1-5 ....ccccocvvveerecrvnvernensnns (Open Essence List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Acting 1 13 0, (40,40) 18 Acrobatics 2 13 (40) 23
Adrenal Moves Administration 13 13 (1)) 69
Strength 4 8 0, (0,0) 28 Animal Hand (khorses) 17 13 (20), 10 £ 87
Speed 4 8 0, (0,0) 28 Animal Train (khorses) 15 13 20), 10 % 83
Quick Draw 4 8 0, (0,0) 28 Anthropology 9 13 ©0) 58
Balance 4 8 0, (0,0) 28 Appraisal 5 15 (V)] 40
Leaping 4 8 0, (0,0) 28 Contortions 2 18 . (40) 28
Landing 4 8 0, (0,0) 28 Driving 4 13 (20), 10 £ 43
Ambush 11 — — +/- 11 First Aid 4 20 ) 40
Body Development+ 19 1.15 0,(20,20)  122/142 Fletching 4 15 (20) 35
Climbing 8 25 0, (20,40) 65 Grappling Hook 2 25 (60) 35
Falchion 26 18 60, (-,-) 154 Herding 5 13 20),10% 48
Linguistics 3 — — R-3 Machination 4 15 0) 35
Long Bow 36 22 60, (-,-) 168 Metal Lore 1 15 ©) 20
Mace 2 18 60, (-,-) 88 Missile Artillery 2 15 60) 25
Maneuver Chain 10 20 0, (0,60) 70 Reverse Stroke 1 15 60) 20
Maneuver Rigid Leath 8 20 0,(0,60), 10t 70 Rope Mastery 15 25 (20) 85
Martial Arts Silent Kill 7 15 ) 50
Sweeps R-1 8 22 60, (-,-) 123 Stunned Maneuver 9 10 (60) 55
Perception 23 5 0, (0,0) 78
Pike 2 18 60, (-,-) 88
Riding+ 40 28 0,(20,20), 10t 120
Stalk/Hide 23 18/10 0, (40,40) 88/73
Staves & Wands 1 15 0, (0,0) 20
Swimming 5 25 0, (20,40) 50
Thrown Weap (Stars) 3 22 60, (-,-) 97
War Mattock 1 18 60, (-,-) 83
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(Eth Ara’Ker) Turning towards home, he prayed to all the gods he knew

orn in 6025 along the shores of Fulcrumia, Yath Arakar, son of to let him see his home and family again. His travel was
fof a beast herder, spent his early years like many young agonizingly slow. The wounds seemed infected in some
Fulcrumians, assisting his father in the fields while spinning strange manner, never healing yet never becoming diseased
fantasies about performing feats which would make his orrotting. After weeks of travel, the gods gracing him with

name legendary for generations to come. During his early youth,
while ranging along the wetlands, herding bovines of all shapes
and sizes, he thought and dreamed of ways to make his name
remembered.

luck, he managed to make it back to his homeland.

LEVEL 7
Once home, he collapsed and later learned that a
number of healers and mystics came to see the miracle
boy who had survived such a terrible wound from the
creature. He dreamed horrifying nightmares of eat-
ing raw, bloody meat, of stalking timid deer and
devouring them, and of grunting and panting
like a beast. His recovery was slow and many
said that Yath would never walk again.
After months of rest, Yath awoke one
day feeling completely healed and reju-
venated. To the shock of his family and
friends, it seemed as if he was never in-
jured. His body was left unscarred and
unbruised. Yath’s family held a large
dinner that night to honor his recov-
ery, and invited bards to sit with them
and start learning Yath’s bizarre tale.
The festivities went deep into the night,
the guests drinking and eating all sorts of
wines and foods. It was then that Yath’s
lifelong curse began. Suddenly, he
grabbed at his chest, toppled to the
ground, and began screaming in sheer pain.
His family rushed to his side, only to fall
back in fright as their loved one transformed
into a snarling beast. The guests scattered
as the creature arose on its powerful
haunches, striking out and killing victims
with a snap of its wrist or with alightning-
quick lunge.

Yath awoke the following morning

covered in blood and entrails. To his
horror, all of his family lay dead. Two of
the greatest bards of Fulcrumia sat against
ashredded wall, their blood spilled across
the room. He stood on two shaky legs,
walked to the door, and looked out.
Even there, scattered between the bamn
and corral, victims lay in brackish pools
of life.

LEVEL 3

At one of the numerous bardic recitals, Yath heard the
song ‘Ode of the Young Fallen God,’” a simple tune of a
god, no more than a thousand years old, venturing into
the lands of Aranmor and being consumed by a fierce
drake. His name brought Fulcrumian women to
tears and made more than one virgin leap off a cliff
in his name.

Yath did not need to look any further. He wasn’t
a god, but he was fifteen — old enough to go out on
his own, he thought. He imagined it would be a
great adventure. He would travel to the heart of
Aranmor, vanquish beasts, and collect the golden
treasures that were sure to be there. If he sur-
vived and returned with great tales, he would be
revered in countless songs. If he didn’t survive,
he thought, he would still be remembered as the
young god was.

LEVEL §

With few preparations, Yath went forth, travel-
ling northwestward for quite a number of days. Since
he was skilled in obtaining food and water, and the
land was quite lush, he made good time. After several
weeks of journeying, he came to the river’s outlet di-
rectly across from the Wistler’s Island and made camp.

That night the moon showed full across the black sky,
and off in the distance a lone wolf howled sullenly.
Later Yath would recall that the wolf sounded savage,
truly bloodthirsty. After he had bedded down, some-
time around midnight, he awoke and looked across
the dying embers of his fire into the seething,
crimson eyes of a strange beast. Yath screamed in
utter horror and tried to flee, but the creature was
upon him before he could take a third step. The
beast viciously attacked Yath, throwing him
about the camp like a rag doll.

Yath awoke the following moring badly
mauled and in shock. He struggled to stand,
and then to walk. Among the ruins of his small
campsite, he found a strange horn covered in
tanned hide. He picked up the horn, almost
instinctively.
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LeveL 10
_ Feeling more than ashamed, almost suicidal, Yath ran from his
home, instinctively drawn towards Aranmor. There he took resi-
dence up along the northern edge of the Wyr forest and essentially
disappeared from civilization, though he has been seen skulking
along the shores of the Tradeway Canal.

LeveL 15
Yath spent most of his time in and around Aranmor, generally
avoiding civilization to keep from slaying innocents as he once did.
Occasionally, he would encounter explorers and adventurers, who
usually took to the lonely youth. Sometimes he would help them
stave off the dangers of the area, but he never would dwell in their
presence for long.

LEVEL 20
After years of practice, Yath has finally attained some control
over his affliction. He still dwells alone in the wilderness, however,
for he now really knows no other life.
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Prof: Rogue. Level: 1. Experience Points: 10,000.
Eyes: Brown. Hair: Brown. Build: Avg.

Height: 5°7". Weight: 155 1bs. Hits: 33/35.
Realm: Channeling. Power Points: 0.

St-90 (90); Qu-75 (93); Pr-57 (62); In-38 (88); Em-31 (42);
Co-89 (89); Ag-93 (100); SD-60 (80); Re-61 (61); Me-50 (66).
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DESCRIPTION

Yath is a strapping young man, standing five foot, seven inches
tall and weighs 155 pounds. He has shaggy light brown hair, almost
the color of wet sand, and deep-set brown eyes that seem to sparkle
with intense mischief.

Yath wears baggy pants and shirts, sometimes foregoing a shirt
for bib-overalls. He wears sandals and a bandanna to keep his long
brown locks out of his face and to keep the sweat from stinging his
eyes.

Yath carries a broadsword and a number of other weapons for
protection. He dislikes wearing heavy garments and will more than
likely be seen wearing a soft, loose-fitting leather tunic if he plans
to do any “adventuring.” He is a rapscallion, but not a bully. He
tends to fight only when provoked, and will never trounce an
underdog.

e e et e
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Background Options: SOC-2 +10 to Stalk/Hide 1; SWC-09 3
Gps; SAA-93 +20 SD SOC-6 5 Ranks Foraging; SIC-67 Daily I
Item, Starpaths x1 (Holy Vision Astrologer’s Base List); SAC-
93 Lycanthropy.

AT: 5; DB: 5; Armor Penalty: 0/0/0. Move: 55 (50).

Stat Special Stat Special

Skill Rank Bonus Bonus Total Skill' Rank Bonus Bonus Total
Body Development 4 1.0 0, (1,1) 33/35 Brawling 2 — A3) 10
Broad Sword+ 7 13 3, () 51 Control Lycanthropy 1 25 0) 30
Climbing 2 10 0,(1,2) 20 Daemon/Devil Lore 1 —_ ) 5
Cooking 2 — 0, (0,1) 10 Distance Running 1 5 2) 10
Foraging+ 7 — 0,(1,1) 35 Dragon Lore 1 — (V)] 5
General Perception 4 — 0, (0,0) 20 Fauna Lore 1 — ) 5
Leather Working 2 5 0, (0,1) 15 Flora Lore 1 — ©) 5
Maneuver Soft Leather 2 13 0, (0,3) 23 Grapple Hook 2 10 3) 20
Spear 3 13 3, (-) 31 Herb Lore 1 —_— ) 5
Stalk/Hide 2 18/25 0,(2,2),10t 38/45 Silent Kill 4 5 ) 25
Swimming 2 10 0,(1,2) 20 Skinning 2 5 1) 15
Tracking 2 — 0,(1,1) 10

Trap Building 2 — 0,(2,2) 10
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Prof: Rogue. Level: 3. Experience Points: 30,000. $t-90 (90); Qu-68 (93); Pr-62 (62), In-63 (88); Em-25 (42);
Eyes: Brown. Hair: Brown. Build: Avg. Co-89 (89); Ag-100 (100); SD-74 (80); Re-61 (61); Me-63 (66).
Height: 5°7". Weight: 155 1bs. Hits: 50/53. . 5. . 0 . .
Realm: Channeling. Power Points: 0. AT: 5; DB: 0; Armor Penalty: 0/0/0. Move: 50 (45).
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Body Development 8 1.05 0,(3.3) 50/53 Brawling 4 — ® 20
Broad Sword+ 9 18 9, (-,-) 72 Control Lycanthropy 3 25 (V)] 40
Climbing 4 25 0,(3,6) 45 Daemon/Devil Lore 1 —_ 0) 5
Cooking 2 13 0, (0,3) 23 Distance Running 2 5 (6) 15
Foraging+ 11 — 0,(3,3) 52 Dragon Lore 1 — 0) 5
General Perception 8 — 0, (0,0) 40 Fauna Lore 3 — ()] 15
Leather Working 4 13 0, (0,3) 33 Flora Lore 3 — (V) 15
Maneuver Soft Leather 2 18 0, (0,9) 28 Grapple Hook 4 25 9 45
Spear 3 18 9, (--) 42 Herb Lore 3 _— ©0) 15
Stalk/Hide 5 25/25 0,(6,6),10% 60/60 Silent Kill 8 13 (V)] 53
Swimming 4 25 0,(3,6) 45 Skinning 3 13 6) 28
Tracking 5 — 0, (3,3) 25
Trap Building 4 — 0, (6,6) 20
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Prof: Rogue. Level: 5. Experience Points: 50,000. AT: 5; DB: 5; Armor Penalty: 0/0/0. Move: 55 (50).

Eyes: Brown. Hair: Brown. Build: Avg.

Height: 5°7". Weight: 155 Ibs. Hits: 63/66.

Realm: Channeling. Power Points: 5.

$t-90 (90); Qu-79 (93); Pr-62 (62); In-85 (88); Em-42 (42);
Co-89 (89); Ag-100 (100); SD-80 (80); Re-61 (61); Me-65 (66).

New Equipment: Horn of the Beast Master (+30 Bonus to
Summon and Control wolves — Use Beast Master Skill).

Stat Special Stat Special

Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Brawling 6 3 (15) 33

Speed 1 15 0, (0,0) 20 Caving 1 15 (0) 20
Body Development 11 1.05 0,(5,5) 63/66 Control Lycanthropy 7 30 ©) 65
Broad Sword+ 9 18 15, (-,7) 78 Crafting
Climbing 6 25 0, (5,10) 55 Candle Making 1 28 5) 33
Club 1 18 15, (-,-) 38 Daemon/Deyvil Lore 1 — ) 5
Cooking 5 13 0, (0,5) 38 Distance Running 4 5 (10) 40
Foraging+ 14 3 0, (5.5) 61 Dragon Lore 1 — ©) 5
General Perception 12 3 0, (0,0) 57 Fauna Lore 3 — (V)] 15
Leather Working 6 13 0, (0,5) 43 Flora Lore 3 — ) 15
Maneuver in Soft Leath 2 18 0, (0,15) 28 Grapple Hook 4 25 (15) 45
Spear 3 18 15, (-,-) 48 Herb Lore 3 —_ ()] 15
Staff 1 18 15, (-,-) 38 Scrounge 1 3 (5) 8
Stalk/Hide 7 28/30  0,(10,10),10%  73/75 Silent Kill 8 15 (V)] 55
Swimming 6 25 0, (5,10) 55 Skinning 5 15 5) 40
Tracking 7 3 0, (5,5) 38 Stone Crafts
Trap Building 8 — 0, (10,10) 40 Brick Making 1 28 5) 33

Wood Crafts
Lumbering 1 13 5) 18
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Prof: Rogue. Level: 7. Experience Points: 90,000.
Eyes: Brown. Hair: Brown. Build: Avg.

Height: 5°7". Weight: 155 1bs. Hits: 84/88.
Realm: Channeling. Power Points: 7.

St-90 (90); Qu-88 (93); Pr-62 (62); In-87 (88); Em-42 (42);

Co-89 (89); Ag-100 (100); SD-80 (80); Re-61 (61); Me-65 (66).

AT: 5; DB: 5; Armor Penalty: 0/0/0. Move: 55 (50).
New Equipment: Horn of the Beast Master (+30 Bonus to

Summori and Control wolves — Use Beast Master Skill). +10
Non-magical Soft Leather Shoes (adds +10 to Stalk Skill).

Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Brawling 8 3 1 43
Speed 2 15 0, (0,0) 25 Caving 2 15 N 25
Body Development 15 1.05 0,(7.7) 84/88 Control Lycanthropy 11 30 ©) 82
Broad Sword+ 10 18 21, (-,-) 89 Crafting
Climbing 8 25 0, (7,14) 65 Candle Maker 1 28 @) 33
Club 3 18 21, (-,-) 54 Daemon/Devil Lore 1 — ©0) 5
Cooking 7 13 0, (0,7) 48 Distance Running 6 5 14) 35
Foraging+ 16 3 0,7,7D 65 Dragon Lore 1 — ) 5
General Perception 16 3 0, (0,0) 65 Fauna Lore 3 — ) 15
Leather Working 8 13 0, (0,7) 53 Flora Lore 3 —_ ) 15
Maneuver in Soft Leath 2 18 0, (0,21) 28 Grapple Hook 4 25 @2n 45
Spear 3 18 21, (--) 54 Herb Lore 3 —_— (V)] 15
Staff 3 18 21, (--) 54 Scrounge 3 3 ) 18
Stalk/Hide 9 28/30  0,(14,14),101  83/85 Silent Kill 10 13 (1)) 63
Swimming 8 25 0, (7,14) 65 Skinning 6 15 Q) 45
Tracking 9 3 0,(7,7 48 Stone Crafts
Trap Building 11 —_ 0, (14,14) 52 Masonry 1 28 @) 33
Brick Making 1 28 O 33
Wood Crafts
Lumbering 1 13 @) 18
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Prof: Rogue. Level. 10. Experience Points: 150,000.
Eyes: Brown. Hair: Brown. Build: Avg.

Height: 5°7". Weight: 155 Ibs. Hits: 112/119.
Realm: Channeling. Power Points: 10.

St-90 (90); Qu-92 (93); Pr-62 (62); In-88 (88); Em-42 (42);

Co-89 (89); Ag-100 (100); SD-79 (80); Re-61 (61); Me-66 (66).

AT: 5; DB: 10; Armor Penalty: 0/0/0. Move: 60 (55).

New Equipment: Homn of the Beast Master (+30 Bonus to
Summon and Control wolves — Use Beast Master Skill); +10
Non-magical Soft Leather Shoes (adds +10 to Stalk Skill); +10
Non-Magical Spear; +10 Non-Magical club.

Stat  Special

Skill Rank Bonus Bonus Total
Adrenal Moves

Speed 4 15 0, (0,0) 35
Body Development 21 1.05 0,(10,10)  112/119
Broad Sword+ 10 18 30, (-,-) 98
Climbing 11 25 0, (10,20) 77
Club 3 18 30, (-,-) 63
Cooking 11 13 0, (0,10) 65
Foraging+ 19 3 0, (10,10) 71
General Perception 17 3 0, (0,0) 67
Leather Working 12 13 0, (0,10) 67
Maneuver in Soft Leath 2 18 0, (0,30) 28
Rowing 2 13 0, (0,20) 23
Spear 3 18 30, (-,-) 63
Staff 3 18 30, (-,-) 63
Stalk/Hide 12 28/30  0,(20,20),101 92/94
Swimming 11 25 0, (10,20) 77
Tracking 12 3 0, (0,0) 57
Trap Building 15 —_ 0, (20,20) 60

Stat  Special

Skill Rank Bonus Bonus Total
Brawling 8 3 30) 43
Caving 2 15 (10) 25
Control Lycanthropy 15 30 ) 90
Crafting, Candle Maker 1 28 (10) 33
Daemon/Devil Lore 1 — ©0) 5
Distance Running 7 5 (20) 40
Dragon Lore 1 —_ ) 5
Fauna Lore 5 — ) 25
Flora Lore 5 — (V)] 25
Grapple Hook 4 25 30) 45
Herb Lore 5 —_ ©0) 25
Jumping 2 18 (20) 28
Scrounge 5 3 (10) 18
Silent Kill 10 13 ) 63
Skinning 7 15 (10) 50
Stone Crafts

Brick maker 1 28 (10) 33

Masonry 1 28 (10) 33
Wood Crafts

Building Wight 2 13 10) 23

Lumbering 1 13 (10) 18
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Prof: Rogue. Level: 15. Experience Points: 300,000.

Eyes: Brown. Hair: Brown. Build: Avg.

Height: 5°7". Weight: 155 1bs. Hits: 120/126.

Realm: Channeling. Power Points: 15.

St-90 (90); Qu-93 (93); Pr-58 (62); In-88 (88); Em-42 (42);
Co-89 (89); Ag-94 (100); SD-78 (80); Re-61 (61); Me-66 (66).
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AT: 5; DB: 10; Armor Penalty: 0/0/0. Move 60 (55).

New Equipment: Horn of the Beast Master (+30 Bonus to
Summon and Control wolves — Use Beast Master Skill); +10
Non-magical Soft Leather Shoes (adds +10 to Stalk Skill); +10
Non-Magical Spear; +10 Non-Magical club.

Stat Special

Skill Rank Bonus Bonus Total
Adrenal Moves

Speed 9 15 0, (0,0) 60

Balance 5 15 0, (0,0) 40

Landing 3 15 0, (0,0) 30
Body Development 23 1.05 0, (15,15)  120/126
Broad Sword+ 10 13 45, (-,-) 108
Climbing 16 10 0, (15,30) 72
Club 7 13 45, (-,-) 93
Cooking 11 13 0, (0,10) 65
Disarm Traps 1 13 0, (30,30) 18
Foraging+ 24 3 0, (15,15) 77
General Perception 22 3 0, (0,0) 75
Leather Working 12 13 0, (0,15) 67
Linguistics 7 — - R-7
Maneuver in Soft Leath 2 13 0, (0,45) 23
Rowing 2 13 0, (0,30) 23
Spear 7 13 45, (-,-) 93
Spell Acquisition 5 — — -
Staff 7 13 45, (-,-) 93
Stalk/Hide 15 . 20/30 0,(30,30),10+ 90/100
Swimming 16 10 0, (15,30) 72
Tracking 15 3 0, (15,15) 63
Trap Building 15 —_ 0, (30,30) 60

Stat Special

Skill Rank Bonus Bonus Total
Brawling 8 3 (45) 43
Caving 3 15 (15) 30
Control Lycanthropy 18 30 ©) 96
Crafting

Candle maker 3 20 (15) 35

Wicker Worker 3 20 (15) 35

Roofer 3 20 (15) 35

Potter 3 20 (15) 35
Daemon/Devil Lore 1 — ) 5
Distance Running 7 5 . (30) 40
Dragon Lore 4 — (1) 20
Fauna Lore 6 — (0] 30
Flora Lore 6 —_ ©0) 30
Grapple Hook 4 10 (30) 30
Herb Lore 6 — ) 30
Jumping 2 18 (30) 28
Scrounge 5 3 0) 28
Silent Kill 10 8 ) 58
Skinning 7 8 (15) 43
Stone Crafts

Brick maker 1 28 (15) 33

Masonry 1 28 (15) 33
Wood Crafts

Building Wight 3 5 (15) 20

Lumbering 1 13 (15) 18
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Prof: Rogue. Level: 20. Experience Points: 500,000. New Equipment: Horn of the Beast Master (+30 Bonus to
Eyes: Brown. Hair: Brown. Build: Avg. Summon and Control wolves — Use Beast Master Skill); +10
Height: 5°7". Weight: 155 Ibs. Hits: 120/126. Non-magical Soft Leather Shoes (adds +10 to Stalk Skill); +10
Realm: Channeling. Power Points: 20. Non-Magical Spear; +10 Non-Magical club; Amulet of Concen-
St-90 (90); Qu-93 (93); Pr-62 (62); In-88 (88); Em-42 (42); tration (+5 bonus to all Adrenal Maneuvers, Meditations, and
Co-89 (89); Ag-100 (100); SD-80 (80); Re-61 (61); Me-66 (66). gon;;‘;}}tycamhmpy Skills).
ell List:
AT: 5; DB: 10; Armor Penalty: 0/0/0. Move 60 (55). Pgrifications | B R (Open Channeling)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Brawling 8 3 (60) 43
Speed 10 15 0, (0,0) 65 Caving 3 15 (20) 30
Balance 8 15 0, (0,0) 55 Control Lycanthropy 18 - 26 () 112
Landing 7 15 0, (0,0) 50 Crafting
Strength 4 15 0, (0,0 35 Candle maker 6 28 (20) 58
Ambush 7 — — +/-7 Wicker Worker 6 28 20) 58
Body Development 23 1.05 0, (15,15) 120/126 Roofer 6 28 (20) 58
Broad Sword+ 10 18 60, (-,-) 128 Potter 7 28 (20) 63
Climbing 16 10 0, (20,40) 72 Daemon/Devil Lore 1 —_ ()] 5
Club 7 18 60, (-,-) 113 Distance Running 7 5 (40) 40
Cooking 11 13 0, (0,20) 65 Dragon Lore 4 — 0y 20
Disarm Traps 9 15 0, (40,40) 60 Fauna Lore 6 — (©) 30
Foraging+ 24 3 0, (20,20) 77 Flora Lore 6 — ©0) 30
General Perception 26 3 0, (0,0) 79 Grapple Hook 4 25 (60) 45
Language 7 — — R-7 Herb Lore 6 — ©) 30
Language 7 —_— — R-7 : Jumping 5 18 40) 43
Language 7 — — R-7 |- - Mining 2 3 (20) 13
Leather Working 12 13 0, (0,20) 67 ‘Sbrounge 5 3 20) 28
Maneuver Soft Leath 2 18 0, (0,60) 28 : Silent Kill - 10 13 (V)] 63
Martial Arts ' Skinning 7 15 (20) 50
Strikes R-1 4 18 60, (-,-) - 98 Stone Crafts
Rowing 2 13 0, (0,20) 23 Brick maker 6 28 20) 58
Spear 7 18 60, (-,-) 113 Masonry 6 28 (20) 58
Spell Acquisition 5 — - - ' Wood Crafts
Staff 7 18 60, (-,-) 113 Building Wight 6 13 20) 43
Stalk/Hide 17 28/30  0,(40,40),101 102/104 " - Lumbering 6 13 (20) 43
Swimming 16 10 0, (20,40) 72
Tracking 15 3 0, (20,20) 63
Trap Building 15 — 0, (40,40) 60
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(Cha’ Sini Thalssta’) LEVEL 5

hasini was bornin 6034 in the highlands of Jomeloto, Chasini served the house of Ti’sal for nine summers, expanding
|| the third daughter of Malta Thalsta. Before long, her mind and soul. Once she became one with the sisterhood, she
# || she became known as the Star of Jihaad, which was taught others the Way, for she had the patience that young students
el the name of the reverend mother of the study of needed as well as the skills of the greatest masters. She would have
Ti’sal, the discipline of the Way. continued in the sisterhood if it wasn’t for the news that her merce-
At the age of ten Chasini came down with a strange malady nary companion, the one who brought her to Ti’sal, lay captured or

that covered her skin in terrible lesions. Thinking her a dead on the field of battle in straits west of Lake Lenoe.

sickly child, Malto sold his daughter to a band of grim
mercenaries hired to fight arampaging group of Lugroki.
She was intended to be nothing more than fodder,
dying in battle rather than from some horrible disease,
as part of the front line of combatants, As the battle
waged around her, however, she struck down seven
large Lugroki and finished the day with

only minor scratches. A hardened war

Upon hearing the news, Chasini walked from the temple of
Ti’sal, without armor or sword or even a bag of belongings.
Using her incredible stamina she reached the site in less than
two days, a feat which normally takes at least that many
weeks. Upon arriving, she quickly assessed the situation and
talked briefly with the battle commander. At first he laughed

at the young teen, then quickly informed her of his strategies
after she took out his two armored personal guards.
veteran (his name is unknown) saw her ~ Asthe sunrose across the field of battle, Chasini
greatness, bought her from the merce- ; walked out with the hustling mercenaries, cloaked
nary captain for the staggering fee of ﬁ \. in chain and outfitted with shields and swords.
_J) ]

one gold piece, and led her into the . Needless to say, she quickly broke through the
hills to the temple of Jihaad, the

mother of the discipline of
Ti’sal.

line, taking wounds that would have felled most
men, and entered the enemy camp. After a brief search
and the dispatch of a few pitiful guards, she found the
stockade of prisoners and freed them. Finding a cache
of weapons, the freed prisoners attacked from the rear
and routed the enemy into the lake, where archers
bore them down to the last man,

)
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It was there that Chasini 7
started on long journey toward
becoming the Star of Jihaad, the most famed"
female warrior in all of the G’thal regions.
Her first series of tests led her into the moun-
tains of Jomeloto where she had to cross
several precipices with only a short length
of rope; she quickly saw the futility in the
rope (and its obvious lures) and
tossed it aside. With her trained
mind, she willed herself to great-
ness and leaped across each.

After several laborious months
of extreme physical punishment and
practice, her body more limber than those
of the mercenaries that bought her, she went
forth to spend two weeks in the Iron Marshes

LeveL 7
Her exploits and daring soon earned her the
honorary title of captain among the mercenary
group. She returned to the Temple of Ti’sal,
recuperated from her injuries, and began
teaching the Way as if nothing had hap-
pened.

LeveL 10
Upon reaching her thirtieth birthday
Chasini set out among the world to find
her place, as it was called. She travelled
across the great Iron Marsh, collecting
many fine Trimar Birds, down the coast

with just three stones for equipment. This time she \ to the Great Coastal Fens, where it was
saved the stones, using two to start a fire (one was ~ \ reported she slew a host of Trolls. Her
made of flint the other had iron elements), and the \ \ N\ victory nearly cost her life, but as she
third to lure a Trimar bird down close enough to kill \ ! was making her way out of the swamp in a
it (the stone contained many prismatic, light-catching, delirium, she stumbled onto a small caravan of
crystals that the bird likes to ply around its nest). merchant gypsies who took care of the lovely girl.
Everything from the beak to its bones to its leathery hide \ While in their care, she met a roguish man and fell
could be used to fashion clothing, weapons, pouches, / \ in love. She travelled all the way to the Gefting
and even fishing hooks. Sea, having a child and becoming pregnant again.

After returning from the trip well-attired in a panther \ As the troupe crossed the shattered hills, they
skin tunic, peacock headdress, and threk-skin soled san- \ v were set upon by a host of mounted thieves who
dals, Chasini set to attuning her mind even greater to the X killed all the caravan's members except her
forces that worked her body. She learned to control her §§ and her unborn child. Grief-stricken, Chasini
breathing, heartbeat, sleep. . . .every pore and muscle ==  returned to the Temple of the Way, had her

in her body came under her control. = son, and contemplated life. With her son
She was set upon by the strange malady many - ) growing up among friends, she once again
times during her stay; though she tried to control . == struck out to find her way.

it through her body, she was never truly success- & v
ful. Later in life, she mastered the disease.
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LEVEL 15

This time, Chasini went south into the Trammel highlands,
living for a while with several different barbarous folk. Their
methods of combat were crude but enlightening; it seemed they
preferred huge iron weapons, yet wore little or nothing for armor
(the latter she approved of, but the massive meat hooks she
couldn’t relate to). Eventually she moved further south and lived
with the Elves and Centaurs, both of which she found more attuned
to her way.

She stayed with the Elves for several years but eventually grew
discontent with a race that was immortal. As her life ebbed away,
they stayed young and contented. Chasini was not jealous of their
gift, but found no need to stay any longer in their magical kingdom.

Striking out to the east, she crossed the moors and entered
Moreg’s Brow, cutting through the mountains and arriving in the
great Hrange. There she built herself a cabin, far from civilization.

LEVEL 20

In one of her many trips through the forest, while searching for
berries, roots, and strange herbs, she ran across a burnt-out cara-
van, which had arrows of thieves and Lugroki (orcs) stuck into the
blackened husks of the wagons as though they were pin cushions.
Searching through the remains she found three frightened children,
Thomi, Jurula, and Scapmt. Since they had no family now, Chasini
adopted them as her own and returned to her cabin.

o e L e et T s e o -..y--g.

There, she set about teaching the young children the Way.
Chasini had finally found her own path of enlightenment by
becoming a reverend mother in her own right. The three children
quickly learned the craft and left the cabin in the woods to spread
Chasini’s ways. Soon her cabin was home to dozens of talented
young ones. To her amazement and delight she also discovered at
her doorstep her son, who now was a complete master of the Way.
He joined his mother in the teaching and enlarged her Temple of
Ti’sal from one of wood to a massive stone structure that still
stands to this day. More than likely, it will for the next thousand
years as well,

DESCRIPTION

Chasini stands a mere five foot, five inches tall and weighs less
than a hundred pounds, but her forcefulness and directive personality
make her seem a seven-foot giant In crowds she seems to radiate
a four foot zone around her that few dare to break. Most would not
call Chasini beautiful, but there is no denying her captivating
personality. Her short curly hair cushions her round tanned face.

Chasini wears only a simple leather tunic, stitched along the legs
with yellow linen and braided down the front with soft red stained
leather. She wears simple moccasins, with only a red and yellow
bead to accentuate the tongue. Along her waist belt she carries a
twisted dagger and a notched hand axe. She is also known to carry
aheavy crossbow and a shagged head halberd. She favors the use
of wicked, deadly sharp tiger claws to accentuate her hand-to-hand
combat skills.

"""\--.s.-a— JORLIILR, .M“h.—-: b’ et _.-. &w—u —-‘3 LEVEL 1 L‘_W“__ = .. : Tael :. '..,".'

Prof: Warrior Monk. Lvl: 1. Exp Points: 10,000.
Eyes: Blue. Hair: Sandy. Build: Thin.

Height: 5' 5" Weight: 96 lbs. Hits: 55/74.
Realm: Mentalism. Power Points: 0.

St-76 (98); Qu-90 (90); Pr-58 (78); In-76 (76); Em-75 (75);
Co-99 (101); Ag-102 (102); SD-90 (90); Re-64 (64); Me-71 (71)

Background Options: SOC-5 +2 points to Co; SOC-5 +2
points Ag; SAA-73 +15 Co modifier; SAM-36 Bane to all Pale
1 Demons (treat all criticals as either Slaying or E); SIC-34 +10
non-magic sandals (may apply bonus to 1 maneuver skill per
round) 1; SAC-75 +3 bonus to Body Development/refer to
description for penalties .

AT: 2; DB: 10 (+25 AD); Armor Penalty: 0/0/0. Move: 60
(55).

Stat Special

Skill Rank Bonus Bonus Total
Adrenal Defense 3 —_ 0, (0,0), 10 25
Adrenal Maneuver

Strength 2 8 0, (0,0) 18

Balance 1 8 0, (0,0), 10 23

Landing 1 8 0,(©0,0), 10t 23

Speed 1 8 0,(0,0),10 23
Ambush+ 5 —_ —_ +/-5
Body Development+ 6 1.35 0,(2,2),+3% 55/74
Climbing 1 35 0,(2,2),10t 50
General Perception 2 3 0, (1,1) 13
Martial Arts

Sweeps R-1 3 27 2,(0,0) 44

Sweeps R-2 2 27 2,(0,0) 39
Stalk/Hide 2 25/15 0,(0,0),10% 45/25
Swimming 1 35 0,(2,2) 40

Stat Special
Skill Rank Bonus Bonus Total
Acrobatics 4 23 2),107F 53
Body Damage Stab 2 10 ()] 20
Detect Traps 2 5 n 15
Direction Sense 2 3 )} 13
Distance Running 2 35 2),10¢ 55
Poison Perception 2 3 1) 13
Read Tracks 2 3 Q) 13
Rope Mastery 2 18 ©) 28
Tight-rope Walking 2 25 2),10% 45
Tracking 4 3 (¢))] 23
Tumbling 2 25 2),10¢% 45
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Prof: Warrior Monk. Lvk: 3. Exp Points: 30,000.
Eyes: Blue. Hair: Sandy. Build: Thin.

Height: 5' 5" Weight: 93 Ibs. Hits: 73/102
Realm: Mentalism. Power Points: 0.

St-79 (98); Qu-90 (90); Pr-62 (78); In-76 (76); Em-75 (75);
Co-100(101); Ag-102(102); SD-90 (90); Re-64 (64); Me-71 (71)

AT: 2; DB: 10 (+45 AD); Armor Penalty: 0/0/0. Move: 60 (55).

Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Defense 7 — 0, (0,0), 10 45 Acrobatics 4 23 6),10t 53
Adrenal Maneuver Boat Pilot 2 18 ©0) 28
Strength 2 8 0, (0,0) 13 Body Damage Stab. 4 10 ) 30
Balance 1 8 0, (0,0), 10 ¢ 23 Demon/Devil Lore 2 - 3) 10
Landing 1 8 0, (0,0), 10 ¥ 23 Detect Traps 2 5 3) 15
Leaping 1 8 0, 0,0, 10+ 23 Direction Sense 2 3 3) 13
Speed 1 8 0, (0,0), 10 ¢ 23 Disarm Foe
Ambush+ 7 —_ —_ +-7 Unarmed (1HE) 2 35 6) 45
Body Development+ 8 1.40 0,(6,6),+31  73/102 Distance Running 4 40 ), 10+ 70
Climbing 4 35 0, (6,6), 10 65 Poison Perception 2 3 3) 13
General Perception 4 3 0,(3,3) 23 Read Tracks 2 3 3) 13
Maneuver Soft Leather . 1 23 0, (0,6) 28 Rope Mastery 2 18 ©0) 28
Martial Arts Silent Kill 2 20 3) 30
Sweeps R-1 6 27 6, (0,0) 63 Sprinting 2 10 6),10 7 30
Sweeps R-2 2 27 6, (0,0) 43 Stunned Maneuvers’ 4 15 6) 35
Stalk/Hide 5 25/15 0,(0,0),10% 60/40 Tight-Rope Walking 2 25 6),10 45
Swimming 5 35 0, (6,6) 60 Tracking 4 3 3 23
Tumbling 2 25 6),10 % 45
Unarmed subduing 4 23 6) 43
Yado 2 23 6),10 43
L‘-— : v ‘L*— i RTINS «-—-'-—‘:3 LEVEL 5 L,,;-. wEocal L ,‘y‘i ST ‘_m.:-»mma

Prof: Warrior Monk. Lvl: 5. Exp Points; 50,000.
Eyes: Blue. Hair: Sandy. Build: Thin.

Height: 5' 5" Weight: 91 Ibs. Hits: 107/155.
Realm: Mentalism. Power Points: 0.

St-91 (98); Qu-90 (90); Pr-74 (78); In-76 (76); Em-75 (75);
Co-101(101); Ag-102(102); SD-90 (90); Re-64 (64); Me-71 (71)

AT: 2; DB: 10 (+62 AD); Armor Penalty: 0/0/0. Move: 60 (55).

New Equipment: +10 Non-Magical Iron Tiger Claws (+10 to
Climbing Skills, +5 OB to all Sweeps and Strikes Martial Arts).

Stat Special

Skill Rank Bonus Bonus Total
Adrenal Defense 11 —_ 0,(0,0),10% 62
Adrenal Maneuver

Strength 6 8 0, (0,0) 38

Balance 3 8 0,(0,0),10% 33

Landing 5 8 0,(0,0),10 ¢ 43

Leaping 5 8 0,(0,0), 10t 43

Speed 3 8 0,(0,0),10 t 33
Ambush+ 7 —_ — +/-7
Body Development+ 8 1.45 0,(10,10),+3% 107/155
Climbing 4 35 0,(10,10), 10t 65
General Perception 6 3 0, (5,5) 33
Maneuver Soft Leather 1 25 0, (0,10) 30
Martial Arts

Sweeps R-1 8 28 10, (0,0) 78

Sweeps R-2 4 28 10, (0,0) 58
Stalk/Hide 5 25/15 0,(0,0),101 .. 60/40
Swimming 5 35 0, (10,10) 60

Stat Special

Skill Rank Bonus Bonus Total
Acrobatics 5 23 (10), 10 % 58
Boat Pilot 2 18 ) 28
Body Damage Stab. 4 10 ) 30
Demon/Devil Lore 2 — 0) 10
Detect Traps 2 5 ) 15
Direction Sense 2 3 6)) 13
Disarm Foe

Unarmed (1HE) 6 35 (10) 65
Distance Running 8 45 (10), 10 ¥ 95
Jumping 1 25 (10), 10 40
Poison Perception 2 3 ()] 13
Read Tracks 2 3 &) 13
Rope Mastery 2 18 (®)] 28
Silent Kill 2 20 5) 30
Sprinting 2 10 10), 10 ¥ 30
Stunned Maneuvers 8 15 10 55
Tight-Rope Walking 3 25 (10), 10 ¥ 50
Tracking 4 3 5) 23
Tumbling 3 25 (10), 10 ¥ 50
Unarmed subduing 4 23 (10) 43
Yado 4 23 (10), 10 ¥ 53

epa— = e .,

(46 _ ROLEMASTER HEROE§ AND ROGUES . -.

on -,

-




- .:“"'.:‘m':.:... :-‘-::" -::-~ ’~3 LEVEL 7 L‘WALS.? *’: QLR "-' \.':4'3;;':;.{2.::@.”.&.\..43}

Prof: Warrior Monk. Lvl: 7. Exp Points: 90,000. AT: 2; DB: 10 (+66 AD); Armor Penalty: 0/0/0. Move: 60 (55).
Eyes: Blue. Hair: Sandy. Build: Thin.
Height: 5' 5" Weight: 97 1bs. Hits: 120/174,
Realm: Mentalism. Power Points: 7.

St-91 (98); Qu-90 (90); Pr-78 (78); In-76 (76); Em-75 (75);
Co-101(101); Ag-102(102); SD-90 (90); Re-64 (64); Me-71 (71)

New Equipment: +10 Non-Magical Iron Tiger Claws (+10 to
Climbing Skills, +5 OB to all Sweeps and Strikes Martial Arts); +10
Blessed Silk Robe (+10 to DB).

Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Defense 13 — —_ 66 Direction Sense 2 3 7 13
Adrenal Maneuver Disarm Foe
Strength 7 8 0, (0,0) 43 Unarmed (1HE) 8 35 (14) 75
Balance K] 8 0, (0,0), 10 1 33 Distance Running 11 45 (14), 10 107
Landing 5 8 0,(0,0), 10 ¥ 43 Fletching 1 25 ©) 30
Leaping 5 8 0,0,0,10% 43 Horticulture 1 3 0) 8
Speed 3 8 0,(0,0), 10 33 Jumping 1 25 (14), 10 1 40
Ambush+ 10 —_ — +/- 10 Meditation
Body Development+ 8 1.45 0,14,14),+3F 120/174 Cleansing 1 10 0) 15
Climbing 6 35 0,(14,14), 107 75 Healing 2 10 ) 20
Crossbow, Heavy 2 28 14,(~,-) 52 Ki 1 10 () 15
General Perception 9 3 0, (1.7 48 Sleep 1 10 (V)] 15
Maneuver Soft Leather 1 25 0, (0,14) 30 Philosophy 4 — 0) 20
Martial Arts Poison Perception 2 3 ) 13
Sweeps R-1 10 28 14, (-,) 92 Read Tracks 2 3 ()] 13
Sweeps R-2 6 28 14, (-,-) 72 Rope Mastery 2 18 (1)} 28
Spell Acquisition 1 5 —_ — Silent Kill 2 20 ) 30
Stalk/Hide 9 25/15 0,(0,0),10% 80/60 Sprinting 2 10 (14),10 ¥ 30
Swimming 7 35 0,(14,14) 70 Stunned Maneuvers 8 15 (14) 55
Acrobatics 5 23 14),10 ¢ 58 Tight-Rope Walking 3 25 (14), 10 t 50
Boat Pilot 2 18 © 28 Tracking 4 3 @ 23
Body Damage Stab. 4 10 © 30 Tumbling 3 25 a4, 10f 30
Cookery 1 18 ©) 23 Unarmed subduing 4 23 (14) 43
Demon/Devil Lore 2 — ©) 10 | Yado 6 23 (14),10°¥ 33
Detect Traps 2 5 ) 15
t: J -t i "' 5 —'--l -p‘~ J ]—EVE— 10 5 Lrh- sl ”"x'u'! s 1"'.;?‘.:-‘:‘::.":' ‘.;;"'*.u IR : X .»lﬂha‘is}
Prof: Warrior Monk. Lvl: 10. Exp Peints: 150,000. AT: 2; DB: 10 (+70 AD); Armor Penalty: 0/0/0. Move: 60 (55).
Eyes: Blue. Hair: Sandy. Build: Thin. New Equipment: +10 Non-Magical Iron Tiger Claws (+10 to
Height: 5 5" Weight: 103 lbs. Hits: 120/174. Clim!:%:g gkills, +5 0B toall S\%leeps and Strikes Martial Arts); +10
Realm: Mentalism. Power Points: 10. Blessed Silk Robe (+10 to DB); +5 Enchanted Iron Heavy Crossbow.
5t-91 (98); Qu-90 (90); Pr-78 (78); In-76 (76); Em-75 (75); with 80% Range Penalty Reduction and 50% Range Increase.
Co-101(101); Ag-102(102); SD-90 (90); Re-64 (64); Me-71 (71)
Stat Special j Halberd 1 22 20, (0,0) 47
Skill Rank Bonus Bonus Total Maneuver Soft Leather 1 25 0, (0,20 30
Adrenal Defense 15 — 0, (0,0), 10 70 - Martial Arts
Adrenal Maneuver Sweeps R-1 2 28 20, (0,0 102
Strength 8 8 0,(0,0) 48 Sweeps R-2 0 28 20, (0,0) 98
Balance 4 8 0,(0,0), 10 % 38 Sweeps R-3 6 28 20, (0,0) 78
Landing 7 8 0, (0,0), 10 ¥ 53 Sweeps R-4 4 28 20, (0,0) 68
Leaping 7 8 0,(0.0), 10% 53 Strike R-1 2 28 20, (0,0) 58
Speed 4 8 0,6,0), 101 38 Spell Acquisition 2 5 — —
Ambush+ 12 - - +-12 Stalk/Hide 13 2515  0,00),10f  91/71
Body Development+ 8 1.45 0,(20,20),+3% 120/174 Swimming 9 35 0, (20,20) 80
gg‘;::g%v . Heavy 13? ;g 0, (22%?2),:)10 T gg (Level 10 continued on next page)
General Perception 12 3 0, (10,10 57
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Stat Special Meditation
Skill ' Rank Bonus Bonus Total Cleansing 1 10 ©) 15
ACl‘Oba'thS 6 23 (20), 10 ¥ 63 Healing 9 10 ) 20
Boat Pilot 2 18 ) 28 Ki 1 10 (0) 15
Body Damage Stab. 4 10 ©) 30 Sleep 1 10 () 15
Cookery 1 18 ) 23 Midwifery 2 3 0) 13
Demon/Devil Lore 2 — ©) 10 Philosophy 4 —_ 0) 20
Detect Traps 6 5 (10) 35 Poison Perception 6 3 10) 33
Direction Sense 8 3 10) 43 Read Tracks 5 3 (10) 28
Disarm Foe Rope Mastery 2 18 ©) 28
Unarmed (THE) 8 35 (20) 75 Silent Kill 2 20 (10) 30
letmge Running 11 45 (20), 10 t 107 Sprinting 2 10 (20), 10 ¥ 30
First Aid 3 10 © 25 Stunned Maneuvers 8 15 (20) 55
Fletching 1 25 ©) 30 Tight-Rope Walking 5 25 (20), 10 % 60
Foraging 2 3 (20) 13 Tracking 6 3 (10) 33
Horticulture 1 3 © 8 Tumbling 5 25 (20), 10 60
Jumping 2 25 (20), 10 45 Unarmed subduing 4 23 (20) 43
Yado 6 23 (20), 10 63
: o YRR ..:'..- lvﬂ-v -—-4»-::3 l..EVH.. ISL‘ LR RSN RIS 2
grof \g’lamolli Moné( Iavl I;S lﬁ)x%romts 300,000. AT: 2; DB: 10 (+85 AD); Armor Penalty 0/0/0. Move: 60 (55)
yes: Blue. Lair: Sandy. build: *hin New Equipment: +10 Non-Magical Iron Tiger Claws (+10 to
Height: 5 5 Weight: 108 Ibs. Hits: 120/174. Climbing S')kills, +3 OB to all Sweeps and Steikes Mot Arts); +10
: y i Blessed Silk Robe (+10 to DB); +15 Enchanted Iron II Hvy Cbow with
St-91 (98); Qu-90 (90); Pr-78 (78); In-76 (76); Em-75 (75); Co- 80% Range Penalty Reduction and 50% Range Increase.
101(101); Ag-102(102); SD-90 (90); Re-64 (64); Me-71 (71) Spell List:
Attack Avoidance 1-5 .........ccvvmirreevcerninens (Open Mentalism list)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Defense 25 — 0, (0,0), 10 ¢ 85 Distance Running 11 45 (30), 10 ¥ 107
Adrenal Maneuver First Aid 8 10 0 50
Strength 9 8 0, (0,0) 53 Fletching 1 25 () 30
Balance 5 8 0, (0,0), 10 t 43 Foraging 5 3 (15) 28
Landing 9 8 0, (0,0), 10t 63 Horticulture 3 3 ©0) 18
Leaping 9 8 0,(00,10t 63 Jumping 2 25 (30), 10 1 45
Speed 4 8 0,(0,0),10 % 38 Leather working
Ambush+ 17 — — +-17 Tanner 3 18 ©) 33
Body Development+ 8 1.45 0,(30,30),+3f 120/174 Meditation
Climbing 10 35 0, (30,30), 10 ¥ 95 Cleansing 1 10 ) 15
Crossbow, Heavy 8 28 30, (-,-) 98 Healing 12 10 ) 64
General Perception 17 3 0, (15,15) 67 Ki 1 10 0) 15
Halberd 4 22 30, (-,-) 72 Sleep 1 10 ©0) 15
Maneuver Soft Leather 1 25 0, (0,30) 30 Midwifery 4 3 ()] 23
Martial Arts Philosophy 9 — ) 45
Sweeps R-1 16 28 30, (-,-) 120 Poison Perception 6 3 (15) 33
Sweeps R-2 13 28 30, (--) 114 Read Tracks 5 3 (15) 28
Sweeps R-3 12 28 30, (-,-) 112 Rope Mastery 4 18 ) 38
Sweeps R4 10 28 30, (-,-) 108 Silent Kill 2 20 (15) 30
Striking R-1 10 22 30, (-,-) 102 Sprinting 2 10 (30), 10 30
Striking R-2 4 22 30, (~,-) 72 Stone Crafts
Striking R-3 4 22 30, (-,-) 72 Masonry 2 25 0) 35
Stalk/Hide 20 25/15 0,(0,0),101  105/85 Stunned Maneuvers 8 15 30) 55
Swimming 14 35 0, (30,30) 93 Tight-Rope Walking 5 25 (30), 10 ¥ 60
Acrobatics 6 23 (30,10t 63 Tracking 6 3 (15) 33
Boat Pilot 2 18 0) 28 Tumbling 5 2 (0,101 60
Body Damage Stab. 4 10 ) 30 Unarmed subduing 4 23 (30) 43
Cookery 4 18 ©) 38 Wood Crafts
Demon/Devil Lore 2 s 0)) 10 Building Wright 3 20 (V) 35
Detect Traps 6 5 (15) 35 Lumbering 3 20 ©) 35
Direction Sense 8 3 as) 43 Carpentry 3 20 (0) 35
Disarm Foe Yado 6 23 (30), 10 1 63
Unarmed (1HE) 8 35 30) 75
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Prof: Warrior Monk. Lvl: 20. Exp Points: 500,000.
Eyes: Blue. Hair: Sandy. Build: Thin.
Height: 5' 5" Weight: 118 Ibs. Hits: 120/174.
Realm: Mentalism. Power Points: 20.
St-91 (98); Qu-90 (90); Pr-78 (78); In-76 (76); Em-75 (75);
Co-101(101); Ag-102(102); SD-90 (90); Re-64 (64); Me-71 (71)

AT: 2; DB: 10 (+93 AD); Armor Penalty: 0/0/0. Move: 60 (55).

L e I LEVEL 20 E i T T _ ;
New Equipment: +10 Non-Magical Iron Tlger Claws (+10 to
Climbing Skills, +5 OB to all Sweeps and Strikes Martial Arts); +10
Blessed Silk Robe (+10 to DB); +15 Enchanted Iron II Heavy
Crossbow with 80% Range Penalty Reduction and 50% Range
Increase; Amulet of Power (+4 Spell Adder <Mentalism>, x2 Spell
Multiplier <Mentalism>).

Spell Lists:

Attack Avoidance 1-5 ......coveeverevecrnrcenrenn, (Open Mentalism List)
Self-Healing 1-5......cooceeveveerireereerennnieenians (Open Mentalism List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Defense 35 — 0, (0,0) 93 Acrobatics 6 23 40), 10 63
Adrenal Maneuver Boat Pilot 2 18 0) 28
Strength 9 8 0, (0,0) 53 Body Damage Stab. 14 10 ) 68
Balance 5 8 0,(0,0),10 % 43 Contortions 5 25 (40) 50
Landing 10 8 0,(0,0), 10 68 Cookery 4 18 ()] 38
Leaping 10 8 0, (0,0), 10 t 68 Demon/Devil Lore 2 —_ ()] 10
Speed 4 8 0,(0,0),10% 38 Detect Traps 6 5 (20) 35
Ambush+ 22 — — +/-22 Direction Sense 8 3 (20) 43
Body Development+ 8 1.45 0,(40,40),+3% 120/174 Disarm Foe .
Climbing 10 35 0,(40,40),10f 95 Unarmed (1HE) 8 35 (40) 75
Crossbow, Heavy 13 28 40, (-,-) 124 Distance Running 12 45 40), 10 + 109
Dagger 1 22 40, (-,-) 67 Drug Tolerance 2 30 (V) 40
General Perception 17 3 0, (20,20) 67 First Aid 8 10 ()} 50
Halberd 7 22 40, (-,-) 97 Fletching 1 25 ©0) 30
Hand axe 1 22 40, (-,7) 67 Foraging 5 3 20) 28
Maneuver Soft Leather 1 25 0, (0,40) 30 Horticulture 3 3 0) 18
Martial Arts Jumping 7 25 40), 10 1 70
Sweeps R-1 20 28 40, (-,-) 138 Leather working
Sweeps R-2 17 28 40, (-,-) 132 Tanner 3 18 ) 33
Sweeps R-3 16 28 40, (-,-) 130 Meditation
Sweeps R-4 14 28 40, (-,-) 126 Cleansing 1 10 0) 15
Strike R-1 12 22 40, (-,-) 116 Healing 12 10 ©0) 64
Strike R-2 12 22 40, (-,-) 116 Ki 1 10 ©0) 15
Strike R-3 10 22 40, (-,-) 112 Sleep 1 10 (V) 15
Spell Acquisition 1 5 — — Midwifery 4 3 ©) 23
Stalk/Hide 20 25/15 0,(0,0),10% 105/85 Philosophy 9 — (1)) 45
Swimming 14 35 0, (40,40) 93 Poison Perception 6 3 (20) 33
Pole Vaulting 5 25 (40), 10 + 60
Read Tracks 5 3 (20) 28
Rope Mastery 4 18 ©0) 38
Silent Kill 7 20 (20) 55
Sprinting 7 10 | (40), 10 % 55
Stilt Walking 5 25 (40), 10 60
Stone Crafts
Masonry 2 25 0) 35
Stunned Maneuvers 18 15 (40) 81
Tight-Rope Walking 10 25 (40), 10 ¥ 85
Tracking 6 3 20) 33
Tumbling 5 25 (40), 10 60
Unarmed subduing 9 23 (40) 68
Wood Crafts
Building Wright 3 20 0) 35
Lumbering 3 20 (V)] 35
Carpentry 3 20 0) 35
Yado 11 23 (40), 10 1 85

"CHASINI THALSTA, WARRIOR MONK -

--49

jor
-
— S



TR S A it R R T __ -. R e e a by ae T A - P Sa S S e

E381 [ PHRAZTHBURR, WARRIOR MOR

(Frasth Boor) High among the rocky escarpments of Mount Kadaena, more than 4,000 feet above
{I hrazth was born in the year 6031 on sea level, his family’s castle stood. It was not uncommon for Loremasters and
# || the small distant island of Aranmor. Navigators to visit his family’s abode, and by the age of twelve he was well versed in
| His father was a great adventuring the mental arts. His parents did all they could to provide him with tutors who would
=1 lord who swung a Laen sword of teach him the arts of mental defense and attack.
crystal glass bewitched with arcane spells of
destruction and defense. His mother was a : LEVEL 3

great spell caster who once weaved a - On his fifteenth birthday he was given the splendid gift of 100 gold pieces
spell of Unminding against an entire f g\\ by a travelling warrior-lord named Melkym Daevys. The youth spent the
A e b money on small gifts and gadgets, and on a number of minor magical items
< M \,% " that he used to intensify his training in the arts.

.3 , Phrazth was afforded the chance to demonstrate his skill at the martial arts

village.
Phrdzth was not the only
child that this great

couple sired, buthe when a band of roguish adventurers invaded his family’s
was certainly keep, intent on plunder and rape. His father dispatched four
known as quickly, while his mother dismembered three more with
the most magical spells. As the rest of the household fled in terror,

Phrazth attacked in a frenzy, killing three of the swine with
| his bare hands.

gifted.

LEVEL §

Later that year his father took Phrazth down the moun-
tain into the wasteland where they hunted wild scraag and
leaping loovf hares. There they encountered an ancient

behemoth of metal and gears that tore relentlessly at Phrazth
and his father. Before the thing was destroyed, it had caused
grievous injuries to Prazth’s father and nearly amputated the
youth’s right arm. Phrazth returned home, carrying his father on
one of the surviving mules. It took more than a year for the young
warrior to recover from his battle.

LeveL 7
With the loss of his father and companion, Phrazth turned
inward, honing his talents to the cutting edge of perfection.

LEVEL 10
When he tumed twenty, Phrazth took the money that
remained from his gift from Melkym and ventured forth with
a Navigator. His first stop was to the city of Ketaum, in the
desert kingdom of Gethryn. He had heard a rumor, which had
traversed the globe via a Navigator, which said that rare
drugs could be had within the city’s walls which would allow
its user to speak to the realms of the dead. He spent several
months in the sweltering city and finally purloined three
doses of the strange purple-splotched leaf. With the drug he
sent for a Navigator to take him to the remote islands of Tharda,
a place to which no one travelled. There, upon the rocks
reaching above the black sea, a pinnacle nearly touching the

edge of the universe, he used the drug.
Its effects were instantaneous, and Phrazth was catapulted into
a place of swirling gases of purple mist and scarlet floating blobs.
There he met with many strange creatures, not all of which were evil
or hungry. To his disappointment, however, he couldn’t make
contact with or find his father. The dream state must have lasted for
some time, for, when he came out of it, he was sandwiched to the

ground by moss.and gnarled weeds.
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LEvEL 15

Returning to Aranmor by way of a Navigator, Phrazth set about
to explore the remains of Tarek Nev. During his exploration, he
encountered a number of bands of adventurers, some of which he
Journeyed and battled with, but most of which he simply let slip by.
He was in search of the famed Helm of Kadaena, a powerful artifact
rumored to be in those ruins.

At one point he ventured into an underground cathedral with
three warriors clad in silver chain and broadsword, a wily leather-
clad cutthroat that no one ever trusted, and a simple mage. There,
they came across a magnificent emerald. When the mage attuned
toit, it caused him to simply disappear in a flash of fire and a scream
of pleasure. Phrazth wished he could have studied the gem longer,
but the thief snuck away during the night with the emerald. At
sunrise, a search party quickly found the remains of the Thief, tor
apart by some kind of demon. The emerald was not found.

LEVEL 20
Phrazth still searches for the Helm of Kadaena, hoping its
powers might enlighten him further about the realms of the dead
and perhaps even allow him to communicate with his father. He
rarely leaves Aranmor and can no doubt be found somewhere
within Nev or around his castle in the highest reaches of Mount
Kadaena.

DESCRIPTION

Phrazth is a tall, charming man, with a boyish face and well-
defined physique. He stands a good six feet tall and weighs around
180 pounds. Although notimmensely strong, the young monk does
have well-defined musculature; his chest, arms, and legs undulating
with sinewy bands. His brown eyes and hair add to Phrazth’s subtle
nature; he is quiet and somber, seemingly always deep in thought.
His muscles and his darting eyes, however, relay the true panther
that he is.

Phrazth wears nothing but a simple white loincloth and sandals.
He uses no weapons other than his hands and feet, which are
heavily calloused and weather-worn. He can strike and take down
a fully armored man with these ‘weapons.’
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Prof: Warrior Monk. Lvl: 1. Exp Peints: 10,000.

Eyes: Brown. Hair: Brown. Build: Average.

Height: 6'. Weight: 160. Hits: 32/37

Realm: Channeling Power Points: 0.

St-79 (91); Qu-100 (100); Pr-65 (65); In-63 (95); Em-45 (78);
Co-97 (97) Ag-96 (96); SD-90 (90); Re-92 (92); Me-44 (90).

Background Options: SOC-5 +1 to Me, In, Qu; SOC-6 First .-
Aid; SAA-87 +15 St; SIC-67 Daily I itemy; SWC-91 100 gps
[not until 3rd level]; SAM-48 +15 Me.

AT: 1; DB: 25 (+10 AD, +4 TE); Armeor Penalty: 0/0/0.
Move: 75.

Stat Special

Skill Rank Bonus Bonus Total
Acrobatics 1 20 0, (0,2) 25
Adrenal Defense 2 _ 0, (0,0) 10
Adrenal Moves

Leaping 2 8 0, (0,0) 18

Landing 2 8 0, (0,0) 18

Balance 2 8 0, (0,0) 18

Strength 2 8 0, (0,0) 18

Speed 2 8 0, (0,0) 18
Body Development 4 1.05 0,(2,2) 32/37
Climbing 1 15 0,(2,2) 20
Contortions 2 15 0, (0,2) 25
Diving 1 15 0, (0,2) 20
First Aid+ 5 8 0, (0,0) 33
Martial Arts

Strike R-1+ 3 22 2,(-,-) 39

Strike R-2 3 22 2,(--) 39

Strike R-3 2 22 2,(--) 34

Strike R-4 2 22 2,(-) 34

Stat Special
Skill Rank Bonus Bonus Total
Sweeps R-1 3 18 2, () 35
Sweeps R-2 3 18 2,(--) 35
Sweeps R-3 3 18 2,(--) 35
Sweeps R-4 3 18 2, (--) 35
Rowing 1 20 0,(0,2) 25
Signaling 1 15 0, (0,0) 20
Staff 3 22 2, (--) 39
Subdue 2 20 0, (0,2) 30
Swimming 1 15 0,22 20 |
Tracking 2 5 0, ©0,2) 15
Trickery 1 13 0, (0,0) 18
Tumbling 1 15 0, (0,2) 20
Appraisal 2 13 0) 23
Disarm Foe Unarmed 2 15 2 22
Reverse Stroke 4 13 ) 30 i}
Silent Kill 2 8 H 18 |
Stunned Maneuver 4 15 2) 32
Tumbling i
Evasion 4 20 2) 40
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Prof: Warrior Monk. Lvl: 3. Exp Points: 30,000. St-91 (91); Qu-100 (100); Pr-65 (65); In-65 (95) Em-54 (78);
Eyes: Brown. Hair: Brown. Build: Average. Co-97 (97) Ag-96 (96); SD-90 (90); Re-92 (92); Me-55 (90).
Height: 6. Weight: 160. Hits: 50/58. AT: 1; DB: 25 (+51 AD, +8 TE); Armor Penalty: 0/0/0.
Realm: Channeling. Power Points: 0. Move: 75.
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Acrobatics 2 20 0, (0,6) 30 Sweeps R-1 5 20 6, (-,-) 51
Adrenal Defense 5 — 0, (0,0) 51 Sweeps R-2 5 20 6, (-,-) 51
Adrenal Moves Sweeps R-3 5 20 6, (-,-) 51
Leaping 4 8 0, (0,0) 28 Sweeps R-4 5 20 6, (--) 51
Landing 4 8 0, (0,0) 28 Rowing 1 23 0, (0,6) 28
Balance 4 8 0, (0,0) 28 Signaling 1 15 0, (0,0) 20
Strength 4 8 0, (0,0) 28 Staff 3 22 6, (0,0) 43
Speed 4 8 0, (0,0) 28 Subdue 3 20 0, (0,6) 35
Body Development 8 1.15 0, (6,6) 50/58 Swimming 2 15 0, (6,6) 25
Climbing 2 15 0, (6,6) 25 Tracking 3 5 0, (0,3) 20
Contortions 4 15 0, (0,6) 35 Trickery 1 13 0, (0,0 18
Diving 1 15 0, (0,6) 20 Tumbling 1 15 0, (0,6) 20
First Aid+ 5 8 0, (0,0 33 Appraisal 4 13 () 33
Martial Arts Disarm Foe Unarmed 4 15 ) 41
Str?k?ng R-1 5 25 6,(-) 35 Reverse Stroke 8 13 6) 53
Striking R-2 3 25 6, () 35 Silent Kill 4 8 A3 18
Str¥k¥ng R-3 5 25 6, () 55 Stunned Maneuver 8 15 6) 55
Striking R-4 5 25 6, (-,-) 55 Tumbling
Evasion 8 20 6) 60
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Prof: Warrior Monk. Lvl: 5. Exp Point: 50,000. AT: 1; DB: 25 (+40 AD, +12 TE); Armor Penalty: 0/0/0.
Eyes: Brown. Hair: Brown. Build: Average. Move: 75.

Height: 6. Welg_ht: 160. Hits: ,5 8/68 New Equipment: +5 Non-Magic Leather Gloves (+5 to Martial
Realm: Channeling. Power Points: 5. Arts OB and to any skill involving grasping).

St-91 (91); Qu-100 (100); Pr-65 (65); In-82 (95); Em-77 (78);

Co-97 (97) Ag-96 (96); SD-90 (90); Re-92 (92); Me-74 (90).

Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Acrobatics 3 20 0, (0,10) 35 Sweeps R-3 8 20 10, (-,-) 70
Adrenal Defense 8 — 0, (0,0) 40 Sweeps R-4 7 20 10, (-,-) 65
Adrenal Moves Rowing 1 20 0, (0,10) 25
Leaping 6 8 0, (0,0) 38 Signaling 2 15 0, (0,0 25
Landing 6 8 0, (0,0) 38 Skiing 1 15 0, (0,10) 20
Balance 6 8 0, (0,0) 38 Staff 3 25 10, (-,-) 50
Strength 6 8 0, (0,0) 38 Subdue 4 20 0, (0,10) 40
Speed 6 8 0, (0,0) 38 Swimming 3 15 0, (10,10) 30
Body Development 10 1.15 0, (10,10) 58/68 Tracking 4 8 0, (0,5) 28
Climbing 3 15 0, (10,10) 30 Trickery 2 13 0, (0,0) 23
Contortions 5 15 0, (0,10) 40 Tumbling 2 15 0, (0,10) 25
D.lvmg. ] 2 15 0, (0,10) 25 Tumbling
First Aid+ 6 10 0, (0,0) 40 Evasion 12 20 (10) 84
Martial Arts Silent Kill 710 ®) 45
Striking R-1 8 25 10, ¢--) 75 Reverse Stroke 9 13 (10) 58
Striking R-2 8% 10,¢) 7 Disarm Foe Unarmed 6 15 (10) 45
Striking R-3 8 % 10, () 7 Appraisal 6 13 © 43
Striking R-4 7 25 10, (--) 70 Stunned Maneuver 10 15 (10) 65
Sweeps R-1 8 2 10, () 70 Disarm Foe Armed 1 15 (10) 20
Sweeps R-2 8 20 10, (-,-) 70 Frenzy 3 10 (10) 25
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Prof: Warrior Monk. Lvl: 7 Exp Points: 90,000.

Eyes: Brown. Hair: Brown. Build: Average.

Height: 6'. Weight: 160. Hits: 75/86

Realm: Channeling. Power Points: 7.

St-91 (91); Qu-100 (100); Pr-65 (65); In-93 (95); Em-78 (78);
Co-97 (97) Ag-91 (96); SD-90 (90); Re-92 (92); Me-89 (90).
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AT: 1; DB: 25 (+54 AD, +16 TE); Armor Penalty: 0/0/0,
Move: 75.

New Equipment: +5 Non-Magic Leather Gloves (+5 to Martial
Arts OB and to any skill involving grasping); +10 Elven staff.

Stat Special
Skill Rank Bonus Bonus Total
Acrobatics 4 18 0, (0,14) 38
Adrenal Defense 12 — 0, (0,0) 54
Adrenal Moves
Leaping 7 8 0, (0,0 43
Landing 7 8 0, (0,0) 43
Balance 7 8 0, (0,0) 43
Strength 7 8 0, (0,0) 43
Speed 7 8 0, (0,0) 43
Body Development 13 1.15 0, (14,14) 75/86
Climbing 4 10 0, (14,14) 30
Contortions 6 13 0, (0,14) 43
Diving 3 13 0,(0,14) 28
First Aid+ 7 10 0, (0,0) 45
General Perception 4 10 0, (1.7 30
Martial Arts
Strike R-1+ 10 23 14, (-,-) 87
Strike R-2 10 23 14, (-,-) 87
Strike R-3 10 23 14, (-,-) 87
Strike R-4 10 23 14, (-,-) 87
Sweeps R-1 10 17 14, (-,-) 81
Sweeps R-2 10 17 14, (-,-) 81

Stat Special

Skill Rank Bonus Bonus Total

Sweeps R-3 10 17 14, (-,-) 81

Sweeps R-4 10 17 14, (-,-) 81
Rowing 1 23 0, (0,14) 28
Signaling 3 18 0, (0,0) 28
Skiing 1 13 0, (0,14) 18
Staff 4 23 14, (-,-) 57
Subdue 5 18 14, (-,-) 57
Swimming 4 10 0, (14,14) 30
Tracking 5 10 0,(0,7 35
Trickery 3 13 0, (0,0) 28
Tumbling 3 13 0, (0,14) 28
Tumbling

Evasion 16 18 (14) 80
Silent Kill 11 10 @) 62
Reverse Stroke 9 10 (14) 55
Disarm Foe Unarmed 8 10 (14) 50
Appraisal 8 13 (V)] 43
Stunned Maneuver 14 15 (14) 73
Disarm Foe Armed 3 10 (14) 25
Frenzy 5 10 (14) 35
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Prof: Warrior Monk. Lvl: 10. Exp Points: 150,000.

Eyes: Brown. Hair: Brown. Build: Average.

Height: 6'. Weight: 160. Hits: 98/113.

Realm: Channeling. Power Points: 10.

St-91 (91); Qu-100 (100); Pr-65 (65); In-94 (95); Em-78 (78);
Co-97 (97) Ag-96 (96); SD-90 (90); Re-92 (92); Me-90 (90).

o D LEvEL 10 iy e i e i

AT: 1; DB: 25 (+60 AD, +22); Armor Penalty: 0/0/0.

Move: 75.

New Equipment: +5 Non-Magic Leather Gloves (+5 to Martial
Arts OB and to any skill involving grasping); +10 Elven Oak
staff.

Stat Special

Skill Rank Bonus Bonus Total
Acrobatics 6 20 0, (0,20) 50
Adrenal Defense 15 — 0, (0,0) 75
Adrenal Moves

Leaping 10 8 0, (0,0 58

Landing 10 8 0, (0,0) 58

Balance 10 8 0, (0,0) 58

Strength 10 8 0, (0,0) 58

Speed 10 8 0, (0,0) 58
Body Development 17 1.15 0, (20,20) 93/118
Climbing 7 15 0, (20,20) 45
Contortions 8 15 0, (0,20) 55
Diving 5 15 0, (0,20) 40
First Aid+ 9 10 0, (0,0) 55
General Perception 7 10 0, (10,10) 45

Martial Arts
Strikes R-1+ 13 25 20, (-,-) 101
Strikes R-2 13 25 20, (-,-) 101
Strikes R-3 13 25 20, (-,-) 101
Strikes R-4 13 25 20, (-,-) 101
Sweeps R-1 13 20 20, (-, 96
Sweeps R-2 13 20 20, (-, 96
Sweeps R-3 13 20 20, (-,-) 926
Sweeps R-4 13 20 20, (-,-) 96
Rowing 4 23 0, (0,20) 43
Signaling 6 20 0, (0,0) 50
Skiing 4 15 0, (0,20) 35
Staff 7 25 20, (-,-) 60
Subdue 7 20 0, (0,20) 55
Swimming 7 15 0, (20,20) 45
Tracking 8 10 0, (10,10) 50
Trickery 6 13 0, (0,0) 43
Tumbling 5 15 0, (0,20) 40
(Level 10 continued on next page)
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Stat Special Locate Secret Opening 3 10 (10) 25
Skill Rank Bonus Bonus Total Poison Perception 2 10 (10) 20
Appraisal 9 18 (W] 58 Reverse Stroke 9 13 (20) 58
Detect Traps 2 10 (10) 20 Silent Kill 15 13 (20) 73
Direction Sense 3 10 (10 25 Stunned Maneuver 18 15 20 81
Disarm Foe Unarmed 11 15 (20) 67 Time Sense 2 18 (10) 28
Disarm Foe Armed 6 15 (20) 45 Tumbling
.Frenzy 8 10 (20 50 Evasion 22 20 20) 9
Grapple Hook 2 15 (20) 25
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Prof: Warrior Monk. Lvl: 15. Exp Points: 300,000. AT: 1; DB: 25 (+60 AD, +31 TE); Armor Penalty: 0/0/0.
Eyes: Brown. Hair: Brown. Build: Average. Move: 75.

Height: 6. Welg_ht: 160. Hits: 120/138. New Equipment: +5 Non-Magic Leather Gloves (+5 to Martial
Realm: Channeling Power Points: 30. Arts OB and to any skill involving grasping); +15 Elven Oak
S$t-91 (91); Qu-99 (100); Pr-65 (65); In-95 (95); Em-78 (78); staff with Extra ‘A’, ‘B’, ‘C’ Critical on Same Roll.

Co-97 (97) Ag-96 (96); SD-90 (90); Re-92 (92); Me-90 (90).

Stat Special _ Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Acrobatics 10 20 0, (0,30) 70 Appraisal 10 18 ) 68
Adrenal Defense 20 —_ 0, (0,0) 60 Detect Traps 7 15 (15) 50
Adrenal Moves Direction Sense 8 13 (15) 53
Leaping 13 8 0, (0,0) 64 Disarm Foe Unarmed 11 15 (30) 67
Landing 13 8 0, (0,0) 64 Disarm Foe Armed 12 15 (30) 69
Balance 13 8 0, (0,0) 64 Frenzy 13 15 (30) 63
Strength 13 8 0, (0,0 64 Grapple Hook 7 15 30) 20
Speed 13 8 0, (0,0) 64 Locate Secret Opening 8 13 (15) 53
l}ody Development 20 1.15 0, (30,30) 120/138 Poison Perception 7 13 (15) 48
Climbing 11 15 0, (30,30) 67 Reverse Stroke 9 10 (30) 58
Contortions 10 15 0, (0,30) 65 Silent Kill 20 13 (15) 83
Diving , 10 15 0, (0,30) 65 Stunned Maneuver 23 15 (30) 88
First Aid+ ! 10 10 0, (0,0) 60 Time Sense 8 20 (15) 60
Foraging 4 20 0, (30,30) 40 Tumbling
Gambling 2 13 0, (0,0) 23 Evasion 31 20 30) 100
General Perception 12 10 0, (15,15) 64
Martial Arts
Strikes R-1+ 19 25 30, (-,-) 123
Strikes R-2 19 25 30, (-,-) 123
Strikes R-3 19 25 30, (--) 123
Strikes R-4 19 25 30, (-,-) 123
Sweeps R-1 18 20 30, (-,-) 116
Sweeps R-2. 18 20 30, (-,-) 116
Sweeps R-3 18 20 30, (-,-) 116
Sweeps R-4 18 20 30, (-,-) 116
Rowing 9 23 0, (0,30) 68
Signaling 10 20 0, (0,0) 70
Skiing 8 15 0, (0,30) 55
Staff 10 25 30, (-,-) 105
Subdue 8 20 0, (0,30) 60
Swimming 11 15 0, (30,30, 67
Tracking 13 13 0, (0,15) 69
Trickery 10 13 0, (0,0) 63
Tumbling 10 15 0, (0,30) 65
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Prof: Warrior Monk. Lvl: 20. Exp Points: 500,000.

Eyes: Brown. Hair: Brown. Build: Average.

Height: 6'. Weight: 160. Hits: 120/138.

Realm: Channeling. Power Points: 40

St-91 (91); Qu-100 (100); Pr-65 (65); In-95 (95); Em-78 (78);
Co-97 (97) Ag-96 (96); SD-90 (90); Re-92 (92); Me-90 (90).

AT: 1; DB: 25 (+75, +40 TE); Armor Penality: 0/0/0.
Move: 75.

New Equipment: +15 Magic Elk Sable Gloves (+15 to Martial
Arts OB and to any skill involving grasping and Extra ‘D’
Critical on New Roll); +15 Elven Qak staff with Extra ‘A’, ‘B’,
‘C’ Critical on Same Roll.

——
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Acrobatics 10 20 0, (0,40) 70 Appraisal 10 18 ©) 68
Adrenal Defense 25 — 0, (0,0) 75 Detect Traps 10 5 (20) 55
Adrenal Moves Direction Sense 10 8 (20) 58
Leaping 13 8 0, (0,0 64 Disarm Foe Armed 12 15 (40) 69
Landing 13 8 0, (0,0) 64 Disarm Foe Unarmed 11 15 40) 67
Balance 13 8 0, (0,0) 64 Drug Toler. (alcohol) 3 15 ©) 30
Strength 13 8 0, (0,0) 64 Frenzy 13 15 (40) 7
Speed 13 8 0, (0,0) 64 Grapple Hook 10 15 (40) 65
Body Development 20 1.1 0, (40,40)  120/138 Jumping 5 23 (40) 48
Channeling __ 5 5 0, (0,0) 30 Locate Secret Opening 11 8 20) 60
Climbing 11 15 0, (40,40) 67 Painting 3 10 ()] 25
Contortions 10 15 0, (0,40) 65 Poison Perception 13 8 (20) 64
Diving 10 15 0, (0,40) 65 Pole Vaulting 5 23 (40) 48
First Aid+ 10 10 0, (0,0) 60 Reverse Stroke 10 10 (40) 60
Foraging 10 15 0, (40,40) 65 Silent Kill 25 10 (20) 85
Gambling 8 13 0, (0,0) 53 Stilt Walking 5 23 40) 43
General Perception 17 7 0, (20,20) 71 Stunned Maneuver 27 15 (40) 92
Martial Arts Tightrope Walking 5 15 (40) 40
Strikes R-1+ 24 25 40, (-,-) 137 Time Sense 11 15 (20) 67
Strikes R-2 24 25 40, (-,) 137 Tumbling
Strikes R-3 24 25 40, (<) 137 Evasion 40 20 (40) 105
Strikes R-4 24 25 40, (--) 137 Yado 7 20 (40) 55
Sweeps R-1 23 20 40, (-,-) 133
Sweeps R-2 23 20 40, (-,) 133
Sweeps R-3 23 20 40, (-,-) 133
Sweeps R-4 23 20 40, (-,-) 133
Rowing 11 23 0, (0,40) 75
Signaling 10 20 0, (0,0) 70
Skiing 11 15 0, (0,40) 67
Staff 10 25 40, (-,-) 115
Subduing 8 20 0, (0,40) 60
Swimming 11 15 0, (40,40) 67
Tracking 14 8 0, (0,20) 66
Trickery 10 13 0, (0,0) 63
Tumbling 10 15 0, (0,40) 65
_
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(Sveek’ Mirtemis) LEVEL 7
 {Jorncirca 6025 toalawless drunkard and a harlot of the As his trade skills grew, he took on many more assignments, and,
s || night, Svekk saw more than his share of dispute and with Hal’s father’s help, they landed a lucrative contract with the
| Janger during his early childhood. Being of such low- city’s guard service. Here, Svekk learned to make chain and plate,
class parentage, Svekk never went to any formal and craft swords with near dwarven craftsmanship. He also
institution of schooling and spent many of his days on one took to sampling new metals and making new metal

of the many grey, dingy back streets of Haalkitane, his home @f\.‘,

and playground. N
At an early age, Svekk found he had the knack and the 4 w \%

desire to work in metals. He would run through the many ; P W
deserted buildings, finding the few iron nails in the walls ‘ N

and pulling them out, crafting necklaces, pins, fish
hooks — for whatever he best could use
them.

composition.

All of his new metals were quickly picked up by a
woman who desired them to make new locks and lock
picks. Svekk always kept an eye on her for he truly found

her quite attractive, but never acted on these feelings.

LEvEL 10

His skill at the smithy continued to grow, and
with his fine armors and razor-edged weap-
ons, Svekk soon made a name for himself.
Dealers from all across Jaiman came to buy
his supply of daggers, long swords, and
broad swords. He even made, for a large
weather worn highlander, a two-handed
blade made from a strange metal the
barbarian gave to him. Although he
made the blade, and it was magnifi-
cently detailed, he knew that its
composition was still beyond his
ability to work well. He later learned
that the material was the rarest metal

in the world, known as Eog!

LEvVEL 15
As his vitality slowly waned from
him, grey hairs sprouting and wrinkles
inching across his face, Svekk and Hal
made a daring plan to delve deep into
the bowels of the catacombs and bring
forth a storehouse of metals of which
fables only hinted. If, however, the rare
metals existed, the riches of such a
\ R\ \\ > cache would be impossible to imagine.
‘\\ ‘ / They hired a number of adventuresome indi-
viduals, all capable of a stout fight, and set as their
goal the very foundations of the catacomb. Each
adventurer brought with him or her weapons of high
steel or magic, armor made only by the best black-
smith (many pieces came directly from Svekk’s own
stock), and potions and magical devices, giving
Myra, a lovely woman that was a the group a decided advantage. During the
barmaid in one of the local pubs. : week-long foray, they encountered a number
Within a few short months, Svekk O R v of grisly creatures, and even though the group
was married. Soon after, Hal married a 3 ’ was powerful, both in skill and equipment, the
dark-skinned foreigner named Delia. toll of such a weary adventure slowly ateaway
Time past and Svekk’s family grew. at their numbers.
With his profitable share of the Eventually the group decided to turn back, and
blacksmith’s trade, and his love of the _ it set a strong pace back toward the elusive exit.
work, he soon managed to buy a small During their final day in the catacombs, they
cottage against the northeastern rock wall were attacked by what must have been several
of Haalkitane. Hal moved to a more plush Demons of the Pales. The adventurers split
villa outside of town to raise his flock of into two groups as they fought to escape, but
children, but each day the friends would only Svekk’s group reached the light of day.
meet at the anvil and stoke the fires into life. Hal’s group never returned.

LEVEL 3
Svekk eventually met up with his
first and lifelong friend Hal Muskii
(Ha’1 Mooski’). It just so happened
that Hal’s father was a blacksmith
in the southem district of the city
of Haalkitane and started Svekk
on the long road to learning the
trade of being a blacksmith.
During the early years of his
life, Svekk studied feverishly
with Hal’s father, spending his
off hours scavenging through old
buildings for any scrap metal. Svekk’s
“courage even led him into the catacombs
underneath the city, where he brought back
ingots of high steel and magic silver. It was
with this treasure that he bought himself into the
blacksmithing business.

\ ((.l

\

LEVEL §

Svekk and Hal were inseparable. During
the days they would pound hot iron into
horseshoes, weapons, or wire, later to be
made into chain. During their free time,
which was rare, the two friends caroused
the low-end bars, including such dives
as the Snake Pitand the Hog’s Bowel,
wenching and drinking until all hours
of the night.

It was there that Svekk found

e e v




Tothis day, Svekk insists that his friend is still alive, living down
in the catacombs. He is so sure of himself that he has offered a 500
gold piece reward, or any number of highly prized items from his
shop for the return of his friend.

LEVEL 20

Svekk is now a happy grandfather, still pounding metals into
horseshoes, nails, and the best armor and weapons found within a
hundred leagues of Haalkitane.
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Prof: No Profession. Level: 1. Exp Points: 10,000.
Eyes: Green/Brown. Hair: Sandy. Build: Heavy.
Height: 6' 7"; Weight: 250 1bs. Hits: 34/36.
Realm: Essence. Power Points: 1.

St-101 (101); Qu-42 (93); Pr-97 (97); In-69 (97); Em-90 (90);
Co-81 (85); AG-65 (75); SD-95 (95); Re-88 (88); Me-75 (75).

DESCRIPTION

Svekk is a huge man standing six feet, seven inches tall and
weighing more than 250 pounds. He has sandy-colored hair and a
peculiar eye coloring. Each eye is a different color, one bright
green and the other a dusty brown. His hands and feet are huge. The
man has been known to eat three large hens and drink a gallon of
mead in a sitting.

Svekk wears a large semi-soft leather apron, over a set of heavy-
duty cloth shirt and pants. He is well known to carry many different
types of weapons, but favors a large hammer that he uses to pound
metals into weapons and armor.
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Background Options: SOC-5 +1 point to St, Co, Ag; SOC-5 +2
points to Qu; SAA-47 +15 Ag bonus; SAM-30 Innate Magician
(Enchanting Ways); SSC-54 Animal Friendship (horses); SIC-52 +10
Pure White Stone magic hammer ¥.

Base Lists: Enchanting Ways, Inorganic Skills. Note: This No
Profession character has been given two base lists and learns spell-
casting as a Semi-spell user.

AT: 9; DB: 15; Armor Penalty: 5/0/0. Move: 50 (55).

Stat Special

Skill Rank Bonus Bonus Total
Adrenal Maneuver

Strength 1 18 0, (0,0) 23
Body Development 6 1.05 0, (0,0) 34/36
Climbing 1 15 0,(,1) 20
General Perception 3 2 0, (1,1) 17
Hammers 3 28 1,(-,-), 10} 54
Maneuver Rigid Leath 9 25 0, (0,1) 70
Maneuver in Chain 5 25 0, (0,1) 50
Stalk/Hide 1 18/20 0, (1,1 23/25
Swimming 2 15 0, (1,1 25

Stat Special

Skill Rank Bonus Bonus Total
Appraisal 2 8 (1) 18
Boat Pilot 2 10 (¢))] 20
Crafting

Cooper+ 6 18 (1,10t 58
Dance 2 8 ¢} 18
Loading 2 15 (1) 25
Metal Lore 2 5 1) 15
Religion 2 5 ¢)) 15
Trading/Driving 2 5 (¢)) 15
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Prof: No Profession. Level: 3. Exp Points: 30,000.
Eyes: Green/Brown Hair: Sandy. Build: Heavy.
Height: 6' 7"; Weight: 250 lbs. Hits: 34/36.
Realm: Essence. Power Points: 5.
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St-101 (101); Qu-51 (93); Pr-97 (97); In-71 (97); Em-90 (90);

Co-82 (85); AG-69 (75); SD-95 (95); Re-88 (88); Me-75 (75).

AT: 9; DB: 15; Armor Penalty: 5/0/0. Move: 50 (55).

Spell Lists:

Inorganic Skills 1-10.........cco.uueee. (Alchemist Base List)
Enchanting Ways 1-10 (Alchemist base List)
Stat Special Stat Special

Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Maneuver v Driving (wagons) 2 15 3) 25

Strength 1 18 0, (0,0) 23 Loading 2 15 A3) 25
Body Development 6 1.05 0, (0,0) 34/36 Metal Lore 4 5 3) 25
Climbing 1 15 0,33 20 Religion 2 5 3) 15
General Perception 3 2 0,(33,3) 17 Smithing (note: represented above as one skill for RM purposes)
Hammers 3 28 3,(--), 10 F 56 Armorer 1 25 3),10% 40
Maneuver Rigid Leath 9 25 0,(0,3) 70 Black Smith 1 25 3), 107 40
Maneuver in Plate 4 25 0, (0,3) 45 Bronze Smith 1 25 3),107F 40
Maneuver in Chain 10 25 0, (0,3) 75 Copper Smith 1 25 3), 10} 40
Smithing 4 25 0,(0,3),10 55 Fire Starting 1 25 (3), 107 40
Stalk/Hide 1 18/20 0,(3,3) 23/25 Gold Smith 1 25 3) 30
Swimming 2 15 0,(3.3) 25 Iron Smith 1 25 3),10¢% 40
Appraisal 2 8 (3) 18 Tin Smith 1 25 (3), 10 ¥ 40
Boat Pilot 2 10 ®) 20 Tooler 1 25 @), 101 40
Crafting (cooper)+ 6 18 @), 10t 58 Weapon Smith 1 25 3),10% 40
Dance 2 8 3) 18 Trading 1 5 3) 10
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Prof: No Profession. Level: 5. Exp Points: 50,000.
Eyes: Green/Brown Hair: Sandy. Build: Heavy.
Height: 6' 7"; Weight: 265 1bs. Hits: 56/59.

Realm: Essence. Power Points: 5.
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AT: 9; DB: 15; Armor Penalty: 5/0/0. Move 50 (55)

New Equipment: +10 Mystic Iron I Hammer (+10 OB and +10 to
work metals).

Spell Lists:
St-101 (101); Qu-63 (93); Pr-97 (97); In-76 (97); Em-90 (90); Irﬁ)rganic SKills 1-10.ucceecrrerrerecececirnne (Alchemist Base List)
Co-85 (85); AG-73 (75); SD-95 (95); Re-88 (88); Me-75 (75). Enchanting Ways 1-10 (Alchemist base List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Maneuver Loading 2 15 &) 25
Strength 1 18 0, (0,0 23 Metal Evaluation 2 5 &) 15

Body Development 6 1.05 0, (0,0) 56/59 Metal Lore 6 5 5) 35
Climbing 3 15 0,(5,5) 30 Religion 2 5 5) 15
General Perception 5 2 0,(5.5) 27 Smithing (note: represented above as one skill for RM purposes)
Hammers 5 28 (5),10% 63 Armorer 3 25 5), 10% 50
Maneuver in Chain 10 25 0, (0.,5) 75 Black Smith 3 25 (5), 101 50
Maneuver in Plate 4 25 0, (0,5 45 Bronze Smith 1 25 5),10¢ 40
Maneuver Rigid Leath 9 25 0, (0,5) 70 Copper Smith 1 25 5),10¢ 40
Smithing 10 25 G, 107 85 Fire Starting 1 25 5), 10+ 40
Stalk/Hide 2 18/20 0,(5,5) 28/30 Gold Smith 1 25 %) 30
Staves & Wands 1 8 0,(5.5) 13 Iron Smith 3 25 ), 107 50
Swimming 2 15 0,(5,5) 25 Tin Smith 1 25 5), 101 40
Appraisal 2 8 5) 18 Tooler 1 25 ), 10% 40
Boat Pilot 2 10 (5) 20 Weapon Smith 3 25 5),10 ¥ 50
Crafting (cooper)+ 6 18 5),10% 58 Stone Crafts
Dance 2 8 ) 18 Gem Cutter 2 18 4), 10t 38
Drafting 2 5 ) 15 Streetwise 2 10 5) 20
Driving (wagons) 2 15 5) 25 Trading 1 5 (5) 10
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Prof: No Profession. Level: 7. Exp Points: 90,000.
Eyes: Green/Brown Hair: Sandy. Build: Heavy.
Height: 6' 7"; Weight: 265 1bs. Hits: 56/59.

New Equipment: +10 Mystic Iron II Hammer (+10 OB and +10 to
work metals). Bat Cloak (+15 bonus to Hide skill, +15 bonus to Flying/
Gliding Skill).

Realm: Essence. Power Points: 7. Spell Lists:

St-101 (101); Qu-74 (93); Pr-97 (97); In-85 (97); Em-90 (90): Inorgani}: Skills 1-10......cevvverrererecnrrennne (Alchemist Base List)

Co-85 ((85);)Ag-75 (§5);) SD-95 §95 ;; Re-88((88)); Me-75 ((75)). Enchanting Ways 1-10 (Alchemist base List)

Rune Mastery 1-10.....coccoivmeeeeermrecriernnenane (Open Essence List)
AT: 9; DB: 15; Armor Penalty: 5/0/0. Move: 50 (55).
Stat Special Stat Special - —1
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Maneuver Loading 2 15 (@) 25
Strength 1 18 0, (0,0) 23 Metal Evaluation 2 5 0] 15

Body Development 6 1.05 0, (0,0) 56/59 Metal Lore 6 5 @) 35
Climbing 3 15 0,(7,7) 30 Religion 2 5 @) 15
General Perception 5 2 0,77 27 Smithing (note: represented above as one skill for RM purposes)
Hammers 5 28 7,(--), 10 t 70 Armorer 7 28 M, 10+ 73
Maneuver Chain 10 25 0, (0,7) 75 Black Smith 5 28 (M, 10+ 63
Maneuver Plate 4 25 0, (0,7 45 Bronze Smith 2 28 7,10 % 48
Maneuver Rigid Leath 11 25 0, (0,7) 80 Copper Smith 2 28 ), 10% 48
Runes 4 8 0,(7,7) 28 Fire Starting 2 28 ™, 10+ 48
Smithing 14 25 0,(0,7), 10 % 93 Gold Smith 2 28 @) 38
Stalk/Hide 2 18/20 0,(7,7) 28/30 Iron Smith 5 28 D, 10+ 63
Staves & Wands 5 8 0,(7.7) 33 Tin Smith 2 28 N, 101 48
Swimming 2 15 0,(7,7) 25 Tooler 2 28 ™, 10+ 48
Appraisal 5 8 N 18 Weapon Smith 7 28 M, 10+ 73
Boat Pilot 2 10 ) 20 Stone Crafts
Crafting (cooper+) 6 18 ™, 10+ 58 Gem Cutter 2 18 ™, 10+ 38
Dance 2 8 ) 18 Streetwise 2 10 @) 20
Drafting ) 5 ) 15 Trading 1 5 (@))] 10
Driving (wagons) 2 15 (@) 25
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Prof: No Professxon Level 10. Exp Points: 150,000.

Eyes: Green/Brown Hair: Sandy. Build: Heavy.

Height: 6' 7"; Weight: 276 1bs. Hits: 75/79.

Realm: Essence. Power Points: 10.

St-101 (101); Qu-86 (93); Pr-97 (97); In-96 (97); Em-90 (90);
Co-85 (85); AG-75 (75); SD-95 (95); Re-88 (88); Me-75 (75).

AT: 9; DB: 20; Armor Penalty: 5/0/0. Move: 55 (60).

New Equipment: +10 Mystic Iron II Hammer (+10 OB and +10 to
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work metals). Bat Cloak (+15 bonus to Hide skill, +15 bonus to Flying/
Gliding Skill); Navigator’s Staff (Imbedded Very High Intelligence:
Solid Tunnel x3 [Solid Alterations, Mystic Base List], Mold Stone x1
<Solid Manipulations, Mentalism Closed List>).

Spell Lists:

Inorganic SKills 1-20........cccvreevceririveenennes (Alchemist Base List)
Enchanting Ways 1-10.......c.cccceovrervruvrenennne (Alchemist base List)

Rune Mastery 1-10 .....ccccoveevuenne weeerinee (Open Essence List)

Stat Special

Skill Rank Bonus Bonus Total
Adrenal Maneuver

Strength 7 18 0, (0,0) 53
Body Development 6 1.05 0, (0,0) 75/79
Climbing 3 15 0, (10,10) 30
General Perception 5 12 0, (10,10) 37
Hammers 8 28 10, (-,-), 10t 88
Maneuver Rigid Leath 11 25 0, (0,10) 80
Maneuver Plate 10 25 0, (0,10) 75
Maneuver Chain 10 25 0, (0,10) 75
Runes 4 13 0, (10,10) 33
Smithing 20 25 0,(0,10),10+ 105
Spell Acquisition 4 10 — —
Stalk/Hide 5 18/20 0, (10,10) 43/45
Staves & Wands 5 13 0, (10,10) 38
Swimming 2 15 0, (10,10) 25

Stat Special
Skill Rank Bonus - Bonus Total
Appraisal 2 8 (10) 18
Boat Pilot 2 10 (10) 20
Crafting
Cooper+ 6 20 (10), 10 + 60
Enameler 3 20 (10) 35
Dance 2 8 (10) 18
Drafting 5 5 a0 30
Driving (wagons) 2 15 (10) 25
Loading 2 15 (10) 25
Metal Evaluation 5 10 (10) 35
Metal Lore 9 5 (10) 50
Religion 2 5 10 15
Smithing (note: represented above as one skill for RM purposes)
Armorer 9 28 (10), 10 ¥ 83
Black Smith 6 28 10), 10 ¥ 68
Bronze Smith 2 28 (10), 10 ¥ 48
Copper Smith 2 28 (10), 10 ¥ 48
Fire Starting 2 28 (10), 10 ¥ 48
Gold Smith 2 28 (10) 38
Iron Smith 6 28 (10), 10 68
Tin Smlth‘ 2 28 (10), 10 ¥ 48
Tooler | 2 28 (10), 10 48
Weapon Smith 9 28 (10), 10 ¥ 83
Stone Crafts
Gem Cutter 2 18 (10), 10 ¢ 38
Streetwise 2 10 (10) 20
Trading 7 8 (10) 43
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Prof: No Profession. Level: 15. Exp Points: 300,000.
Eyes: Green/Brown Hair: Sandy. Build: Heavy.
Height: 6' 7"; Weight: 266 lbs. Hits: 103/108.
Realm: Essence. Power Points: 15.

St-101 (101); Qu-93 (93); Pr-97 (97); In-96 (97); Em-90 (90);

Co-85 (85); AG-75 (75); SD-95 (95); Re-88 (88); Me-75 (75).

AT: 9; DB: 25; Armor Penalty: 5/0/0. Move: 60 (65).
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New Equipment: +10 Mystic Iron II Hammer (+10 OB and
+10 to work metals). Bat Cloak (+15 bonus to Hide skill, +15
bonus to Flying/Gliding Skill); Navigator’s Staff (Imbedded
Very High Intelligence: Solid Tunnel x3 [Solid Alterations,
Mystic Base List], Mold Stone x1 [Solid Manipulations,
Mentalism Closed List]); +10 Non-magical Chain Shirt.

Spell Lists:

Inorganic Skills 1-20........cocevvvveveneene. (Alchemist Base List)
Enchanting Ways 1-25 ........ccccevrernnane. (Alchemist base List)
Rune Mastery 1-10.......ccccevererererennne. (Open Essence List)
Stat Special Stat Special
Skill, Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Maneuver Administration 5 13 (15) 38
Strength 7 18 0, (0,0 53 Advertising 3 10 (15) 25
Body Development 6 1.05 0, (0,0) 103/108 Alchemy 5 5 (15) 30
Climbing 3 15 0, (15,15) 30 Animal Hand (horses) 5 13 (15) 38
Disarm Traps 5 18 0, (15,15) 43 Animal Heal (horses) 5 8 (15) 33
General Perception 10 12 0, (15,15) 62 Appraisal 2 8 (15) 18
Hammers 13 28 15,(-,-), 10 ¢ 109 Basic Mathematics 2 5 (15) 15
Linguistics 7 — — R-7 Boat Pilot 2 10 15) 20
Maneuver Rigid Leath 11 25 0, (0,15) 80 Crafting
Maneuver Soft Leath 1 25 0, (0,15) 30 Cooper+ 6 20 (15), 10 ¥ 60
Maneuver Chain 10 25 0, (0,15) 75 Enameler 3 20 (15) 35
Maneuver Plate 12 25 0, (0,15) 85 Dance 2 8 (15) 18
Runes 9 13 0, (15,15) 58 Drafting 10 5 (15) 55
Smithing 30 25 0, (0,15),10 % 115 Driving (wagons) 2 15 (15) 25
Stalk/Hide 5 18120 0, (15,15) 43/45 Loading 2 15 (15) 25
Staves & Wands 10 13 0, (15,15) 63 Magical Language 5 — 15 R-5
Swimming 3 15 0, (15,15) 30 Metal Evaluation 10 10 (15) 60
Metal Lore 14 5 (15) 63
Religion 2 5 (15) 15
Smithing (note: represented above as one skill for RM purposes)
Armorer 10 28 (15),10 % 88
Black Smith 8 28 (15), 10 ¢ 78
Bronze Smith 2 28 (15),10 ¢ 48
Copper Smith 2 28 (15), 10 48
Fire Starting 2 28 (15), 10 % 48
Gold Smith 2 28 (15) 38
Iron Smith 6 28 (15),10 68
Tin Smith 2 28 (15),10 % 48
Tooler 2 28 (15), 10 ¥ 48
Weapon Smith 11 28 (15),10 % 90
Stone Crafts
Gem Cutter 2 18 (15),10 38
Streetwise 2 10 (15) 20
Trading 7 8 (15) 43
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Prof: No Profession. Level: 20. Exp Points: 500,000.

Eyes: Green/Brown Hair: Sandy. Build: Heavy.

Height: 6' 7"; Weight: 296 lbs. Hits: 133/140.

Realm: Essence. Power Points: 20.

St-101 (101); Qu-93 (93); Pr-97 (97); In-96 (97); Em-90 (90);
Co-85 (85); AG-75 (75); SD-95 (95); Re-88 (88); Me-75 (75).
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bonus to Flying/Gliding Skill); Navigator’s Staff (Imbedded
Very High Intelligence: Solid Tunnel x3 [Solid Alterations,
Mystic Base List], Mold Stone x1 [Solid Manipulations,
Mentalism Closed List]); +10 Non-magical Chain Shirt;
Shiffir’s Wand (x3 Spell Multiplier of Essence, +4 Spell Adder
of Essence).

. O TAR. 5. . . Spell Lists:
AT: 9; DB: 25; Armor Penalty: 5/0/0. Move: 60 (65). Inorganic Skills 1-30...........cceccrernene...(Alchemist Base List)
New Equipment: +10 Mystic Iron II Hammer (+10 OB and Enchanting Ways 1-30 .........cceeuerrreenes (Alchemist base List)
+10 to work metals). Bat Cloak (+15 bonus to Hide skill, +15 Rune Mastery 1-10 ........coeerermvermecreenens (Open Essence List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Maneuver Administration 5 13 (20) 38
Strength 7 18 0, (0,0) 53 Advertising 8 10 20) 50
Body Development 11 1.05 0, (0,0) 133/140 Alchemy 10 5 ‘ (20) 55
Climbing 5 15 0, (20,20) 40 Animal Hand (horses) 5 13 (20) 38
Disarm Traps 10 18 0, (20,20) 68 Animal Heal (horses) 5 8 (20) 33
General Perception 10 12 0, (20,20) 62 Appraisal 7 8 (20) 43
Hammers 18 28 20, (-,-), 10 T 104 Basic Mathematics 2 5 (20) 15
Linguistics 7 — —_— R-7 Boat Pilot 2 10 (20) 20
Maneuver Soft Leath 1 25 0, (0,20) 30 Crafting
Maneuver Rigid Leath 11 25 0, (0,20) 80 Cooper+ 6 20 (20), 10 ¥ 60
Maneuver Chain 10 25 0, (0,20) 75 Enameler 3 20 (20) 35
Maneuver Plate 17 25 0, (0,20) 110 Dance 2 8 20) 18
Riding 5 15 0, (20,20) 40 Drafting 10 5 20) 55
Runes 14 13 0, (20,20) 71 Driving (wagons) 2 15 (20) 25
Smithing 40 25 0, (0,20), 10 ¥ 120 Loading 2 15 (20) 25
Stalk/Hide 5 18/20 0, (20,20) 43/45 Magical Language 5 —_ 0) R-5
Staves & Wands 15 13 0, (20,20) 73 Metal Evaluation 10 10 20) 60
Swimming 6 15 0, (20,20) 45 Metal Lore 14 5 20) 63
Religion 2 5 (20) 15
Smithing (note: represented above asone skill for RM purposes)
Armorer 15 28 (20), 10 + 98
Black Smith 13 28 20), 10 ¥ 94
Bronze Smith 2 28 (20), 10 48
Copper Smith 2 28 (20), 10 ¥ 48
Fire Starting 2 28 20),10 % 48
Gold Smith 2 28 (20) 38
Iron Smith 11 28 (20), 10 ¥ 90
Tin Smith 2 28 (20), 10 ¥ 48
Tooler 2 28 (20), 10 ¥ 48
Weapon Smith 16 28 20), 10 ¥ 100
Stone Crafts
Gem Cutter 7 18 (20), 10 ¢ 63
Streetwise 7 10 (20) 45
Trading 12 8 _ (20) 62
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(Nev Tamerkus)

aev started his schooling towards
the profession of Magician when he
turned eight years old and became a
First Circle Apprentice. Through
documents of the Wizard Pyr Noric, a gold circle
magician, we can set the starting date of Naev's
schooling and subsequently his birth year of
6028.

LEVEL 3

Naev spent the next several years rising through
the ranks of apprenticeship, reaching the Golden
Circle at age twenty-two, a respectable showing.
With his newfound talents, he asked the Magi-
cian Noric to be allowed to travel for several
seasons, learning the ins and outs of the world of
Kulthea. Pyr gave Naev an ancient pass, a round-
trip ticket so to speak, via the Navigator’s pylons.
This startled many of Pyr’s colleagues, except
the Scribe Master, who always knew that Pyr
was fond of the lonely boy since the day he came
to the Magician’s Guild.

With his ticket, Naev studied for six months,
looking over the various maps of Kulthea, trying
to pick the spot for his first, and more than likely,
last adventure site (not that Naev thought he
would die, but magicians are not well-known for
being adventurersy. During this time he also
poured over as many texts, books, and manuals
of the outside world as he could, garnering all the
knowledge he could.

LEVEL 5

He finally chose the Isle of Aranmor for its -

mysterious city Tarek Nev. If for nothing else,
Naev thought that the city’s name was very close
to his first name, and maybe that was more than
coincidental — you never know how or why the
gods weave a person’s destiny.

Packing lightly, he stepped onto the black
pylon platform and was instantly whisked off to
the shores of the Sea of Fire, fifteen miles south-
east of Ar Nur. There he set up his camp, casting
spells to ensure his own protection, warmth, and
safety. Once he had a firm grasp of his camp’s
locale, he began to explore the island.

His primary goal was to find the lost city of
Tarek Nev. It wasn’t exceedingly difficult to
find, since many of the low-lying hills were bare
of leafy trees. From these points, the towers and
domes of the ancient city were easily visible.

Naev was cautious about entering the city,
however, as many of the records spoke of
demons, devils, dragons, and other horrors
living in and around the banks of the ruin.

Naev watched the city for nearly a year,
spying it from many directions, using his
spells when they helped, and examining
and mapping every visible building.
When he was quite confident of where
every building was and what lived in
each, he slipped into the city, using all
the prowess and stalking capabilities
he had. Armed with his throwing axes,
one of which was specially forged for
him, he entered the city.

LEeveL 7

The first building he ‘plundered’ was the
city’s library. Though all the maps he had
ever seen showed no such building, he had
seen more than one unsavory thief lift
books, scrolls, and other writing forms
from the low-hanging building. His ob-
servations proved correct, and after his
first, and, he hoped, last fight with a
giant spider, he obtained eight large
scrolls, two tomes, and several small
diary-sized booklets. More than sat-
isfied, hereturned to camp, and called
the Navigator to quickly teleport
him home.

LEvEL 10

It was with the books and
scrolls that Naev truly be-
came knowledgeable in
ancient matters, civiliza-
tions, spells, and the work-
ing of the planes beyond
Kulthea’s. It took Naev the next
thirty years to fully translate the
knowledge and information con-
tained in the scrolls.

Sometime during this period,
between the long hours of study,
Naev found a beautiful scarlet-
haired girl named Kriss, whom
he married and settled down with,
having several children. To the
joy of Pyr, the Guild’s Head Magi-
cian, he named him as the children’s
godfather and paternal grandparent.
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LEeveEL 15
As Pyr started to show his great age, he brought Naev into the
school as a Head Magician of the library, and with him all the
materials, which he had acquired during earlier exploits, to add to
the great knowledge already there.

LEvVEL 20
Naev can be found working in the Central Library now, working
feverishly on several new texts he bought from a pair of adventur-
ers. The texts include is the Life and Resurrection of Dramedjii, The
Working Diary of Hassmad Tyo, and Faraway Places: A Journey
to Tharda and Back.
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Prof: Magician. Level: 1. Exp Points: 10,000.
Eyes: Blue. Hair: Golden. Build: Slender.
Height: 5' 11". Weight: 155 1bs. Hits: 14/14.
Realm: Essence. Power Points: 2 (+1 ).

St-70 (70); Qu-62 (87); Pr-72 (72); In-79 (95); Em-97 (100);
Co-51 (82); Ag-67 (92); SD-33 (83); Re-90 (90); Me-53 (83).

Background Options: SAA-54 +15 SD; SAM-33 x2 Spell Duration;
SOC-5 +2 points to Em; SIC-55 +1 Spell Adder #; SIC-68 Daily I spell

T 0] Level 1 By

Naev’s children now range from the age of seventeen to six, and
two are working for their own Golden Circle Apprenticeship.

DESCRIPTION

Naev is good-looking man, who began his career as a Magician
fairly early in life. In his youth, he had golden hair which he kept
conservatively short, and watery blue eyes. He stands five-eleven
and weighs about 155 pounds. He is thin, as he takes little time off
from his studies to eat, exercise, or even sleep.

He isextremely cautios, and plans before undertaking any major
action. He greatly dislikes combat, though he has trained for it
somewhat. It would have been poor planning not to have, after all.

T T e 5
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attacks/appendages easy to sprain resulting in collapse for 1d10 rounds
and/or -50 modifier for 1d10 days 7.

AT: 2; DB: 0; Armor Penalty: 0/0/0. Move: 50.

Primary Spell Lists:

Rune Mastery 1-10......ccoverivcmmmcricrinirnensenns (Open Essence)
Light Law 1-10 ceciieeeeecreenieecrnees (Magician Base List)
Secondary Spell Lists:

Fire Law 1-10.....coiviiiiriiiecnienrccireninnnens (Magician Base List)

Item (Calm I, Calm Spirits List); SAC-80 +20 to thrown weapon Earth Law 1-10 (Magician Base List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Body Development+ 3 — 0, (0,0 14/14 Herb Lore 2 5 @ 15
Linguistics 6 —_ — R-6 Magical Rituals 2 5 3) 15
Runes 2 10 0, (2,3) 20 Magical Language 2 — — R-2
Staves/Wands 3 10 0, (2,3) 25 Philosophy 2 5 2) 15
Thrown Weapon+ (Axe) 3 2 0, (0,0), 20 37 Racial History 2 5 ) 15
Circle Lore 9 5 ) 15 Sense Reality Warp 2 10 (] 20
Fauna Lore 2 5 ) 15 Tactical Games 2 5 2y 15
Flora Lore 2 5 Q) 15 Time Sense 2 3 (V)] 13
N T e GO S0 LeveL 3 & o e A i 2
Prof: Magician. Level: 3. Exp Points: 30,000. Primary Spell Lists:
Eyes: Blue. Hair: Golden. Build: Slender. Rune Mastery 1-10......ccevevivimnrveienievninnne (Open Essence List)
Height: 5' 11" Weight: 155 Ibs. Hits: 20/20. Light Law 1-10 ........ccooveunnen. (Magician Base List)
Realm: Essence. Power Points: 9 (+1 ). Physical Enhancement 1-10 (Open Essence List)
St-70 (70); Qu-71 (87); Pr-72 (72); In-80 (95); Em-100 (100); 1S31re sz 1-;0 llLt ................................ (Magician Base List)
Co-60 (82); Ag-73 (92); SD-47 (83); Re-90 (90); Me-67 (83). Fite Law 1-10 oreronsceoeorserese (Magician Base List)
AT: 2; DB: 0; Armor Penalty: 0/0/0. Move: 50. Earth Law 1-10 .... ...(Magician Base List)
Unbarring Ways 1-10.. ...(Open Essence List)
Invisible Ways 1-10 .....coooomereecnricininncnnnns (Closed Essence List)
Stat Special Stat Special ;
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Body Development+ 3 — 0, (0,0) 20/20 Flora Lore 2 5 6) 15
Climb 1 —_ 0, (0,0 5 Herb Lore 2 5 (6) 15
Directed Spells Magical Rituals 2 5 &) 15
Light Law 2 —_ 0,(9.9) 10 Magical Language 2 — — R-2
General Perception 2 7 0, (0,0 17 Philosophy 2 5 (6) 15
Linguistics 6 — 0, (0,0) R-6 Racial History 4 5 6) 25
Riding 2 13 0, (0,0) 23 Sense Reality Warp 2 10 © 20
Runes 4 10 0, (6,9) 30 Skinning 1 3 0) 8
Stalk & Hide 2 10/20 0, (0,0) 20/30 Stunned Maneuvers 2 20 (1)) 30
Staves/Wands 5 10 0, (6,9 35 Tactical Games 2 5 6) 15
Swimming 1 —_ 0, (0,0) 5 Time Sense 2 3 (0) 13
Thrown Weapon (Axe)+ 4 3 0, (0,0),20 t 43 Trading Lore 2 5 9) 15
Circle Lore 3 5 (6) 20 Use/Remove Poison 1 3 0) 8
Demon Lore 1 5 ) 10 Wood-Crafts
Dragon Lore 1 5 6) 10 Building Wl’lght 2 13 ©) 23
Fauna Lore 2 5 6) 15
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Prof: Magician. Level: 5. Exp Points: 50,000. Primary Spell Lists:
Eyes: Blue. Hair: Golden. Build: Slender. Rune Mastery 1-10..... rereeenreaenseesseneans (Open Essence List)
Height: 5' 11". Weight: 155 Ibs. Hits: 33/35. Light Law 1-10 ...c.cooivninncrinnininiirinienns (Magician Base List)
Realm: Essence. Power Points: 15 (+1 1). Physical Enhancement 1-10..........c.ccccoonnee (Open Essence List)
St-70 (70); Qu-82 (87); Pr-72 (72); In-93 (95); Em-100 (100); Fire Law 1-10....cccoeververrunnnnes ..(Magician Base List)
. . . . Earth Law 1-10 ... ...(Magician Base List
Co-76 (82); Ag-73 (92); SD-47 (83); Re-90 (90); Me-67 (83). Ice Law 1-10 .oeieeeriececeeeernrceereeeseeenees EMagician Base Listg
AT 2; DB: 5; Armor Penalty: 0/0/0. Move: 50. Secondary Spell Lists:
New Equipment: Staff of Foci (+10 bonus to all Directed Spell Fire Law 1-10....cocivmiiiiriiniiesennienenenne (Magician Base List)
Skills). Earth Law 1-10 .............. ....(Magician Base List)
Unbarring Ways 1-20 ....{Open Essence List)
Invisible Ways 1-20 ......ccovvvienineninnenne (Closed Essence List)
A Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Body Development+ 5 — 0, (0,0) 33/35 First Aid 2 23 ) 33
Climb 1 — 0, (0,0) 5 Flora Lore 2 5 (10) 15
Directed Spells Herb Lore 2 5 (10) 15
Light Law 6 — 0, (15,15) 30 Locate Secret Openings 2 10 ) 20
Fire Law 4 — 0, (15,15) 20 Magical Language 2 — — R-2
Ice Law 4 — 0, (15,15) 20 Magical Rituals 2 5 (15) 15
General Perception 2 10 0, (0,0) 20 Philosophy 2 5 (10) 15
Linguistics 6 —_ — R-6 Racial History 4 5 (10) 25
Riding 2 13 0,(0,0) 23 Second Aid 2 18 0) 28
Runes 5 10 0, (10,15) 35 Sense Reality Warp 2 10 0) 20
Stalk & Hide 2 10/20 0, (0,0) 20/30 Skinning 1 3 ©) 8
Staves/Wands 6 10 0, (10,15) 40 Stunned Maneuvers 2 20 (V)] 30
Swim 1 — 0, (0,0) 5 Tactical Games 2 5 10) 15
Thrown Weapon (Axe)+ 4 7 0, (0,0),20 ¢ 47 Tale Telling 2 3 (10) 13
Camouflage ) 10 ) 20 Time Sense 2 3 ) 13
Circle Lore 3 5 (10) 20 Trading Lore 2 5 (10) 15
Demon Lore 1 5 (10) 10 Use/Remove Poison 1 3 ) 8
Dragon Lore 1 5 (10) 10 Wood-Crafts
Fauna Lore 2 5 (10) 15 Building Wright 2 13 (1)) 23

B N i a s e g e 844 a—g s e st - —..v.....

VR T R IO 0 LeveL 7 i e
Prof: Magician. Level: 7. Exp Points: 90,000. Primary Spell Lists:
Eyes: Blue. Hair: Golden. Build: Slender. Rune Mastery 1-20.....ccceeinenivcnnninnriniennans (Open Essence List)
Height: 5' 11". Weight: 155 1bs. Hits: 46/48. Light Law 1-10 ...cccovveennrreiecninscsnsesssees (Magician Base List)
Realm: Essence. Power Points: 21 (+1 ). Physical Enhancement 1-10................ eerrens (Open Essence List)
St-70 (70), Qu-87 (87), Pr-72 (72)’ n-95 (95); Em-100 (100), g:reﬂi.lla‘\:“}-llq(.). ............................................ Ehl\z:g:zix gz: ti:g
Co-82 (82); Ag- ; SD- ; Re- ; Me- . . . .

0-82 (82); Ag-92 (92); SD-81 (83); Re-90 (90); Me-83 (83) Ice Law 1-10 .......... (Magician Base List)

AT 2; DB: 5; Armor Penalty: 0/0/0. Move: 50.
New Equipment: Staff of Foci (+10 bonus to all Directed Spell

Water Law 1-10
Secondary Spell Lists:

(Magician Base List)

Skllls) Holy Robes of Durr (+5 Defensive Bonus; protects as AT 3)_ Fire Law 1-10....ccvcevierveenreriernnereesnsenseeccennne (Maglclan Base List)
Earth Law 1-10 ....covvvreericiiciiieciecceecreeeens (Magician Base List)
Unbarring Ways 1-20......ccceceerveneinreceninnen (Open Essence List)
Invisible Ways 1-20 ....ccooovvirmnnnininicinnnne (Closed Essence List)
Elemental Shield 1-10... ....(Open Essence List)
Delving Ways 1-10 .....ccovnvevinniseeriresnnens (Open Essence List)
Stat Special Linguistics 6 — —_ R-6
Skill Rank Bonus Bonus Total Linguistics 6 - —_ R-6
Body Development+ 7 1.05 0, (0,0) 46/48 Riding 2 18 0, (0,0) 28
Climb 1 10 0, (0,0) 15 Runes 9 20 0, (14,21) 65
Directed Spells Stalk & Hide 2 1825 0, (0,0) 28/35
Light Law 8 10 0, (21,21 50 Staves/Wands 10 20 0, (14,21) 70
Fire Law 6 10 0, (21,21) 40 Swimming 1 10 0, (0,0) 15
Ice Law 6 10 0,(21,21) 40 Thrown Weapon (Axe)+ 4 7 0,(0,0,20% 47
General Perception 2 13 0, (21,21) 23 (Level 7 continued on next
page)
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Stat Special
Skill Rank Bonus Bonus Total
Administration 3 8 14) 23
Camouflage 2 13 ) 23
Circle Lore 4 8 14 28
Demon Lore 3 8 (14) 23
Dragon Lore 3 8 (14) 23
Fauna Lore 4 8 (14) 28
First Aid 4 25 ) 45
Flora Lore 2 8 (14) 18
Herb Lore 2 8 (14) 18
Locate Secret Opening 3 13 ) 28
Magical Rituals 2 8 21 18
Magical Language 2 — — R-2
Magical Ritual 2 8 1) 28

Meditation

Sleep 2 20 @ 30
Philosophy 2 8 (14) 18
Racial History 4 8 14) 28
Second Aid 2 22 ) 32
Sense Reality Warp 2 20 ©) 30
Skinning 2 13 0) 23
Stunned Maneuvers 2 25 (V)] 35
Symbol Lore 2 8 21) 18
Tactical Games 2 8 (14) 18
Tale Telling 2 5 (14) 15
Time Sense 4 10 ) 30
Trading Lore 2 8 (14) 18
Use/Remove Poison 1 13 0) 18
Wood-Crafts

Building Wright 2 15 ) 25

S e e e g g et <P
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Prof: Magician. Level: 10. Exp Points: 150,000.

Eyes: Blue. Hair: Golden. Build: Slender.

Height: 5' 11" Weight: 155. Hits: 46/48.

Realm: Essence. Power Points: 30 (+1 1).

St-70 (70); Qu-87 (87); Pr-72 (72); In-95 (95); Em-100 (100);
Co-82 (82); Ag-92 (92); SD-81 (83); Re-90 (90); Me-83 (83).

AT 2; DB: 5; Armor Penailty: 0/0/0. Move: 50.

New Equipment: Staff of Foci (+10 bonus to all Directed Spell
Skills); Holy Robes of Durr (+5 Defensive Bonus; protects as AT 3);
Ring of Might (x2 Essence Spell Multiplier).

._ "_ .4 :::-‘:.. --»-3 ].EVEL 10 h-. RENERY RS - e T :m——. m. —:_,_3

Stat Special

Skill Rank Bonus Bonus Total
Body Development+ 7 1.05 0, (0,0 46/48
Climb 2 10 0, (0,0) 20
Directed Spells

Light Law 8 10 0, (30,30) 50

Fire Law 10 10 0, (30,30) 60

Ice Law 6 10 0, (30,30) 40
General Perception 5 13 0, (0,0) 38
Linguistics 8 — — R-8
Linguistics 8 — — R-8
Riding 2 18 0, (0,0) 28
Runes 15 20 0, (20,30) 80
Stalk & Hide 3 18/25 0, (0,0) 33/40
Staves/Wands 16 20 0, (20,30) 82
Swimming 3 5 0, (0,0) 20
Thrown Weapon (Axe)+ 6 7 0, (0,0),20 % 57
Administration 6 8 (20) 38
Camouflage 2 13 (V)] 23
Circle Lore 4 8 30) 28
Demon Lore 6 8 20) 38
Dragon Lore 6 8 (20) 38
Fauna Lore 4 8 20 28

Primary Spell Lists:
Rune Mastery 1-20.......ccooeivnnrnnireniiunenne (Open Essence List)
Light Law 1-10 .c.oovinnieininnienerecscsneenne (Magician Base List)
Physical Enhancement 1-10 .......ccccvueveeene. (Open Essence List)
Fire Law 1-20....cuiiirvreiirenreccnrecesensnenens (Magician Base List)
Barth Law 1-10 ....ooovviniiiirennenecinecsnens (Magician Base List)
Ice Law 1-10 coieeererrceernneceernsssssenssssensaene (Magician Base List)
Water Law 1-10 ..c.covvrecrivrncincnnnninseniniens (Magician Base List)
Invisible Ways 1-10 .....cccovvrvinninnnirecnnnn (Closed Essence List)
Secondary Spell Lists:
Fire Law 1-10 erersaeeraeee (Magician Base List)
Earth Law 1-10 .. (Magician Base List)
Unbarring Ways 1-20 ......ooviennveerernnreneonans (Open Essence List)
Invisible Ways 1-20 ....... (Closed Essence List)
Elemental Shield 1-10 (Open Essence List)
Delving Ways 1-20 ............... (Open Essence List)
Rune Mastery 1-10.....ccocvuvmiueirennisnnnneseens (Open Essence List)
Stat Special
Skill Rank Bonus Bonus Total
First Aid 7 25 (®) 60
Flora Lore 2 8 20) 18
Herb Lore 2 8 (20) 18
Locate Secret Opening 6 13 0) 43
Magical Ritual 7 8 (30) 43
Magical Language 8 — — R-8
Philosophy 2 8 (20) 18
Racial History 4 8 (20) 28
Second Aid 2 22 (1)} 32
Sense Reality Warp 2 20 ©) 30
_ Skinning 2 13 (V)] 23
Stunned Maneuvers 2 25 ) 35
Symbol Lore 8 8 (30) 48
Tactical Games 2 8 (20) 18
Tale Telling 2 5 (20) 15
Time Sense 7 10 ©0) 45
Trading Lore 2 8 (20) 18
Use/Remove Poison 1 13 ) 18
Wood-Crafts
Building Wright 2 15 ) 25
Meditation
Sleep 2 20 10) 30
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Prof: Magician. Level: 15. Exp Points: 300,000. Primary Spell Lists:
Eyes: Blue. Hair: Golden. Build: Slender. Rune Mastery 1<30....ccceverrvereencvinnes (Open Essence List)
Height: 5' 11" Weight: 155. Hits: 74/78. Light Law 1-10 .....cccevvrvvrrcnrerreeenienanns (Magician Base List)
Realm: Essence. Power Points: 45 (+1 ). Physical Enhancement 1-20................. (Open Essence List)
St-70 (70); Qu_87 (87); Pr-72 (72); In-95 (95); Em-100 (100); g;r:t}%i\:;lz(;a ..................................... Eﬁ:g:g;:ﬁ g;:: I[.:;:g
Co-82 (82); Ag-92 (92); SD-83 (83); Re-90 (90); Me-83 (83). 1S T TR D (Magician Base List)
AT 2; DB: 5; Armor Penalty: 0/0/0. Move: 50. water Law 1-10 ....c.coocevireinceereriennnnnen (Magician Base List)
New Equipment: Staff of Foci (+10 bonus to all Directed Spell Invisible Ways 1-10 .......ccovuvcvirrernnenns (Closed Essence List)
Skills); Holy Robes of Durr (+5 Defensive Bonus; protects as Secondary SpeH Lists:
AT 3); Ring of Might (x2 Essence Spell Multiplier); +10 High Fire Law 1-25 ....ooveervrienciennerieeeennnn, (Magician Base List)
Steel II Throwing Axe which also has Return to Thrower Via Earth Law 1-10 ...c.c.ocrevvevnrervnnicrnernnnns {Magician Base List)
Long Door. Unbarring Ways 1-20..........ccevvvvernnnnne. (Open Essence List)
Invisible Ways 1-20 .......cccocovverrrerrunnnen. (Closed Essence List)
Elemental Shield 1-10........ccccoeurunnne.. (Open Essence List)
Delving Ways 1-20 .......cccorecreeerrerrvrnnnns (Open Essence List)
Rune Mastery 1-10......ccccoovrevervcrnennna. (Open Essence List)
Light Law 1-10 ...cccovveniereireeseenne (Magician Base List)
Ice Law 1-10 ....coevvvevrvenierenrenrenninenenen (Magician Base List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Body Development+ 12 1.05 0, (0,0) 74/78 Administration 16 8 (30) 70
Climb 2 10 0, (0,0) 20 Camouflage 2 13 ) 23
Directed Spells Circle Lore 4 8 (45) 28
Light Law 8 10 0, (45,45) 55 Demon Lore 6 8 30) 38
Fire Law 20 10 0, (45,45) 80 Dragon Lore 6 8 (30) 38
Ice Law 6 10 0, (45,45) 40 Fauna Lore 4 8 (30) 28
General Perception 10 13 0, (0,0) 63 First Aid 12 25 1(©) 79
Linguistics 6 — —_ R-6 Flora Lore 2 8 (30) 18
Linguistics 10 — — R-10 Herb Lore 2 8 30) 18
Linguistics 10 — — R-10 Locate Secret Opening 6 13 ©) 43
Riding 2 18 0, (0,0) 28 Magical Language 8 — — R-8 |
Runes 25 20 0, (30,45) 95 Magical Ritual 7 8 45) 43
Stalk & Hide 3 18/25 0, (0,0) 33/40 Meditation
Staves/Wands ' 26 20 0, (30,45) 96 Sleep 2 20 (15) 30
Swim 3 10 0, (0,0) 25 Philosophy 12 8 (30) 62
Thrown Weapon (Axe)+ 6 7 0, (0,0),20 % 57 Play Instrument (Guitar) 5 8 0) 33
Racial History 4 8 (30) 28
Second Aid 2 22 0) 32
Sense Reality Warp 12 20 ©) 74
Skinning 2 13 0) 23
Stunned Maneuvers 2 25 ©) 35
Symbol Lore 8 8 45) 48
Tactical Games 2 8 (30) 18
Tale Telling 2 5 30) 15
Time Sense 7 10 0) 45
Trading Lore 2 8 30 18
Use/Remove Poison 1 13 (V)] 18
Wood-Crafts
Building Wright 2 15 (1)) 25

R LY

(66 ROLEMASTER HEROES ANDROGUES. -+ "o,




s e g o o - e e e g e et

Prof: Magician. Level: 20. Exp Points: 500,000. Primary Spell Lists:
Eyes: Blue. Hair: Grey. Build: Slender. Rune Mastery 1-30.....c.ccevceneercenerncnnens (Open Essence List)
Height: 5' 11" Weight: 155. Hits: 74/78. Light Law 1-10 ...c.covevninieninininnene (Magician Base List)
Realm: Essence. Power Points: 60 (+1 ). Physical Enhancement 1-20 ................. (Open Essence List)
St-70 (70); Qu—87 (87), Pr-72 (72); In-95 (95)’ Em-100 (100); Fire Law 1-20...ccoovvicoeneeeenircceeneeenne (Maggcgan Base L%St)
Co-82 (82); Ag-92 (92)’ SD-83 (83), Re-90 (90)’ Me-83 (83) Earth Law 1-10 ..ovviveieienenicciieceennne (Maggc;an Base L{St)
Ice Law 1-10 ..covveeveerecvecrienrnensrensneenne (Magician Base List)
AT 2; DB: 10; Armor Penalty:: 0/0/0. Move: 50. water Law 1-10 ...ccreueenee (Magician Base List)
New Equipment: Staff of Foci (+10 bonus to all Directed Spell Invisible Ways 1-10 (Closed Essence List)
Skills); Holy Robes of Durr (+5 Defensive Bonus; protects as Shield Mastery 1-20 (Closed Essence List)
AT 3); Ring of Might (x2 Essence Spell Multiplier); +15 Wind Law 1-20 ......ccoovvviiinnivvircnninens (Magician Base List)
Enchanted Steel I Throwing Axe which also has Return to Secondary Spell Lists:
Thrower Via Long Door and 300% Range Increase. Fire Law 1-25 c.ooicnriiinininenienenrnsnenes (Magician Base List)
Earth Law 1-20 .cooviiiiiicveccveecnieenens (Magician Base List)
Unbarring Ways 1-20......cccceevuevenenne (Open Essence List)
Invisible Ways 1-20 ......ccovivvcivennnen (Closed Essence List)
Elemental Shield 1-20........ccocvvcvvriiiennne (Open Essence List)
Delving Ways 1-20 ......ccoceovivrivernennes (Open Essence List)
Rune Mastery 1-25 ......ccecviiiiiiniinninen. (Open Essence List)
Light Law 1-10 ...cooniivinivicrcnenane. (Magician Base List)
Ice Law 1-10 c..oiiiiirereiecccencieiaiinne (Magician Base List)
Water Law 1-10 ..cocovvvvciniiiinninnenen (Magician Base List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Body Development+ 12 1.05 0, (0,0) 74178 Administration 16 8 40) 70
Climb 2 10 0, (0,0) 20 Camouflage 2 13 ()] 23
Directed Spells Demon Lore 6 8 40) 38
Light Law 8 10 0, (60,60) 50 Dragon Lore 6 8 (40) 38
Fire Law 30 10 0, (60,60) 90 Fauna Lore 4 8 40) 28
Ice Law 6 10 0, (60,60) 40 First Aid 22 25 ©0) 97
General Perception 10 13 0, (0,0) 63 Flora Lore 2 8 40) 18
Linguistics 6 — — R-6 Herb Lore 2 8 (40) 18
Linguistics 10 — — R-10 Symbol Lore 8 8 (60) 48
Linguistics 10 — — R-10 Locate Secret Opening 6 13 ) 43
Riding 2 18 0, (0,0) 28 Tale Telling 7 5 (40) 40
Runes 35 20 0, (40,60) 103 Trading Lore 2 8 (40) 18
Stalk & Hide 3 18/25 0, (0,0) 33/40 Philosophy 12 8 (40) 62
Staves/Wands 36 20 0, (40,60) 103 Racial History 14 8 40) 66
Swimming 3 10 0, (0,0) 25 Circle Lore 4 8 (60) 28
Thrown Weapon (Axe)+ 11 7 0, (0,0),20 80 Magical Ritual 7 8 (60) 43
Stunned Maneuvers 2 25 ©0) 35
Magical Language 8 — — R-8
Meditation
Sleep 2 20 (20) 30
Second Aid 7 22 ©) 57
Skinning 2 13 (] 23
Sense Reality Warp 12 20 ©) 74
Time Sense 7 10 ©) 45
Tactical Games 2 8 (40) 18
Use/Remove Poison 1 13 ©0) 18
Play Instrument (Guitar) 5 8 ) 33
Wood-Crafts
Building Wright 2 15 ©) 25
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RYSSA TYRPAL,,

ILLUSIONIST

(AN Aoy ey L S P L _.,,.,v-

(Ris’a Tirpel)

ornin the year 6036 in the town of Arelios, in the lands of the G’thal,
Ryssa was daughter to Thyssa, the Court Wizardess, and Qrell’q,
the captain of the guards. From her parents she learned the crafts of
magic and war, respectively.

Atanearly age, she was given a necklace by a travelling minstrel that proved
more than a shiny bauble. With it, Ryssa could cast magic far beyond her own
meager talents. At times the necklace, however, was more of a bane, since it
allowed her to cast such powerful incantations that a freak miscalculation in
semantic or verbal nuance was bound to happen.

Happen it did. During an affair of the court, Ryssa cast a powerful spell
(a 10th-level spell) that tore her ‘id’ apart,
sending it spiralling off to unknown voids.
It took Ryssa more than a year to re-
cover from the resulting mental disorder.
During this time, she had visions of far-
off places, times, and people. She carried
on involved conversations with the walls
and stones of the palace, learning of times
long ago. Some of the stones evenreflected
on the beginnings of their existences!

The backlash of the mystical energy

also forever changed her eye and hair

color, to that of a sun blazing yellow
and a wispy forest green.

LEVEL 3

After Ryssa recovered and spent an-
other several years in more controlled
study, she set up a small shop where she
would perform various small functions,
cast spells and read people’s fortunes.
She earned enough to live and buy

more supplies for her experiments.

LEvEL §
During one of her forays into the
more unsavory part of town, she
was approached by several thugs.

B, Her innocent-looking staff sud-
R denly blazed with scintillating
6 \ steel blades. To her amaze-
‘ ment, the lessons and hours
¥, with her father had paid

‘ R\ off. Inless than four quick

% strokes the thugs lay

\ holding in their bellies

() andlives'blood. Ever
since the incident,

E) Ryssa has been

! much more care-

ful about letting

armed indi-

viduals ap-

proach her.
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She has even greater concern for ‘mercenaries’ or
those wretched ‘adventurers’ that rove the land mur-
dering and looting villages and ancient ruins of all
their antiquities.

LEVEL 7

After several years of working in her shop, her
mother approached her about taking the position that
she had held for more than twenty years as Court
Wizardess. Her mother explained that she was getting
too old for all the courtly functions and that she wanted .
to spend more time with Ryssa’s father.

Ryssa accepted, not because of the great honor she
would gain in the court, but because she knew how
desperate her mother needed to get away, to spend the
last couple years of her life with Qrell’q.

LEvEL 10
Over the years as serving the court, Ryssa took over
much more than the duties of Court Wizardess. She
also served as Royal Astrologer, Royal Inquisitor of
Magical Antiquities, and Royal Treasurer for the free
city of Arelios.

LEVEL 15
Her life for many years was rich in courtly affairs
and duties. She would impress the masses on holidays
and hold secret meetings with the King’s counselors.
Her attendance in court was always requested, for her
eyes were sharp as a knife and her intellect could
hardly be matched.

LEVEL 20

In her later years, she retired to a small castle built
specifically by her instructions outside the city of
Arelios. She spent many years in the small villa
working on powerful incantations and spells.

It was learned recently that Ryssaeven began funding
expeditions into unknown parts of the world. It is said
that she pays for the trips by Navigator to distant
locations, and will supply groups of adventurers
(indeed, she can work with these ‘mercenaries’ now)
with waybread, herbs, and simple runes of healing.
She expects half of all treasure retrieved, and she
makes it a point to inspect every bundle picked up by
the Navigator. Often she has agents within the group,
or she uses her spells to inspect the minds of the
adventurers to ensure that the group doesn’t hold back
any worthy treasure.

It is said that she is looking for a strangely ornate
helmet which will give the wearer immortal youth and
vigor, and great spell-casting capabilities (x5 spell
multiplier, +10 spell adder). The helmet is said to lay
far off in the unknown wastes of the deepest oceans,
somewhere on an island of a tiny archipelago. The
rumor goes on to say that the island’s name is Tharda,
but she has yet to find it.



DESCRIPTION

This small woman stands only five feet tall and weighs less than
100 pounds, but Ryssa seems to have unlimited, sometimes un-
controllable, energy and drive. She has strangely colored, blond-
ish-green hair and sun-colored eyes. Her speech is quick and crisp
— nearly as quick as her thoughts.

She wears a tight-fitting black gown, with a small golden belt,
studded with lapis lazuli figurines of dragons, unicorns, and
angels. On her left hand she adorns her fingers with a number of

e ereima gt e e, —..v-...

Prof: Illusionist. Level: 1. Exp Points: 10,000.
Eyes: Yellow. Hair: Green. Build: Average.
Height: 5'. Weight: 100 Ibs. Hits: 20/20
Realm: Essence. Power Points: 1 (+3 ).

ST 0] LeveL 1 B

silver and gold rings, all bejeweled with large fiery rubies. She
prefers to wear soft, calfskin slippers, but will wear heavier boots
if she plans to leave the city, or go adventuring.

She uses a long, well-constructed spear for both defense and
acrobatics. She has learned to use the spear in pole vaulting and is
a sight to see in a combative situation; springing and flipping over
assailants, she lands behind them and thrusts her spear into
enemies' backs or makes wide swings to knock them to the ground
in absolute bewilderment.

Background Options: SAA-82 +15 Str modifier; SAM-42 +15 Me;
SOC-5 +2 points to Pr; SOC-5 +2 points to Me; SIC-32 +10 Long
Spear t; SIC-93 43 spelil adder (necklace) .

AT 2; DB: 5; Armor Penalty: 0/0/0. Move: 50 (40).

St-87 (87); Qu-46 (90); Pr-90 (95); In-64 (86); Em-90 (90); Primary Spell Lists:
Co-59 (59); Ag:53 (80); SD-72 (95); Re-90 (90); Me-55 (100). Mlusion Mastery 1-10 .......cccccoeicrivinninnnnn (Iltusion Base List)
Secondary Spell Lists:
Feel-Taste-Smell 1-10........cccoveireniinciieninnnne (Illusion Base List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Body Development+ 3 — 0, (0,0) 20/20 Basic Math 1 13 ) 18
Climbing 1 — 0, (0,0) 5 Faerie Lore 1 13 ) i8
Cookery 1 5 0, (0,0) 10 Hypnosis 2 13 0) 18
General Perception 2 3 0, (1,2) 13 Jumping 1 13 0) 18
Linguistics 12 — — R-12 Lip Reading 1 5 (V)] 10
Long Spear+ 3 7 0, (0,0), 10t 42 Magical Language 1 — — R-1
Runes 2 5 0,(2,3) 15 Philosophy 2 13 2) 23
Spell Acquisition 10 10 — 60 Play Instrument (Horns) 1 — ) 5
Stalk/Hide 2 3/5 0,(.,1) 13/15 Pole Vaulting 2 13 ), 10+ 33
Staves/Wands 2 5 0,(2,3) 15 Racial History 1 13 2) 18
Swimming 1 — 0, (0,0) 5 Stohe Evaluation 1 5 0) 10
TR TN LEVEL 3 i e e e i, 48
Prof: Illusionist. Level: 3 Exp Points: 10,000. Primary Spell Llsts
Eyes: Yellow. Hair: Green. Build: Average. THusion Mastery 1-10 .......covevivvevenircnnnnn (Illusionist Base List)
Height: 5'. Weight: 104 Ibs. Hits: 30/30 Mind Sense Molding 1-10 .. (Illusionist Base List)
Realm: Essence. Power Points: 3 (+3 1). Light Molding 1-10........ccomvevvvrnnerainvassinens (Illusionist Base List)
. . . . . Secondary Spell Lists:
St-87 (87); Qu-58 (90); Pr-90 (95); In-64 (86); Em-90 (90); . .
Co-59 (59); Ag:61 (80); SD-72 (95); Re-90 (90); Me-78 (100). R e Onon B iy,
AT 2; DB: 5; Armor Penalty: 0/0/0. Move: 50 (40). Spell Wall 1-10 ooouceeereceecriecnsseeseesecranes (Open Essence List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Body Development+ 5 — 0, (0,0) 30/30 Basic Math 1 13 (6) 18
Climbing 2 — 0, (0,0) 10 Divination 4 5 () 25
Cookery 5 5 0, (0,0) 30 Faerie Lore 1 13 (6) 18
General Perception 4 3 0, (3,6) 23 Fauna Lore 2 13 (6) 23
Linguistics 12 — — R-12 Flora Lore 2 13 6) 23
Linguistics 5 — — R-5 Herb Lore 2 13 6) 23
Long Spear+ 4 17 0,(0,0), 10t 47 Hypnosis 4 8 ©0) 28
Runes 5 5 0, (6,9) 30 Jumping 1 13 ()] 18
Stalk/Hide 2 3/5 0,(0,3) 13/15 Lip Reading 1 5 ©) 10
Staves/Wands 5 5 0, (6,9) 30 Magical Language 1 — — R-1
Swimming 1 0, (0,0) 5 Philosophy 2 13 6) 23
Play Instrument (Horn) 3 — 0) 15
Poison Lore 2 13 6) 23
Pole Vaulting 2 13 ©0), 10 23
Racial History 1 13 6) 18
Stone Evaluation 1 5 0) 10
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Prof: Illusionist. Level: 5. Exp Points: 50,000. Primary Spell Lists:

Eyes: Yellow. Hair: Green. Build: Average. Illusion Mastery 1-10........ccceeiiviiiininnnnns (Illusionist Base List)

Height: 5'. Weight: 110 lbs. Hits: 41/41
Realm: Essence. Power Points: 5 (+3 }).

Mind Sense Molding 1-10 ...
Light Molding 1-10..............

..... (Illusionist Base List)
..... (Illusionist Base List)

St-87 (87); Qu-65 (90); Pr-91 (95); In-72 (86); Em-90 (90); gz::sdlfl?;dsl;%]: ligts ................................ (Tllusionist Base List)

Co-39 (59); Ag:72 (80); SD-81 (95); Re-90 (90); Me-99 (100). Feel-Taste-Smell 1-10.......c.orvcoroerros (Illusion Base List)

AT 2; DB: 5; Armor Penalty:: 0/0/0. Move: 50 (40). Rune Mastery 1-10.....ccoecomvinmcnmcrnncrnncrnnees (Open Essence List)

New Equipment: Potion of Flying (200'/round, max altitude of 50', Spell Wall 1-10 ...iriiviiiniincnisnieninininns (Open Essence List)

duration of D100+50 rnds); Potion of Speed (treat as Haste X, Rapid Physical Enhancement 1-10......................... (Open Essence List)

Ways, Essence 20th Ivl); 4 Potions of Healing (5-50 hits).

Stat Special Stat Special

Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Stalk/Hide 4 3/5 0, (0,5) 23/25 Flora Lore 2 23 (10) 33
General Perception 6 3 0, (5,10) 33 Herb Lore 2 23 (10) 33
Long Spear+ 5 17 0,(0,0), 10t 52 Hypnosis 4 13 ) 33
Swimming 1 — 0, (0,0) 5 Jumping 1 13 0) 18
Runes 9 5 0, (10,15) 50 Lip Reading 1 5 ©) 10
Staves/Wands 7 5 0, (10,15) 40 Magical Language 3 — — R-3
Linguistics 12 — — R-12 © Midwifery 2 15 (V)] 25
Linguistics 5 — — R-5 Philosophy 2 23 (10) 33
Body Development+ 7 — 0, (0,0) 41/41 Play Instrument (Horn) 3 18 ()] 33
Climbing 4 — 0, (0,0) 20 Poison Lore 2 23 (10) 33
Cookery 5 5 0, (0,0) 30 Pole Vaulting 4 13 0), 10 % 43
Basic Math 1 23 10) 28 Racial History 1 23 (10) 28
Divination 6 5 (10 35 Stone Evaluation 1 5 ©0) 10
Faerie Lore 1 23 (10) 28 Stunned Maneuvers 2 10 (V)] 20
Fauna Lore 2 23 (10) 33

e “. e b + - — "'-ﬁ»n\‘-ﬁ'
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Prof: Illusionist. Level: 7. Exp Points: 90,000.

Eyes: Yellow. Hair: Green. Hits: Average.

Height: 5'. Weight: 111 Ibs. Hits: 53/53

Realm: Essence. Power Points: 7 (+3 1).

St-87 (87); Qu-86 (90); Pr-95 (95); In-86 (86); Em-90 (90);

Co-59 (59); Ag:80 (80); SD-95 (95); Re-90 (90); Me-100 (100).

AT 6; DB: 5; Armor Penalty: 0/5/0. Move: 55 (45).

New Equipment: Potion of Flying (200'/round, maximum aititude of

50, duration of D100+50 rounds); Potion of Speed (treat as Has

Rapid Ways, Essence list 20th level); 4 Potions of Healing (heals 5-50

hits); +10 High Steel Long Spear with Pale II Demon Slaying.

te X,

S50 Level 7 E5niiia

Primary Spell Lists:

Ilusion Mastery 1-10............
Mind Sense Molding 1-10 ....
Light Molding 1-10...............
Sound Molding 1-10 .....
Feel-Taste-Smell 1-10....
Secondary Spell Lists:
Feel-Taste-Smell 1-10......ccocvvverceireeeennnee. (Illusionist Base List)
Rune Mastery 1-10........ ....{Open Essence List)
Spell Wall 1-10 ...... ...(Open Essence List)

..... (IHusionist Base List)
..... (IHusionist Base List)
..... (IHusionist Base List)
..... (Illusionist Base List)
..... (Illusionist Base List)

Stat Special

Skill Rank Bonus Bonus
Body Development+ 9 — 0, (0,0)
Climbing 4 — 0,(0,0)
Cookery 5 5 0, (0,0)
Directed Spell

F-T-S list 4 5 0,(7,7)
General Perception 6 10 0, (7,14)
Linguistics 12 — —
Linguistics 5 — —
Long Spear+ 7 18 0,(0,0), 10 ¥
Maneuver Soft Leather 2 15 0, (0,0)
Runes 9 5 0, (14,21)
Stalk/Hide 4 13/20 0, (0,7)
Staves/Wands 7 5 0, (14,21)
Swimming 1 — 0, (0,0)

Total
53/53
20
30

25
40
R-12
R-5
63
25
50
33/40
40
5

Physical Enhancement 1-10..... ....{Open Essence List)
Spell Enhancement 1-10 .........ccccccerecnunnnns (Closed Essence List)
Stat Special
Skill Rank Bonus Bonus Total
Basic Math 3 25 (14) 40
Divination 6 8 20 38
Faerie Lore 3 25 (14) 40
Fauna Lore 4 25 (14) 45
Flora Lore 4 25 (14) 45
Herb Lore 4 25 (14) 45
Hypnosis 6 15 ()] 45
Jumping 1 15 © 20
Lip Reading 3 8 (V) 23
Magical Language 3 — — R-3
Midwifery 2 18 0) 28
Philosophy 6 25 (14) 55
Play Instrument (Horn) 5 23 (V)] 48
Poison Lore 4 25 (14) 45
Pole Vaulting 6 15 0), 10 F 55
Racial History 1 25 14 30
Stone Evaluation 1 8 (D) 13
Stunned Maneuvers 2 20 ) 30
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Prof: Illusionist. Level: 10. Exp Points: 150,000. Primary Spell Lists:

Eyes: Yellow. Hair: Green. Build: Average. Illusion Mastery 1-10 .........cconinninronenes (Illusionist Base List)
Height: 5'. Weight: 98 1bs. Hits: 53/53 Mind Sense Molding 1-10 ....c.coocvevriiinns (Illusionist Base List)
Realm: Essence. Power Points: 10 (+3 }). Light Molding 1-10.......cccotvrvmivininnriniiunnene (Illusionist Base List)

St-87 (87); Qu-90 (90); Pr-95 (95); In-86 (86); Em-90 (90);
Co-59 (59); Ag:80 (80); SD-95 (95); Re-90 (90); Me-100 (100).

AT 6; DB: 10; Armor Penalty:: 0/5/0. Move: 60 (50).

New Equipment: Potion of Flying (200'/round, maximum altitude of
50', duration of D100+50 rounds); Potion of Speed (treat as Haste X,
Rapid Ways, Essence list 20th level); 4 Potions of Healing (immedi-
ately heals 5-50 hits); +10 High Steel Long Spear with Pale Il Demon
Slaying; Polearm of Flight (a halberd which has only 20% normal
weight, can be tossed as a Javelin with 20% Range Penalty Reduction
and 10% Range Increase. It strikes Harpies and Hippogriffs as a

Sound Molding 1-10 .....
Feel-Taste-Smell 1-10...

(Illusionist Base List)
(Illusionist Base List)

Shield Mastery 1-10......cccoevevenvvinvniiecnns (Closed Essence List)
GuisSES 1-10 ..ovvvririrecrenieecreereenre e snaessee e (Illusionist Base List)
Secondary Spell Lists:

Feel-Taste-Smell 1-25........cccevinvcnnecnnsiaenne (Ilusionist Base List)

Rune Mastery 1-10...............
Spell Wall 1-10 .........ccovvvrnnene. (Open Essence List)
Physical Enhancement 1-10 (Open Essence List)
Spell Enhancement 1-10 .......covvivinniernnen (Closed Essence List)

(Open Essence List)

Slaying weapon).
Stat Special Stat Special

Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Body Development+ 12 — 0, (0,0) 68/68 Alchemy 3 25 (20) 40
Climbing 4 5 0, (0,0) 25 Architecture 3 25 (20) 40
Cookery 5 8 0, (0,0 33 Basic Math 6 25 (20) 55
Directed Spell Boat Pilot 3 23 0 38
F-T-S list 10 5 0, (10,10) 55 Divination 6 8 (30) 38
General Perception 6 3 0, (10,20) 33 Engineering 3 25 (20) 40
Linguistics 12 — —_ R-12 Faerie Lore 6 25 20) 55
Linguistics 8 — — R-8 Fauna Lore 7 25 (20) 60
Long Spear+ 8 18 0,(0,0), 10 t 68 Flora Lore 7 25 20) 60
Maneuver Soft Leather 4 15 0, (0,0) 35 Herb Lore 7 25 (20) 60
Runes 12 5 0, (10,15) 59 Hypnosis 6 15 (V)] 45
Stalk/Hide 4 13/20 0, (0,10) 33/40 Jumping 1 15 ©) 20
Staves/Wands 10 5 0, (10,15) 55 Lip Reading 3 8 ©0) 23
Swimming 4 5 0, (0,0) 25 Magical Language 3 — — R-3
Midwifery 2 18 ©) 28

Philosophy 9 25 (20) 70

Play Instrument (Horn) 5 23 ) 48

Poison Lore 7 25 20) 60

Pole Vaulting 6 15 ©), 10t 55

Racial History 1 25 (20) 30

Stone Evaluation 1 8 0) 13

Stunned Maneuvers 2 20 ()] 30

-
ViR RYSSA TYRPAL, ILLUSIONIST . 71}




[ e

i""-‘w "v‘-rw"wlu -l .-ﬂ»-‘*v..

e e m—aten, ~

e LA LeveL 15 T

R adeid Do DL TN 2 —-(-—v e 20 g s
kR

w Ls-ﬂ_.‘ ..‘.,,_,.@I.a

Prof: Illusionist. Level: 15. Exp Points: 300,000. Primary Spell Lists:
Eyes: Yellow. Hair: Green. Build: Average. Illusion Mastery 1-20 ......ccovvevreereercnnne (Ilusionist Base List)
Height: 5'. Weight: 106 1bs. Hits: 100/100 Mind Sense Molding 1-10 ...........c...... (Illusionist Base List)
Realm: Essence. Power Points: 15 (+3 ). Light Molding 1-10......cccoccvvvviniiunnens (Illusionist Base List)
St-87 (87); Qu-90 (90); Pr-95 (95); In-86 (86); Em-90 (90); Sound Molding 1-10 ........ccovvneinnnene. (Illus;on*st Base L%St)
Co-59 (59); Ag:80 (80); SD-95 (95); Re-90 (90); Me-100 (100). Fe@l—Taste—Smell 1-10 e, (Illusionist Base Ll'St)
Shield Mastery 1-20 .......cccevvverirvrnnane (Closed Essence List)
AT 6; DB: 10; Armor Penalty: 0/5/0. Move: 60 (50). GUiSes 1-10 .ovvvvoererercerrrrrerrnn e senens (Illusionist Base List)
New Equipment: Potion of Flying (200'/round, maximum Spell Enhancement 1-10 .............c........ (Closed Essence List)
altitude of 50', duration of D100+50 rounds); Potion of Speed Secondary Spell Lists:
(treat as Haste X, Rapid Ways, Essence list 20th level); 4 Feel-Taste-Smell 1-25........ccecvvecrveaneen. (Illusionist Base List)
Potions of Healing (immediately heals 5-50 hits); +10 High Rune Mastery 1-10.....cccoevenennvcnnnnn. (Open Essence List)
Steel Long Spear with Pale II Demon Slaying; Polearm of Spell Wall 1-20 ... (Open Essence List)
Flight (a spear which has only 20% normal weight, can be Physical Enhancement 1-20 ................. (Open Essence List)
tossed as a Javelin with 20% Range Penalty Reduction and 10% Spell Enhancement 1-20 ...................... (Closed Essence List)
Range Increase. It strikes Harpies and Hippogriffs as a Slaying
weapon); +10 Non-Magical Shark Skin Leather Jacket (+10 to
Defensive Bonus).
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Body Development+ 17 — 0, (0,0) 100/100 Administration 10 10 30) 60
Climbing 4 5 0, (0,0) 25 Alchemy 3 25 (30) 40
Cookery 5 8 0, (0,0) 33 Architecture 3 25 30) 40
Directed Spell Basic Math 6 25 (30) 55
F-T-S list 16 5 0, (0,0) 72 Boat Pilot 3 23 30) 38
Disarm Traps 2 5 0, (0,15) 20 Divination 6 8 (45) 38
General Perception 11 3 0, (15,30) 59 Engineering 3 25 (30) 40
Linguistics 8 — — R-8 Faerie Lore 16 25 (30) 87
Linguistics 12 _— — R-12 Fauna Lore 17 25 30) 89
Long Spear+ 8 18 0, (0,0), 10 } 68 Flora Lore 8 25 (30) 65
Maneuver Soft Leather 4 15 0, (0,0) 35 Herb Lore 8 25 (30) 65
Pick Locks 3 7 0, (0,15) 22 Hypnosis 6 15 0) 45
Riding 5 8 0, (0,0) 33 Jumping 1 15 () 20
Runes 17 8 0, (30,45) 72 Lip Reading 3 8 (V)] 23
Stalk/Hide 9 13/20 0,(0,15) 58/65 Magical Language 3 — — R-3
Staves/Wands 15 8 0, (30,45) 68 Midwifery 2 18 0) 28
Swimming 4 5 0, (0,0) 25 Philosophy 9 25 30) 70
Play Instrument (Hom) 5 23 ()] 48
Poison Lore 7 25 30) 60
Pole Vaulting 6 15 0),10% 55
Racial History 1 25 (30) 30
Stone Evaluation 1 8 ) 13
Stunned Maneuvers 2 20 (V)] 30
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Prof: Illusionist. Level: 20. Exp Points: 500,000. Primary Spell Lists:
Eyes: Yellow. Hair: Green. Build: Average. Hlusion Mastery 1-20 ......ccccoveerivcncnene (Illusionist Base List)
Height: 5'. Weight: 112 Ibs.. Hits: 120/120 Mind Sense Molding 1-10 ................... (Ilusionist Base List)
Realm: Essence. Power Points: 20 (+3 ). Light Molding 1-20......ccceveveererrenccens (Illusionist Base List)
St-87 (87); Qu-90 (90); Pr-95 (95); In-86 (86); Em-90 (90); Sound Molding 1-10 .......cccuverinencnnee (Illus¥on§st Base L%St)
Co-59 (59); Ag:80 (80); SD-95 (95); Re-90 (90); Me-100 (100). Fec.:l-Taste-Smell 1-20.iicieiireceenne (Illusionist Base Ll'St)
Shield Mastery 1-20 ......cccccoreincnvicnnnens (Closed Essence List)
AT 6; DB: 10; Armor Penalty: 0/5/0. Move: 60 (50). GUISES 1-20 rerrreeeeeeeeeeereeerneereeesseereee (Illusionist Base List)
New Equipment: Potion of Flying (200'/round, maximum Spell Enhancement 1-25 .........cocoeevveunee (Closed Essence List)
altitude of 50', duration of D100+50 rounds); Potion of Speed Secondary Spell Lists:
(treat as Haste X, Rapid Ways, Essence list 20th level); 4 Feel-Taste-Smell 1-25......ccceiveenvieennes (Illusionist Base List)
Potions of Healing (immediately heals 5-50 hits); +10 High Rune Mastery 1-10......ccceevenvniieninns (Open Essence List)
Steel Long Spear with Pale II Demon Slaying; Polearm of Spell Wall 1-20 ......ccoverevenieernnnrnnannns (Open Essence List)
Flight (a spear which has only 20% normal weight, can be Physical Enhancement 1-20 ................. (Open Essence List)
tossed as a Javelin with 20% Range Penalty Reduction and 10% Spell Enhancement 1-20 ........ccocoevvunne. (Closed Essence List)
Range Increase. It strikes Harpies and Hippogriffs as a Slaying Iltusion Mastery 1-20 ......ccoveviviesinnnenn. (Illusionist Base List)
weapon); +10 Non-Magical Shark Skin Leather Jacket (+10 to Light Molding 1-10......c.ccocvvnevrnnnnnnee. (Illusionist Base List)
Defensive Bonus); Ring of Essence Flow (Can Determine Sound Molding 1-10 .....c.ccccervvevvernenne (Illusionist Base List)
Essence Storms as Weather Watch Skill and x2 Spell Multiplier
of Essence).
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Administration 10 10 40) 60
Balance 2 18 0, (0,0) 28 Alchemy 3 25 (40) 40
Leaping 1 18 0, (0,0) 23 Architecture 3 25 (40) 40
Landing 5 18 0,(0,0) 43 Basic Math 6 25 (40) 55
Speed 1 18 0, (0,0 23 Boat Pilot 3 23 (40) 38
Body Development+ 17 — 0, (0,0) 120/120 Divination 6 8 (60) 38
Climbing 4 5 0, (0,0) 25 Engineering 3 25 40) 40
Cookery 5 8 0, (0,0) 33 Faerie Lore 26 25 (40) 101
Directed Spell Fauna Lore 17 25 40) 89
F-T-S list 26 5 0, (20,20) 81 Flora Lore 8 25 (40) 65
Disarm Traps 2 5 0, (0,20) 20 Herb Lore 8 25 (40) 65
General Perception 16 3 0, (20,40) 69 Hypnosis 6 15 ©0) 45
Linguistics 8 — — R-8 Jumping 6 15 ©) 45
Linguistics 12 — — R-12 Lip Reading 3 8 ) 23
Long Spear+ 8 0,(0,0),10 ¢ 68 Magical Language 3 — — R-3
Maneuver Soft Leather 4 0, (0,0) 35 Midwifery 2 18 ) 28
Pick Locks 3 7 0, (0,20) 22 Philosophy 14 25 (40) 83
Riding 5 8 0, (0,0) 33 Play Instrument (Hormn) 5 23 (1)) 48
Runes 17 8 0, (40,60) 72 Poison Lore 7 25 (40) 60
Stalk/Hide 14 13/20 0, (0,20) 71778 Pole Vaulting 11 15 ©0), 10t 77
Staves/Wands 15 8 0, (40,60) 68 Racial History 1 25 (40) 30
Swimming 4 5 0, (0,0 25 Stone Evaluation 1 8 ©0) 13
Stunned Maneuvers 7 20 ©0) 55
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T MOSMTH WERK, ATCHEMIST
(Moosmth Werk’) he actually started a small business of exporting runes,
|| osmth was born under the sign of the Sleeping Sow, in the magical scrolls, and small magical artifacts to the far off
year 6025. Mosmth was very much akin to his astrological land of Quellborne. His wares went exclusively to a sly man
sign, as the young boy seemed to do nothing but sleep. named Sien Vae’Qru. With his status shifting from pauper
: = During his first several years his mother fretted constantly to near-tradesman, he married the young priestess and
that the youth was cursed or diseased with some incurable malady. moved to the suburbs of the Ebon City.
As Mosmth grew older, he discovered he had a gift thatno one else had,
the ability to see in the infrared. He used his talents well and learned how LEvEL 15
to cause great mischief around his tiny village. Mosmth still lives and works in the Ebon City, his

family presently consisting of his beautiful wife and
three children. It is rumored that Mosmth has a mis-

tress that lives in a sleek noble section of the Ebon

City, but there is no proof to the gossip. He continually

LEVEL 3 \
& sells his wares to the sly Sien VaeQru, though lately

1
When he was fourteen years old, Mosmth's family moved f )
from his tiny village of Frisk Fey to the Capital of Fydon Fey,

Ebon City, where he met up with his future tutor and master, '

Yish Umfrum’al. The master Alchemist had recently lost his
two apprentices in a freak accident that turned their minds to
quicksand (literally!). There were few young men willing to
risk having their brains turned into mud, but Mosmth’s
family needed a way to unburden themselves from
their listless son. Telling poor Mosmth that the
Alchemist was the grandest wizard in the land,
which was hardly the truth, he went to the old
man with dreams of grandeur.

' Q the man seems to be treading the fine line of sanity—
. it is said that he smokes a powerful derivative of
Black Lotus, also known as Haliish. Mosmth
cares little for what or who the man is; after

all, he is too far away for Mosmth to be

frightened of him.
LEVEL 20

Mosmth still requires a good eleven
hours of sleep a day, spending most of the
time in a small garden in the rear of his
nearly noble-looking estate.

Z\

£

LEVEL §

Once there, the young apprentice and the
old wizard discovered the truth, that neither
was whathe was made outto be. Poor Mosmth
learned that the work of an Apprentice rarely
- leaves enough time for a normal bit of rest,
let alone a good ten to fourteen hours. The
(great) Alchemist learned that he should
never trust people from Frisk Fey, for they
are the biggest liars west of Ord’enal Ke’rq.

Slowly over time the apprentice adapted to
his new life, and the old wizard learned to live
with the slow-witted youngster.

Several seasons passed and Mosmth slowly
worked his way toward the Gold Circle of Ap-
prenticeship. As the years past, his knowledge of
the arts and the craft grew increasingly powerful
until his graduation on a late Summer day in the year
6044,

DESCRIPTION

Standing six feet tall, Mosmth is a
gangly youth with a look of a lost dog
permanently plastered on his face, His
eyes are large but droopy, giving him
the visage of a man barely awake. His
hair, golden in color, is shaggy and
unkempt, as if he just crawled out of
bed. In later years his face was splotched
with tiny little whiskers, never enough to

form a mustache or beard.
Coming from a lower-class family
further accentuated his drowsy
look, since Mosmth will openly
yawn in front of people — big,
wide open-mouthed sort of yawns
— and in the early morning will
ruband scratch places that most
people attend to in private.
His speech is somewhat
slurred and he, of course,
talks like a rural-born farmer
which causes many of his
colleagues to simply nevertake

him seriously.

Mosmth is not a fighter, nor adventurer, and

————
AN\ s
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LEVEL 7

For his graduation present the old Alchemist gave
the boy a beautifully worked copper bowl and dragon
bone pastel. Not long after that, Yish suffered a great
heart attack and passed from this world. Mosmth
never knew how much he would miss the cantanker-
ous old man that never was satisfied. Mosmth fell into
depression and slept nearly twenty hours a day for

seven months, What snapped him out of his depres-

\\:\ U7

A
Q\l

\Y

22

7

N
sion no one truly knows, but thére was word that he V\' only knows the spells he has to defend him-
started to see a priestess from the temple of Romonth N self. He has given some attention to di-
quite frequently. Z rected spells, but only for defense. He is
sometimes seen practicing with a long-
LEvVEL 10 chained morning star, but he is more

dangerous to himself than he is to any
opponent that may face him.

Mosmth’s spirit renewed over the next several
years and, through the help of the young priestess,
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Prof: Alchemist. Level: 1. Exp Points: 10,000. Primary Spell Lists:

Eyes: Blue. Hair: Golden. Build: Slender. Enchanting Ways 1-10 .......ccecevvnuinene (Alchemist Base List)
Height: 6'. Weight: 120 lbs. Hits: 37/46. Inorganic SKills 1-10.......cccceevererreverennns (Alchemist Base List)
Realm: Essence. Power Points: 1 (+1 1). Secondary Spell Lists:

. . O . Pr. . Tno S . Rune Mastery 1-10......coccenvricereenecnne. (Open Essence List)
St-73 (81); Qu-85 (85); Pr-99 (99); In-62 (77); Em-90 (90); Organic SKIlls 1-10 veeeersseeersessreerene (Alchemist Base List)
Co0-93 (93); Ag-59 (95); SD-98 (98); Re-56 (72); Me-70 (76). el
Background Options: SOC-5 +2 points to SD; SAA-96 +15
Co modifier; SAM-94 +20 Pr modifier; SIC-55 +1 Spell Adder
(robes) 1; SAC-18 100’ infravision/requires 10 hrs.sleep/night.

AT 2; DB: 5; Armor Penalty: 0/0/0. Move: 55.
Stat Special Stat Special

Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total

Body Development+ 5 1.25 0, (0,0) 37/46 Advanced Math 2 —_— A3) 10

First Aid 1 18 0, (0,0) 23 Alchemy 4 — 3 20

General Perception 2 — 0, (0,1) 10 Basic Math 2 — 3) 10

Linguistics 11 — — R-11 Drug Tolerance 3 25 ©) 40

Morning Star+ 3 3 0, (0,0) 18 Meditation

Riding 1 5 0, (0,0) 10 Trance 2 33 ) 43

Runes 4 5 0,(3.3) 25 Philosophy 1 — 3) 5

Staves/wands 4 5 0, (3,3) 25 Poison Lore 1 —_ 3) 5

Time Sense 2 — (1) 10
RN N S R A RS A o o3 LeveL 3 Bt N R A N T R S 3
Prof: Alchemist. Level: 3. Exp Points: 30,000. Primary Spell Lists:
Eyes: Blue. Hair: Golden. Build: Slender. Enchanting Ways 1-10 .....ccccevuveennne. (Alchemist Base List)

Height: 6'. Weight: 120 1bs. Hits: 37/46. Inorganic Skills 1-10 (Alchemist Base List)
Realm: Essence. Power Points: 3 (+1 1). Organic Skills 1-10 .ccocvvvvevnviinnnnnnes (Alchemist Base List)
St-81 (81); Qu-85 (85); Pr-99 (99); In-77 (77); Em-90 (90); E:zzr;?af;ngf)‘:ﬁlﬁs;-m ..... e (Alchemist Base List)
Co-93 (93); Ag-79 (93); SD-98 (98); Re-70 (72); Me-76 (76). Rune Mastery 1-10 ......cocovurvurerrerencneenee (Open Essence List)
AT 2; DB: 5; Armor Penalty: 0/0/0. Move: 55. Organic Skills 1-10 ............. (Alchemist Base List)
Essence Perception 1-10 (Open Essence List)
Spell Wall 1-10 ...onivivriieninnniinsnsrennne (Open Essence List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Acting 1 25 () 30
Strength 2 33 0, (0,0) 43 Advanced Math 2 3 9) 13
Speed 2 33 0, (0,0) 43 Alchemy 4 3 ()] 23
Balance 2 33 0, (0,0 43 Animal Hand (Cats) 1 25 () 30
Leaping 2 33 0, (0,0) 43 Basic Math 2 3 ()] 13
Landing 2 33 0, (0,0) 43 Begging 2 25 ©) 35
Body Development+ 5 1.25 0, (0,0) 37/46 Diplomacy 2 23 () 33
First Aid 1 18 0, (0,0 23 Disguise 1 33 : ) 38
General Perception 2 5 0, (0,3) 15 Drug Tolerance 3 25 (V] 40
Linguistics 11 — — R-11 Magical Languages 1 —_ — R-1
Morning Star+ 3 8 0, (0,0) 23 Meditation
Riding 1 8 0, (0,0) 13 Cleansing 2 18 (®) 28
Runes 6 8 0, (9,9 38 Death 2 33 ) 43
Staves/wands 6 8 0, (9,9) 38 Healing 2 18 ) 28
Ki 2 33 ©) 43
Sleep 2 15 (V) 25
Trance 4 33 ) 53
Philosophy 1 5 ) 10
Poison Lore 1 5 ) 10
Time Sense 2 _ 3) 10
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Prof: Alchemist. Level: 5. Exp Points: 50,000.
Eyes: Blue. Hair: Golden. Build: Slender.
Height: 6'. Weight: 120 Ibs. Hits: 51/64.
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Primary Spell Lists:

Enchanting Ways 1-10 .......cccccovrerrrverevernenne
Inorganic Skills 1-10.......cccovevrvnrevererncnnnes

(Alchemist Base List)
(Alchemist Base List)

'-Jm-. uw@.&

Realm: Essence. Power Points: 5 (+1 1). Organic Skills 1-10 ................ (Alchemist Base List)
g . Om . Dr . Tns . B . Essence Embedding 1-10 (Alchemist Base List)
SLB1 (1 Quas E5) Pr9 09 InTT (7 B0 00 MomtismiChannet mbedding 110 - (hlchomt s Lot
Secondary Spell Lists:
AT 2; DB: 5 (+2 TE); Armor Penalty: 0/0/0. Move: 55. Rune Mastery 1-10........ocovceemveemmreereenenrenee (Open Essence List)
New Equipment: Candle of Impurity (see Spell Law pg. 89). Organic Skills 1-10............. (Alchemist Base List)
Essence Perception 1-10 .... (Open Essence List)
Spell Wall 1-10................... (Open Essence List)
Enchanting Ways 1-10... (Alchemist Base List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Basic Math 2 3 (15) 13
Strength 2 33 0, (0,0 43 Begging 2 25 ) 35
Speed 4 33 0, (0,0) 53 Diplomacy 2 23 (V) 33
Balance 2 33 0, (0,0) 43 Disguise 1 33 ) 38
Leaping 2 33 0, (0,0) 43 Magical Languages 1 — — R-1
Landing 4 33 0, (0,0) 53 Meditation
Body Development+ 7 1.25 0, (0,0 51/64 Cleansing 2 18 ()] 28
First Aid 1 18 0, (0,0) 23 Death 2 33 () 43
General Perception 4 5 0, (0,5) 25 Healing 6 18 ) 48
Linguistics 9 —_ _ R-9 Ki 2 33 (V)] 43
Linguistics 11 —_ — R-11 Sleep 2 15 ©) 25
Martial Arts ; Trance 8 33 ) 73
Sweeps R-1 1 13 0, (0,0) 18 Mnemonics 4 15 ) 35
Morning Star 3 12 0, (0,0) 27 Drug Tolerance 3 25 ©) 40
Riding 1 13 0, (0,0) 18 Time Sense 2 — 5) 10
Runes 10 8 0, (15,15) 58 Tumbling
Staves/Wands 10 8 0, (15,15) 58 Evasion 2 10 @ 20
Acting 1 25 (0) 30 Philosophy 1 3 ( 1 5) 8
Animal Hand (Cats) 1 25 © 30 Poison Lore 1 3 (5) 8
Advanced Math 2 3 (15) 13 Use/Remove Poison 2 10 ) 20
Alchemy 4 3 (15) 22
CENSERRT AN N o A TR 0] LeveL 7

Prof: Alchemist. Level: 7. Exp Points: 90,000.
Eyes: Blue. Hair: Golden. Build: Slender.
Height: 6'. Weight: 120 1bs. Hits: 51/64.

Primary Spell Lists:
Enchanting Ways 1-10

Inorganic Skills 1-10...

................................ (Alchemist Base List)
(Alchemist Base List)

Realm: Essence. Power Points: 7 (+1 1). Organic Skills 1-10 ............. (Alchemist Base List)
_ . Ou. . Pro . Tn- . By . Essence Embedding 1-10 (Alchemist Base List)
St81 @1 Qu-85 (85); Pr-99 (99); In-77 (77); Em-90 (90); Mentalism/Channel Imbedding 1-10 ......... (Alchemist Base List)

Co-93 (93); Ag-95 (95); SD-98 (98); Re-70 (72); Me-76 (76).

Detection Mastery 1-5 ........cccccoevccvrcrncvrunnnes (Channeling Open List)
AT 2; DB: 5 (+2 TE); Armor Penaity: 0/0/0. Move: 55. Secondary Spell Lists:
New Equipment: Candle of Impurity (see Spell Law pg. 89); Flaming Rune Mastery 1-20 (Open Essence List)

Moming Star (+10 Adamantium spiked balls which burn and hits for

Extra ‘B’ Heat Critical).

Organic Skills 1-20

Essence Perception 1-10

Spell Wall 1-10

(Alchemist Base List)
(Open Essence List)
(Open Essence List)

Enchanting Ways 1-10 ... (Alchemist Base List)
Stat Special General Perception 5 5 0,0,7) 30

Skill Rank Bonus Bonus Total Linguistics 9 — — R-9
Adrenal Moves Linguistics 11 — —_— R-11

Strength 2 33 0, (0,0) 43 Martial Arts

Speed 6 33 0, (0,0) 63 Sweeps R-1 1 13 0, (0,0) 18

Balance 2 33 0, (0,0) 43 Morning Star+ 4 12 0, (0,0) 32

Leaping 2 33 0, (0,0 43 Riding 1 13 0, (0,0) 18

Landing 6 33 0,(0,0) 63 Rope Mastery 1 10 0, (0,14) 15
Body Development+ 7 1.25 0, (0,0) 51/64 Runes 14 8 0, (21,21) 62
Cookery 2 5 0, (0,14) 15 Staves/wands 14 8 0, (21,21) 62
First Aid 1 18 0,(0,0) 23 (Level 7 continued on next page)
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Stat Special

Skill Rank Bonus Bonus Total
Acting 1 25 ©0) 30
Advanced Math 2 3 Q1 13
Alchemy 4 3 21) 23
Animal Hand (Cats) 1 25 ©) 30
Basic Math 2 3 (21) 13
Begging 2 25 (V)] 35
Diplomacy 2 23 ) 33
Disguise 1 33 0) 38
Distance Running 2 25 ) 35
Dragon Lore 1 3 1) 8
Drug Tolerance 3 25 ()] 40
Faerie Lore 1 3 20 8
Fauna Lore 1 3 @21 8
Flora Lore 1 3 21) 8
Flying/Gliding 2 15 ©0) 25
Herb Lore 1 3 @21 8

Lock Lore 1 3 21) 8
Magical Languages 1 —_ —_ R-1
Meditation
Cleansing 2 18 (1)) 28
Death 2 33 ) 43
Healing 10 18 ©) 68
Ki 2 33 () 43
Sleep 2 15 ) 25
Trance 10 33 ©0) 83
Metal Lore 1 3 1) 8
Mnemonics 4 15 ©0) 35
Philosophy 1 3 (21) 8
Poison Lore 1 3 210 8
Stunned Maneuvers 2 25 — 35
Time Sense 2 —_ (@) 10
Tumbling
Evasion 2 10 () 20
Use/Remove Poison 2 10 ) ©) 20

i T T T e e Y LEVEL 10 & T T T T T e
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Prof: Alchemist. Level: 10. Exp Points: 150,000.

Eyes: Blue. Hair: Golden. Build: Slender.

Height: 6'. Weight: 125 Ibs. Hits: 76/95.

Realm: Essence. Power Points: 10 (+1 7).

St-81 (81); Qu-85 (85); Pr-99 (99); In-77 (77); Em-90 (90);
Co-93 (93); Ag-95 (95); SD-98 (98); Re-70 (72); Me-76 (76).
AT 2; DB: 5 (+2 TE); Armor Penalty: 0/0/0. Move: 55.

New Equipment: Candle of Impurity (see Spell Law pg. 89); Flaming

Primary Spell Lists:

Enchanting Ways 1-10........ccoevuveevnninens (Alchemist Base List)
Inorganic Skills 1-10..... ....(Alchemist Base List)
Organic Skills 1-10 .....coriiiverneennns ....(Alchemist Base List)
Essence Embedding 1-10.......cococviviniinnnne (Alchemist Base List)
Mentalism/Channel Imbedding 1-10 ..........(Alchemist Base List)
Detection Mastery 1-5 .......ccvviinnenens ....(Channeling Open List)
Anticipations 1-5........ceviivrirnnseinsinsnienans (Mentalism Open List)
Secondary Spell Lists:

Morning Star (+10 Adamantium spiked balls burn and hit for Extra ‘B’ Rune Mastery 1-20............... (Open Essence List)
Heat Critical); Robes of Defense (acts as normal robes, treat as AT 4). Organic SKills 1-20 ..ooveemecirveisniniisenercnnene (Alchemist Base List)
Essence Perception 1-10 ........coevvinivrncne (Open Essence List)
Spell Wall 1-10 ............c.c.... (Open Essence List)
Enchanting Ways 1-20 .......cooovveniinenieinrens (Alchemist Base List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Drug Tolerance 3 25 (V)] 40
Strength 2 33 0, (0,0 43 Faerie Lore 1 3 (30) 8
Speed 9 33 0, (0.0 78 Falsification 4 15 ) 35
Balance 3 33 0, (0,0) 48 Fauna Lore 1 3 30 8
Leaping 3 33 0, (0,0) 48 Flora Lore 1 3 30) 8
Landing 9 33 0, (0,0 78 Flying/Gliding 2 15 ) 25
Body Development+ 11 1.25 0, (0,0) 76/95 Herb Lore 1 3 (30) 8
Cookery 2 5 0, (0,20) 15 Horticulture 2 8 (30) 18
First Aid 3 18 0, (0,0) 28 Lie Perception 4 3 (10) 23
General Perception S 5 0, (0,10) 30 Lock Lore 1 3 (30) 8
Linguistics 11 — — R-11 Magical Languages 1 — — R-1
Linguistics 9 —_— — R-9 Meditation
Martial Arts, Sw R-1 1 13 0, (0,0) 18 Cleansing 2 18 ()] 28
Morming Star+ 4 12 0, (0,0) 32 Death 2 33 ©) 43
Riding 2 13 0, (0,0 18 Healing 10 18 ) 68
Rope Mastery 1 10 0, (0,20) 15 Ki 2 33 0) 43
Runes 18 8 0, (30,30) 74 Sleep 2 15 ©) 25
Signaling 2 10 0, (0,0) 20 Trance 10 33 ©0) 83
Staves/Wands 18 8 0, (30,30) 74 Metal Lore 1 3 30) 8
Swimming 2 15 0, (0,0) 25 Mnemonics 4 15 ) 35
Acting 3 25 O] 40 Philosophy 1 3 (30 8
Advanced Math 2 3 (30) 13 Poison Lore 1 3 (30) 8
Alchemy 4 3 (30) 23 Scrounge 2 3 O 13
Animal Hand (Cats) 1 25 (0) 30 Stone Lore 1 3 (30) 8
Basic Math 2 3 (30) 13 Streetwise 2 23 O 33
Begging 2 25 ©) 35 Stunned Maneuvers 3 25 ©) 40
Diplomacy 2 23 ) 33 Time Sense 4 — (10) 20
Disguise 1 33 ©) 38 Tumbling, Evasion 2 10 ) 20
Distance Running 2 25 ©) 35 Use/Remove Poison 2 10 ©) 20
Dragon Lore 1 3 (30) 8 Warding Lore 2 3 30) 12
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Prof: Alchemist. Level: 15. Exp Points: 300,000. Primary Spell Lists:
Eyes: Blue. Hair: Golden, Build: Slender. Enchanting Ways 1-20 .....c..ccceevveciunne (Alchemist Base List)
Height: 6'. Weight: 125 Ibs. Hits: 94/118. Inorganic Skills 1-10 ...c..cceverrcvrreernenne (Alchemist Base List)
Realm: Essence. Power Points: 15 (+1 ). Organic Skills 1-10 ......ccorvveevevreerreennns (Alchemist Base List)
2 . Ou. . Pro . In. . B . Essence Embedding 1-20 .........ccccvenin. (Alchemist Base List)
2‘0?913‘?;3’3;?;‘;55%55’;;ngf’gg"’?g)é)ﬁ“gj_;g e 6 Mentalism/Channel Imbedding 1-20 ... (Alchemist Base List)
Detection Mastery 1-5......ccovevnninnenee (Channeling Open List)
AT 2; DB: 5 (+2 TE); Armor Penalty: 0/0/0. Move: 55. Anticipations 1-5......ccceevereerveeceerenorsene (Mentalism Open List)
New Equipment: Candle of Impurity (see Spell Law pg. 89); Concussion Ways 1-5 ......covveinninnens (Channeling Open List)
Flaming Morning Star (+10 Adamantium spiked balls which Secondary Spell Lists:
burn and hits for Extra ‘B’ Heat Critical); Robes of Defense Rune Mastery 1-25.....cccovecevrvernerveceennes (Open Essence List)
(acts as normal robes but treat as AT 4); Wand of Mystic Organic SKills 1-25 ...coeeeverrennrerievennes (Alchemist Base List)
Trinity (+2 Spell Adder of Channeling, +2 Spell Adder of Essence Perception 1-10 ........cccccoueene.e. (Open Essence List)
Essence, +2 Spell Adder of Mentalism); Wisps of Attunement Spell Wall 1-20 ....covvvvrvervecirenneccnncnnns (Open Essence List)
(foggy white halo surrounding head gives +40 bonus to attune Enchanting Ways 1-25 ......ccocvereveevennens (Alchemist Base List)
to all mystical objects). Liquid-Gas Skills 1-20 ......ccooeerevurrenne (Alchemist Base List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Acting 3 25 0) 40
Strength 2 33 0, (0,0) 43 Advanced Math 2 3 45) 13
Speed 19 33 0, (0,0) 99 Alchemy 4 3 (45) 23
Balance 3 33 0, (0,0) 48 Animal Handling (Cats) 1 25 ) 30
Leaping 3 33 0, (0,0) 48 Basic Math 2 3 (45) 12
Landing 19 33 0, (0,0 99 Begging 2 25 0) 35
Body Development+ 14 1.25 0, (0,0) 94/118 Diplomacy 2 23 ©) 33
Climbing 1 15 0, (0,0) 20 Disguise 1 33 ©) 38
Cookery 2 5 0, (0,30) 15 Distance Running 2 25 ) 35
First Aid 3 18 0, (0,0) 28 Dragon Lore 1 3 (45) 8
General Perception 10 5 0, (0,15) 55 Drug Tolerance 3 25 ()] 40
Linguistics 11 — — R-11 Faerie Lore 1 3 45) 8
Linguistics 9 —_ —_— R-9 Falsification 4 15 (] 35
Martial Arts Fauna Lore 1 3 (45) 8
Sweeps R-1 1 13 0, (0,0) 18 Flora Lore 1 3 45) 8
Morning Star+ 4 12 0, (0,0) 32 Flying/Gliding 2 15 ()] 25
Riding 2 13 0, (0,0) 23 Herb Lore 1 3 45) 8
Rope Mastery 1 10 0, (0,30) 15 Horticulture 2 8 45) 18
Runes 28 8 0, (45,45) 86 Lie Perception 4 3 (15) 25
Signaling 2 10 0, (0,0) 20 Lock Lore 1 3 45) 8
Staves/wands 28 8 0, (45,45) 86 Magical Languages 1 — — R-1
| Swimming 2 15 0, (0,0) 25 Meditation
Cleansing 2 18 ) 28
Death 2 33 0) 43
Healing 20 18 0) 88
Ki 2 33 ()] 43
Sleep 2 15 0) 25
Trance 20 33 {0) 103
Metal Lore 1 3 45) 8
Mnemonics 14 15 ) 73
Philosophy 1 3 45) 8
Poison Lore 1 3 45) 8
Scrounge 2 3 )] 13
Stone Lore 1 3 45) 8
Streetwise 2 23 O 33
Stunned Maneuvers 8 25 (O] 65
Time Sense 4 —_ (15) 20
Tumbling
Evasion 2 10 ©0) 20
Use/Remove Poison 2 10 0) 20
Warding Lore 2 5 - (45) 15
Yado (arrows) 1 10 ©0) 15
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Prof: Alchemist. Level: 20. Exp Points: 500,000. Primary Spell Lists:
Eyes: Blue. Hair: Golden. Build: Slender. Enchanting Ways 1-20.......c.coccevevcnuencne (Alchemist Base List)
Height: 6'. Weight: 132 Ibs. Hits: 109/136. Inorganic Skills 1-10 .....ccoccevvrvviernrienene (Alchemist Base List)
Realm: Essence. Power Points: 20 (+1 1). Organic Skills 1-10 ....cooeevvrererrenererenens (Alchemist Base List)
St-81 (81); Qu-85 (85); Pr-99 (99); In-77 (77); Em-90 (90); Essence Embedding 1-20......... eveoserrnren (Alchemist Base List)
CO-93((9?2);%g-95((95)); SD-9§ (9)8); Re-7(0 (%2); Me-7(6 (%6). g‘;ﬂti!ismﬁh?melllgﬂbedding 1-20 -~-§é}11°hemli§t Bgse LiEF) 0
ection Mastery 1-5......ccoovevenevennes anneling Open Lis
AT 2; DB 5 (+2 TE); Armor Penalty: 0/0/0. Move: 55. Anticipations 1-5........... preerereeneesnareranens (Mentalism Open List)
New Equipment: Candle of Impurity (see Spell Law pg. 89); Concussion Ways 1-5 ......o.ovevrrnnnnen. (Channeling Open List)
Flaming Morning Star (+10 Adamantium spiked balls which Purifications 1-5 ......ccccivmeniiininrinns (Channeling Open List)
burn and hits for Extra ‘B’ Heat Critical); Robes of Defense Attack Avoidance 1-5 ........ccocvveerverrene (Mentalism Open List)
(acts as normal robes but treat as AT 4); Wand of Mystic Self Heal.....ccocvvirmennvenieeoreceneniensenenens (Mentalism Open List)
Trinity (+2 Spell Adder of Channeling, +2 Spell Adder of Secondary Spell Lists:
Essence, +2 Spell Adder of Mentalism); Wisps of Attunement Rune Mastery 1-25......cccoconmvrnrenncccenns (Open Essence List)
(foggy white halo surrounding head gives +40 bonus to Attune Organic Skills 1-50 ......ccocovvivennrerinnnnen (Alchemist Base List)
to all mystical objects); Crystal Ball of the Astral Realm (crystal Essence Perception 1-10 ..o {Open Essence List)
sphere with Super High Intelligence imbedded enabling to cast Spell Wall 1-20 ......ocevrvneercenreeereenrogee ...(Open Essence List)
once per day one of the following spells: Intuitions True, Enchanting Ways 1-50 .....c..ccvvcrcionne. (Alchemist Base List)
Mentalism Open List, Finding True, Mentalist’s Base List, or Liquid-Gas Skills 1-25 ..occvinnnnncnenne. (Alchemist Base List)
Long Sense, Seer’s Base List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Drug Tolerance 3 25 0) 40
Strength 2 33 0, (0,0) 43 Faerie Lore 11 3 (60) 55
Speed 29 33 0, (0,0) 112 Falsification 4 15 ()] .35
Balance 3 33 0, (0,0) 48 Fauna Lore 1 3 (60) 8
Leaping 3 33 0, (0,0) 48 Flora Lore 1 3 (60) 8
Landing 29 33 0, (0,0) 112 Flying/Gliding 2 15 ) 25
Body Development+ 17 1.25 0, (0,0) 109/136 Herb Lore 1 3 60) 8
Climbing 3 15 0, (0,0) 30 Horticulture 2 8 (60) 18
Cookery 2 5 0, (0,40) 15 Lie Perception 4 3 20) 23
First Aid 5 18 0, (0,0) 43 Lock Lore 1 3 (60) -8 ]
General Perception 10 5 0, (0,20) 55 Magical Languages 1 — — R-1
Linguistics 11 — — R-11 Meditation
Linguistics 9 — — R-9 Cleansing 2 18 ©) 28
Martial Arts Death 2 33 ©) 43
Sweeps R-1 1 13 0, (0,0) 18 Healing 25 18 ©) 93
Mormning Star+ 4 12 0, (0,0) 32 Ki 2 33 {0) 43
Riding 2 13 0, (0,0) 23 Sleep 2 15 ©) 25
Rope Mastery 4 10 0,40,40) 30 Trance 25 33 ©) 108
Runes 38 8 0, (60,60) 92 Metal Lore 1 3 (60) 8
Signaling 5 10 0, (0,0) 35 Mnemonics 19 15 ) 83
Staves/Wands 38 8 0, (60,60) 92 Philosophy 1 3 (60) 8
Swimming 2 15 0, (0,0) 25 Poison Lore 1 3 (60) 8
Acting 3 25 ©) 40 Scrounge 2 3 © 13
Advanced Math 2 3 (60) 13 Stone Lore 1 3 (60) 8
Alchemy 14 3 (60) 61 Streetwise 2 23 0) 33
Animal Handling (Cats) 1 25 ©) 30 Stunned Maneuvers - 8 25 © 65
Basic Math 2 3 (60) 13 Time Sense 4 —_— (20) 20
Begging 2 25 ) 35 Tumbli'ng
Diplomacy 2 23 ©) 33 Evasion 2 10 © 20
Disguise 1 33 ©) 38 Use/R.emove Poison 2 10 ) 20
Distance Running 7 25 ©) 60 Warding Lore 2 3 (60) 13
Dragon Lore 1 3 (60) 55 Yado (arrows) 1 10 © 15
&  MOSMTH WERK, ALCHEMIST . -.-79}
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ET1 0. DAGULUS DAG SABOR, CIERIC )

(Deguloos Sebor) He followed the great river upstream, stopping at Entreph, Saeth,
orn in the year 6029 in the great city-state of Ketaum, and Korzeem. He eamed a few coppers in the small nomes,
which lies in the desert kingdom of Gethrya, Dag was preaching the ways of Dramedjii. He spoke of his god’s return to
the son of a simple scribe in the royal house of Kulthea, and how the great Dreaming God would grant his
Neptha. From an early age, Dag was schooled followers unimaginable wealth: Gold, silver, gems, and,

in the arts of writing and reading the various scripts that
poured into the temple. Secrets of lost times and places and
far-away foreign lands were always at his disposal.

most importantly, water would be unending! There he meta
poor pauper named Brooc’ Karp’Ter (Brus), who quickly
began following the worship of Dramedjii. It was thought
that the small boy followed Dag only for food and protec-
tion, but later in life the boy would grow into a
formidable fighter known as Thark the Merciless
(but that is another story).

243
(.4
»

LEVEL 3

It was his father’s intention and hope that
his son would replace him and maybe even
exceed his station at the religious house of
Neptha. But Dag Sabor, in his many trips
to the ink vendors and paper suppliers, \\,
came to sit next to a blind beggar whis- R
pering of Dramedjii, the sleeping god. #
Aftereach trip, the young Dag returned </
withmore tantalizing tales and religious
dogma of the strange god. The old man
even gave Dag his own polished
bloodstone Dramedjii holy symbol (later
Dag discovered it was a spell point mul-
tiplier).

It was with these scraps of information that
he started his first work, the Scribblings of
Dramedjii, a historical and religious text for
worshipping the Dreaming God. In his brief
periods of free time, Dag would rush out to
visit the old man and learn as much as he
could about his newly accepted religion.

Onone of his visits, after he had finished
his first scribblings, he found that the old man
was not in his normal place. Searching the
alleys of Ketaum, Dag eventually found
the old man beaten and mugged. His will
to live was long past, and his last words
were, “The Dreaming God awakes....”
Dag didn’t know what that meant, but he
took it as his life-long crusade to spread
the word of Dramedjii and to search for the
elusive god.

LEvEL 7

With his new follower, Dag set off for
- Gath and Menos. There he secured a num-
ber of worshippers through the use of his
— . magic. It was also there that Dag had his
W (' firstvision of Dramedjii, a powerful man
reclining on a couch of feathered pillows
Z ~ plucking at large glistening grapes. The
K/ . god said only these words: “As you walk
the plane of Kulthea, I am alive. You are
now the carrier of my words.” It was then
that Dag came to see the world in a

new light,

LeveL 10
He awoke from the dream with new
skills and spells to apply against the forces
of Kulthea. Then he encountered the
sinister Unlife priests. It was while
Dagulus, Thark the Merciless (once
the young boy Brooc’), and about
fifteen followers were travelling to
the nome Gii that the evil Clerics
struck.
When following the teach-
ings of Dramedjii, one must be
) prepared for conflict but never
" C ‘y initiate bloodletting. The
‘ " battle with the Clerics was
P

'A \') short and swift; the forces

LEVEL § % of Unlife were defeated

Dag left his post at the house of Neptha, x 7 \\\\\‘o’ and any prisoners
W\

after no less than a public brawl with his
father, took his few possessions, and set \ the turmoil of battle,
out to search the world for his deity and ‘/ several followers fell
to spread the word of the Dreaming . ' to the Unlife’s blades,
God. - but worst of all, Dag
= took a poison arrow

/; _=;a.<- which became infected.
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Although Dag had many great gifts from his god, he didn’t seem
to have the power to rid the poison in his blood.

That night, Dag Sabor passed from this world into the gates of
Dramedjii, or so the Unlife thought. At the brief moment before
Dag’s soul departed forever for the lost realms, Dramedjii pushed
him back to the world of Kulthea. Dag spoke of actually feeling the
presence of the Dreaming God and swore that he would do all to
spread the word of Dramedjii. It was with his resurrection that the
holy crusade of Dramedjii began.

LEVEL 15

Dramedjii’s teachings shifted noticeably after Dag’s return, and
soon nomes were converted to the dreaming god’s religion, or
simply were burnt to the ground, their citizens made examples of
and tortured. During those early years of conquest, Thark’s and
Dag’s name brought both fear and adulation to the listener.

Dag Sabor built his first temple in the nome Entraba, stripping
the stone and adornments of nearby temples to build a cylindrical
stone tower more than sixteen stories high, adorned with gold and
silver friezes, white and black marble statuaries, and inscriptions
in a dozen languages.

He also started several schools of scribing and religious disci-
pline, combat universities, and a house of foreign studies at the site.
Although Dag and Dramedjii brought fear to nomes without
knowledge of the religion, to those who had been converted, the
Temple of the Dreaming God was very considerate.

LEVEL 20
In the last several years, Dag has remained in his new temple,
built on the rocky shelf of Rochoah and towering nearly twice as
tall as his first great house devoted to the Dreaming God. He is
content to run the administrative duties and oversee the schooling
of the dozens of children that will one day serve as an army of
Dramedjii priests.

DESCRIPTION

Dagulus, Dag to his friends, Sabor is an imposing figure to
perceive. Although not overly tall or large, his presence seems to
captivate anyone who even glances in his direction. His visage, a
weathered face surrounded by curly brown hair and a magnificent
flowing beard, is punctuated by his deep penetrating brown eyes
and hawkish nose.

Dag wears, almost at all times, a highly burnished leather breast
plate trimmed in gold and silver strands of woven unicorn hair. He
favors blood-red pants or skirts, with high-strapped black sandals
which run cross-weaved to just below the knee. On his arms are
golden clasped arm guards that are both gaudy and useful; on the
right armlet is a relief of his god Dramedjii, on his left is a relief of
two swords crossed over a desert oasis. On his legs he wears iron
greaves. He uses, exclusively, a large iron war mattock in battle or
contests.
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Prof: Cleric. Level: 1. Exp Points: 10,000.

Eyes: Brown. Hair: Brown. Build: Average.

Height: 5' 11". Weight: 135 Ibs. Hits: 23/23.

Realm: Channeling. Power Points: 3 (x2 §).

St-41 (61); Qu-78 (82); Pr-95 (100); In-100 (101); Em-45 (97);
Co-70 (70); Ag-81 (90); SD-55 (73); Re-58 (93); Me-90 (90).
Background Options: SIC-11 +5 Intuition ring; SAA-52 +15
Ag; SAM-57 +15 Re; SAC-66 PC can see invisible and visible
objects/see listing for penalties; SIC-85 Daily II spell item
(Impair I, Physical Erosion/Healing, Concussion Ways); SIC-93
x2 spell multiplier (Holy Symbol) §.

AT: 10; DB: 5; Armor Penalty: 10/10/5. Move: 55'.
Primary Spell Lists:

Concussion Ways 1-10 ......cccecvvvenenenne (Open Channeling List)
Bone Law 1-10....coeveereverecieeecveecsreennaes (Closed Channeling List)
Secondary Spell Lists (Evil Cleric):

Barrier Law 1-10....ccoivreniiieninencnns (Open Channeling List)

Weather Ways 1-10 (Open Channeling List)

Stat Special
Skill Rank Bonus Bonus Total
Body Development+ 4 — 0, (0,0) 23/23
Channeling 4 25 0,(1,2) 45
Linguistics 5 —_ — R-5
Mace+ 3 10 1, (--) 26
Maneuver Rigid Leather 11 10 0,0, 62
Swimming 1 20 0, (1,0 25

Stat Special

Skill Rank Bonus Bonus Total
Demon/Devil Lore 1 13 0] 18
First Aid 2 3 (¢))] 13
Mediation

Healing 2 10 ©) 20

Trance 1 10 ()] 15

Sleep 2 18 (V) 3
Philosophy 4 13 ) 33
Religion 4 13 ¢)) 33
Second Aid 1 12 (¢))] 17
Star Gazing 1 20 ¢)) 25
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Prof: Cleric. Level: 3. Exp Points: 30,000. Primary Spell Lists:
Eyes: Brown. Hair: Brown. Build: Average. Concussion Ways 1-10 .........cccceererneeercnnnen (Open Channeling)
Height: 5' 11". Weight: 137 lbs. Hits: 23/23. Bone Law 1-10 (Closed Channeling List)
Realm: Channeling. Power Points: 9 (x2 §). Summons 1-10 (Cleric Base List)
St-52 (61); Qu-79 (82); Pr-95 (100); In-101 (101); Em-54 (97); Secondary Spell Lists (Evil Cleric): o
Co-70 (70); Ag-87 (90); SD-62 (73); Re-47 (93); Me-90 (90). Barier Law 1-10 (Open Channeling List)
Weather Ways 1-10: (Open Channeling List)
AT: 10; DB: 5; Armor Penalty: 10/10/5. Move: 55'. Necromancy 1-10.......ccommvveeemrivsmmseresassesenne (Evil Cleric Base List)
Stat Special ~ Stat Special
Skill Rank. Bonus Bonus Total Skilk Rank Bonus Bonus Total
Body Development+ 4 — 0, (0,0) 23/23 Administration 1 15 3 20
Channeling 8 30 0, (3,6) 65 Appraisal 2 23 (6) 33
Climbing 1 20 0, (0,0) 25 Basic Math 1 13 3 18
General Perception 2 25 0, (3,6) 35 Demon/devil Lore 1 13 3) 18
Linguistics 5 — —_ R-5 Divination 1 15 6) 20
Linguistics 3 —_ — R-3 First Aid 3 3 3 18
Linguistics 2 — — R-2 Mediation
Mace+ 4 10 3, (--) 33 Healing 6 10 ©) 40
Maneuver Rigid Leather 11 10 - 0, (0,3) 62 Trance 1 10 ()] 15
Riding 2 10 0, (0,0) 20 Sleep 2 18 ©) 38
Stalk/Hide 1 13/5 0, (0,0) 18/10 Military Organization 1 15 3) 20
Staves & Wands 3 15 0, (3,6) 30 Philosophy 4 13 3 33
Swimming 1 20 0, (0,0) 25 Propaganda. 2 15 (V)] 25
Public speaking 1 8 ©) 13
Religion 4 13 A3) 33
Second Aid 2 12 3) 22
Star Gazing 1 20 3) 25
Stunned Maneuvers. 1 5 3) 10
Tactics 1 23 3) 28
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Prof: Cleric. Level. 5. Exp Points: 50,000. Primary Spell. Lists:
Eyes: Brown. Hair: Brown. Build: Average. Concussion Ways 1-10 ........ccoreerrenrenenrenns (Open Channeling)
Height: 5' 11". Weight: 137 Ibs. Hits: 33/33. Bone Law 1-10 ....(Closed Channeling List)
Realm: Channeling. Power Points: 20 (x2 §). Summons 1-10 «eeeees (Cleric Base List)
St-57 (61); Qu-82 (82); Pr-99 (100); In-101 (101); Em-55 (97); iﬁﬁﬁm Is;dol"i:ié;é'fié'&} 'I“El'e.;;;:-i ~~~~~~~~~~ (Open Channeling List)
Co-70 (70); Ag-90 (90); SD-65 (73); Re-56 (93); Me-90 (90). Barrier Law 1-10......ccocenue.n. reensesnpensenesenes (Open Channeling List)
AT: 10; DB: 5; Armor Penalty: 10/10/5. Move: 55'. Weather Ways 1-10 ...{Open Channeling List)
New Equipment: +15 Cured Kh’Orse Leather Breast Plate (+10 vs. Necromancy 1-10 (Evil Cleric Base List)
Maneuvers, +5 vs. Quickness Penalty). Disease 1-10.......crermirincnncnsiscresenennans (Evil Cleric Base List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Acrobatics 1 15 0, (0,0) 20 Administration 2 15 ()] 25
Acting 1 10 0, (0,0) 15 Appraisal 4 23 (10) 43
Body Development+ 6 — 0, (0,0) 33/33 Basic Math 2 13 &) 23
Channeling 12 30 0, (5,10) 84 Demon/devil Lore 1 13 (&) 18
Climbing 1 20 0, (0,0). 25 Divination 2 15 (10) 25
First Aid 2 3 0, (0,5) 13 First Aid 3 e i +15
Frenzy 2 3 0, (0,0) 13 Mediation
General Perception 4 25 0, (5,10) 45 Healing 6 10 ©0) 40
Linguistics 4 — — R-4 Trance 1 10 ©) 15
Linguistics 3 — _— R-3 Sleep 2 18 0) 38
Linguistics 6 — — R-6 Military Organization 2 15 ®) 25
Mace+ 4 12 5, (-,-) 37 Philosophy 4 13 (&) 33
Maneuver Rigid Leath 11 15 0, (0,5) 70 Propaganda 4 15 ©) 35
Riding 2 13 0, (0,0) 23 Public speaking 2 8 ) 18
Stalk/Hide 1 13/5 0, (0,0) 18/10 Religion 6 13 o) 43
Staves & Wands 5 15 0, (5,10 40 Second Aid 2 il (&) 22
Swimming 1 20 0, (0,0) 25 Star Gazing 1 20 4) 25
Stunned Maneuvers 1 5 (&) 10
Tactics. 2 23 (6)) 33
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Prof: Cleric. Level: 7. Exp Points: 90,000.
Eyes: Brown. Hair: Brown. Build: Average.
Height: 5' 11". Weight: 137 1bs. Hits: 33/33.
Realm: Channeling. Power Points: 28 (x2 §).

St-61 (61); Qu-82 (82); Pr-100 (100); In-101 (101); Em-62 (97);
Co-70 (70); Ag-90 (90); SD-70 (73); Re-62 (93); Me-90 (90).

AT: 10; DB: 5; Armor Penalty: 10/10/5. Move: 55'.

New Equipment: +15 Cured Kh’Orse Leather Breast Plate (+10 vs.

Maneuvers, +5 vs. Quickness Penalty); Seal of Dramed;jii (Daily IX
item: Water Production x3, Closed Channeling List)
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Primary Spell Lists:
Concussion Ways 1-10 .......ccocevvvicreiennine (Open Channeling)
Bone Law 1-10 (Closed Channeling List)

Summons 1-10 .... (Cleric Base List)

Blood Law 1-10 ..c.cccuviumnmneinecrirenecerenerenens (Open Channeling List)
Nerve Law 1-10 ... (Closed Channeling List)
Muscle Law 1-10 ..cc.covrrvvivveninineirinniecnecinnns (Closed Channeling List)
Secondary Spell Lists (Evil Cleric):

Barrier Law 1-10......cooveicvencenieeecincennenes (Open Channeling List)

Weather Ways 1-10 ...,
Necromancy 1-10........
Disease 1-10............

(Open Channeling List)
... (Bvil Cleric Base List)
... (Bvil Cleric Base List)

Dark Lore 1-10............ ... (Evil Cleric Base List)
Dark Channels 1-10 ......cocovvvevivieereirenenees (Evil Cleric Base List)
- i i piite)
Stat Special : Stat Special ]

Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Acrobatics 2 15 0, (0,0) 25 Bribery 2 23 (1)) 33
Acting 2 10 0, (0,0) 20 Demon/Devil Lore 1 13 @) 18
Body Development+ 8 — 0, (0,0) 41/41 Diplomacy 2 28 (14) 38
Channeling 16 30 0, (7,14) 92 Direction Sense 2 23 (14) 33
Climbing 1 20 0, (0,0) 25 Divination 3 15 (14) 30
First Aid 2 3 0,(0,7) 13 First Aid 3 *x ) +15
Frenzy 3 3 0, (0,0) 18 Leadership 2 20 (14) 30
General Perception 6 25 0,(7,14) 55 Meditation

Linguistics 5 — — R-5 Healing 10 10 ) 60
Linguistics 4 — — R-4 Trance 1 10 ©) 15
Linguistics 7 —_ — R-7 Sleep 2 18 ) 38
Mace+ 5 12 7, (=) 44 Military Organization 2 15 ©)] 25
Maneuver Rigid Leath 11 15 0,(0,7) 70 Philosophy 8 13 @) 53
Riding 2 13 0, (0,0) 23 Propaganda 4 15 ©0) 35
Stalk/Hide 1 13/5 0, (0,0) 18/10 Public speaking 2 8 ) 18
Staves & Wands 7 15 0,(7,14) 50 Religion 10 13 @) 63
Swimming 1 20 0, (0,0) 25 Second Aid 2 12 Q) 22
Administration 2 15 ™ 25 Star Gazing ! 20 7 25
Appraisal 4 23 (14) 43 Stunned Maneuvers 1 5 @) 10
Basic Math 2 13 M 23 Tactics : B & 33

o . - —.nv-qn.
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Prof: Cleric. Level: 10. Exp Points: 150,000.
Eyes: Brown. Hair: Brown. Build: Average.

Height: 5' 11", Weight: 137 Ibs. Hits: 52/52.
Realm: Channeling. Power Points: 40 (x2 §).

St-61 (61); Qu-82 (82); Pr-100 (100); In-101 (101); Em-67 (97);
Co-70 (70); Ag-90 (90); SD-73 (73); Re-72 (93); Me-90 (90).

AT: 10; DB: 5; Armor Penalty: 10/10/5. Move: 55'.

New Equipment: +15 Cured Kh’Orse Leather Breast Plate (+10 vs.

Maneuvers, +5 vs. Quickness Penalty); Seal of Dramedjii (Daily IX
item: Water Production x3, Closed Channeling List): Mace of Doom!

-(+10 Adamantium mace with Extra ‘C’ Critical on Acid Table RMC III

<pg. 87> or if unavailable alternating Heat and Cold Critical).

(Closed Channelmg List)
....(Cleric Base List)
....(Open Channeling List)
....(Closed Channeling List)
...{Closed Channeling List)

Bone Law 1-10......occivervevnneniense
Summons 1-20 ....

Blood Law 1-10 .....

Nerve Law 1-10 .....

Muscle Law 1-10 .......

Purifications 1-10....... ....(Open Channeling List)
Organ Law 1-10 ..o (Closed Channeling List)
Secondary Spell Lists (Evil Cleric):

Barrier Law 1-10....ccoiivieieeveeieerrenrenseennens (Open Channeling List)
Weather Ways 1-10 ......coovvvininnriienririiinne (Open Channeling List)
Necromancy 1-20........ccceveeveericirnsnnsiniienns (Evil Cleric Base List)

Disease 1-10........cceeeveeenee
Dark Lore 1-20...........

............... (Evil Cleric Base List)
... (Evil Cleric Base List)

Primary Spell Lists: Dark Channels 1-10 .......... ....(Evil Cleric Base List)
ConCUSSION Ways 1-10 .o (Open Channeling) Concussion Ways 1-10 ....c.ccevvnnvnricrinnnn (Cleric Base List)
Stat Special Linguistics 7 — — R-4

Skill Rank Bonus Bonus Total Linguistics 8 — — R-5
Acrobatics 2 15 0, (0,0) 25 Linguistics 10 — — R-7
Acting 2 10 0, (0,0) 20 Mace+ 8- 12 10, (-,-) 62
Body Development+ 10 — 0, (0,0) 52/52 Maneuver Rigid Leath 11 15 0, (0,10) 70
Channeling 22 30 0, (10,20) 102 Riding 2 13 0, (0,0) 23 |i
Climbing 1 20 0, (0,0) 25 Stalk/Hide 1 13/5 0, (0,0) 18/10
First Aid 2 3 0, (0,10) 13 Staves & Wands 10 15 0, (10,20) 65
Frenzy 6 3 0, (0,0) 33 Swimming 1 20 0, (0,0) 25
General Perception 9 25 0, (10,20) 70 (Level 10 f__(:_nztinued on next page )
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Stat Special
Skill Rank Bonus Bonus Total
Administration 2 15 10) 25
Advertising 3 23 (20) 48
Appraisal 4 23 20) 43
Basic Math 2 13 (10) 23
Bribery 2 23 ©) 33
Demon/Devil Lore 1 13 10) 18
Diplomacy 5 28 (20) 53
Direction Sense 2 23 20) 33
Divination 3 15 20) 30
First Aid 3 ok K +15
Jumping 1 15 ) 20
Leadership 5 20 20) 45
Lie Perception 3 23 20) 38

Mediation

Healing 11 10 ) 62

Trance 1 10 0) 15

Sleep 2 18 (1) 38
Military Organization 2 15 (10) 25
Philosophy 8 13 (10) 53
Propaganda 7 15 ©) 50
Public speaking 5 8 ) 33
Religion 10 13 (10) 63
Second aid 2 12 (10) 22
Star Gazing 1 20 10) 25
Stunned Maneuvers 1 5 (10) 10
Surgery 2 12 (10) 22
Tactics 2 23 (10) 33
Time Sense 3 20 (10) 35
Transcend Armor 2 30 20) 40

Prof: Cleric. Level: 15. Exp Points: 300,000.
Eyes: Brown. Hair: Brown. Build: Average.
Height: 5’ 11". Weight: 137 Ibs. Hits: 67/67.
Realm: Channeling. Power Points: 60 (x2 §).

St-61 (61); Qu-82 (82); Pr-100 (100); In-101 (101); Em-97 (97);
Co-70 (70); Ag-90 (90); SD-73 (73); Re-93 (93); Me-90 (90).

AT: 10; DB: 5; Armor Penalty: 10/10/5. Move: 55'.

New Equipment: +15 Cured Kh’Orse Leather Breast Plate (+10 vs.

Maneuvers, +5 vs. Quickness Penalty); Seal of Dramedjii (Daily IX
item: Water Production x3, Closed Channeling List); Mace of Doom!

(+10 Adamantium mace with Extra ‘C’ Critical on Acid Table RMC III

(pg. 87) or if unavailable alternating Heat and Cold Critical); Holy

Relic of Ba (Daily X item: casts up to 10 levels of spells a day from the

following list; Healing, Concussion Way, Closed Channeling, and/or
Clotting I, Blood Law, Closed Channeling, and/or Muscle Repair I,
Muscle Law, Closed Channeling and/or Minor Fracture Repair, Bone
Law, Closed Channeling).

Primary Spell Lists:

Concussion Ways 1-20 ......covvvvvenienicnnene (Open Channeling)
Bone Law 1-20.....cccoveeeereeereereecesreenreenne. (Closed Channeling List)
Summons 1-20 ........coeecevvevrecennirieseerienaens (Cleric Base List)

Blood Law 1-10 .....
Nerve Law 1-10 .....
Muscle Law 1-20
Purifications 1-10

(Open Channeling List)
(Closed Channeling List)
(Closed Channeling List)
(Open Channeling List)

Stat Special
Skill Rank Bonus Bonus Total
Acrobatics 2 15 0, (0,0) 25
Acting 2 10 0, (0,0) 20
Body Development+ 10 — 0, (0,0) 67/67
Channeling 32 30 0, (15,45) 111
Climbing 2 25 0, (0,0) 35
First Aid 2 3 0, (0,15) 13
Frenzy 11 3 0, (0,0) 55
General Perception 11 32 0, (15,30) 84
Heavy Crossbow 2 18 15, (-,-) 43
Linguistics 11 — —_ R-11
Linguistics 9 —_ — R-9
Linguistics 8 — — R-8
Mace+ 8 12 15, () 67
Maneuver Rigid Leath 11 15 0, (0,15) 70
Maneuver Chain 2 15 0, (0,15) 25
Riding 2 13 0, (0,0) 23
Runes 3 25 0, (15,30) 40
Stalk/Hide 2 13/5 0, (0,0) 23/15
Staves & Wands 14 25 0, (15,30) 83
Swimming 3 25 0, (0,0) 40
Administration 5 25 (15) 50
Advertising 3 23 30) 48
Appraisal 4 28 (30) 48
Basic Math 4 18 (15) 38
Bribery 7 25 (1)) 60

Organ Law 1-10...... (Closed Channeling List)
Repulsions 1-10 ....cccoceeevirennecicicsinennne (Cleric Base List)
Secondary Spell Lists (Evil Cleric):
Barrier Law 1-20....cocvnvvrnnineiciiniininns (Open Channeling List)
Weather Ways 1-20 ......ccooveveevenenniccenens (Open Channeling List)
Necromancy 1-25......ccorecervecmmeerecrmesiosessans (Evil Cleric Base List)
Disease 1-20......ccovvievevrecienerienrennerssceciorianens (Evil Cleric Base List)
Dark Lore 1-20.......coveveiecriecrnneineecrnecrnnennens (Evil Cleric Base List)
Dark Channels 1-10 ....cooccvvvcierieeciieniiennnen. (Evil Cleric Base List)
Concussion Ways 1-20 ......ccccococeeenervrcnenne (Cleric Base List)
Stat Special
Skill Rank Bonus Bonus Total
Demon/devil Lore 1 13 (15) 18
Diplomacy 5 28 (30) 53
Direction Sense 2 28 (15) 38
Divination 3 15 30) 30
First Aid 3 *k *ok +15
Jumping 1 15 (0) 20
Leadership 5 20 (30) 45
Lie Perception 3 28 (15) 43
Mediation
Healing i1 10 ©0) 62
Trance 1 10 (V)] 15
Sleep 2 18 ()] 38
Military Organization ) 25 (15) 60
Philosophy 8 18 (15) 58
Propaganda 7 15 ©) 50
Public Speaking 15 20 ©) 80
Religion 15 18 (15) 78
Second Aid 7 17 (15) 52
Star Gazing 1 20 (15) 25
Stunned Maneuvers 1 5 (15) 10
Surgery 2 12 (15 22
Tactics 2 23 (15) 33
Time Sense 3 20 (15) 35
Transcend Armor 2 30 30) 40
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Prof: Cleric. Level: 20. Exp Points: 500,000.
Eyes: Brown. Hair: Brown. Build: Average.
Height: 5' 11". Weight: 137 lbs. Hits: 67/67.
Realm: Channeling. Power Points: 60 (x2 §).

St-61 (61); Qu-82 (82); Pr-100 (100); In-102 (102); Em-97 (97);
Co-70 (70); Ag-90 (90); SD-73 (73); Re-93 (93); Me-90 (90).

AT: 10; DB: 5; Armor Penalty: 10/10/5. Move: 55'.

New Equipment: +15 Cured Kh’Orse Leather Breast Plate (+10 vs.
Maneuvers, +5 vs. Quickness Penalty); Seal of Dramedjii (Daily IX
item: Water Production x3, Closed Channeling List); Mace of Doom!
(+10 Adamantium mace with Extra ‘C’ Critical on Acid Table RMC 1]
(pg. 87) or if unavailable alternating Heat and Cold Critical); Holy
Relic of Ba (Daily X item: casts up to 10 levels of spells a day from the
following list; Healing, Concussion, Way, Closed Channeling and/or
Clotting I, Blood Law, Closed Channeling and/or Muscle Repair I,
Muscle Law, Closed Channeling and/or Minor Fracture Repair, Bone
Law, Closed Channeling); Crossbow of Speed (its use immediately
confers Haste on to the character with all of its bonuses. The Crossbow
is enchanted with +10 to its OB).
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Primary Spell Lists:

Concussion Ways 1-20 .......ccccmevncricnns (Open Channeling)

Bone Laws 1-20 ................
Summons {-20 .......
Blood Law 1-20 .....
Nerve Law 1-20 .....
Muscle Law 1-20 ...

... (Closed Channeling List)
..... (Cleric Base List)

..... (Open Channeling List)
..... (Closed Channeling List)
..... (Closed Channeling List)

Purifications 1-10......cccccevivecieeniiiciicnennn. (Open Channeling List)
Organ Law 1-20 ..o (Closed Channeling List)
Repulsions 1-10 (Cleric Base List)
Channels 1-10 .....cccoevveverreerneverceecrennnnreennens (Cleric Base List)

Secondary Spell Lists (Evil Cleric):

Barrier Law 1-30.....cccocoiiiinvennenreccnnaenneen. (Open Channeling List)

Weather Ways 1-20 ...
Necromancy 1-30.......

..... (Open Channeling List)
..... (Evil Cleric Base List)

Disease 1-20 ......coiiivirereeiircrnrerenereresiasonens (Evil Cleric Base List)
Dark Lore 1-20.......coveereecvecrerernererrriaenes (Evil Cleric Base List)

Dark Channels 1-10 ..........

(Evil Cleric Base List)

Stat Special

Skill Rank Bonus Bonus Total
Adrenal Moves

Strength 3 15 0, (0,0) 30

Speed 3 15 0, (0,0) 30

Balance 3 15 0, (0,0) 30

Leaping 3 15 0, (0,0) 30

Landing 3 15 0, (0,0) 30
Acrobatics 2 15 0, (0,0) 25
Acting 2 10 0, (0,0) 20
Body Development+ 10 — 0, (0,0) 67/67
Channeling 42 30 0, (20,40) 116
Climbing 2 25 0, (0,0) 35
First Aid 2 3 0, (0,20) 13
Frenzy 16 10 0, (0,0) 72
General Perception 11 32 0, (10,20) 84
Heavy Crossbow 2 18 20, (-,-) 48
Linguistics 11 — — R-11
Linguistics 11 — — R-11
Linguistics 11 — — R-11
Mace+ 8 12 20, (-,-) 72
Maneuver Rigid Leath 11 15 0, (0,20) 67
Maneuver Chain 2 15 0, (0,20) 25
Riding 2 13 0, (0,0) 23
Runes 3 23 0, (20,40) 38
Stalk/Hide 2 13/5 0, (0,0) 23/15
Staves & Wands 14 15 0, (20,40) 73
Swimming 3 25 0, (0,0) 40

Concussion Ways 1-20 (Cleric Base List)
CUurses 1-20 ...coceeveerreereireerreernenerneeerssissessanes (Evil Cleric Base List)
Stat Special

Skill Rank Bonus Bonus Total
Administration 5 25 (20) 50
Advertising 3 23 40) 48
Appraisal 4 28 (40) 48
Basic Math 4 18 (20) 38
Bribery 7 25 (1)) 60
Demon/Devil Lore 1 13 20) 18
Diplomacy 5 28 40) 53
Direction Sense 2 28 20) 38
Divination 3 15 (40) 30
First Aid 3 *k (20) +15
Jumping 1 15 ©) 20
Leadership 5 20 40) 45
Lie Perception 3 28 (20) 43
Mediation

Healing 21 10 ) 81

Trance 1 10 ) 15

Sleep 2 18 0) 38
Military Organization 7 25 (20) 60
Philosophy 18 18 (20) 84
Propaganda 7 15 ) 50
Public Speaking 15 20 ) 80
Religion 25 18 (20) 93
Second Aid 7 17 20) 52
Star Gazing 1 20 20) 25
Stunned Maneuvers 1 5 (20) 10
Surgery 2 12 (20) 22
Tactics 2 23 20) 33
Time Sense 3 20 (20) 35
Transcend Armor 7 30 (40) 65
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(Dre’Ku Ulp’aK’)

orn in 6034 to a goat herder in the
province of Shaajin, DradQ’ spent
his early years running and playing
along the shores of the Claedesbrim

1T DRADO YULPUK ANIMIST o)

LEVEL 7
Now with some semblance of an education, DradQ’ returned to the ancient ruins and
started to slowly decipher the glyphs and ancient writings. While doing so, he learned
of a number of Elder Gods of life, fertility, and nature. He chose one as his deity and

Bay and the surrounding countryside. During
one of these frolics, DradQ found an ancient
black monument that had been splitand cracked
by the elements. Upon examining it, he soon
found himself face to face with a Navigator.
It must have been something to do with
the weird alignment and partial damage
to the black monolith that caused the
Navigator to seize hold of DradQ’.

Maybe he thought the boy had in-
flicted the damage to the pylon,
maybe there was some other cause.
In any event, he whisked the child
offto Trelkinaar’est. There, the boy,
lost and afraid, had to make alife of
his own,

LEVEL 3
1t was during these initial days
that hunger and lack of heat forced
the small boy into becoming both
hardened and courageous. DradQ’
found a cave and inhabited it, later
discovering that a large mountain cat

began sacrificing hares, turtles, and other small woodland animals to him.

For eons the Elder Gods slept in their plane, undisturbed by mortals. Suddenly, a
small wink of light shone through the darkness; though the light was but a candle in a
maelstrom of darkness, nearly all of the Elder Gods scrambled to its source. Because
of DradQ’s offeringgs, he was innundated with offers that he could hardly turn down.

LEVEL 10
Ovemight it seemed, DradQ’ grew to immense power in the
4 arts of survival and casting magic associated with nature and
all her shadows. It was this gift that he used to create splendors
on the island, a near paradise for animals.

LEVEL 15

He contacted, with some difficulty, several travelling
circuses and bought their animals from them, freeing them
in “his” reserve on the island. He also used his gifts and
abilities to hunt down any ‘man’ who dared to cross into his
territory. On more than one occasion, DradQ’ fought furious
battles with the Sea Kral. To them, he seemed like some
ancient demon summoned from ages past to curse them where
they travelled. Eventually, the sea kral left Trelkinaar’est,
never to return, and speaking of it only in their most cursed and

frightening tales.

e

LEVEL 20

also claimed the same cave. The gods
must have been looking down on
DradQ’, since instead of devouring the
boy, the lioness adopted him as her
own,

While living with the lioness, the
boy discovered ancient ruins and stone
pylons containing weird glyphs. It was
his association with the ruins that en-
abled him to begin casting magic. )

4

DradQ’ now lives almost exclusively alone on the island. In
recent years, however, he has attracted a loyal band of Animists,
Rangers, and Monks. There is a legend that tells of a fabulous
tower resting in the center of the elder god ruins, which holds
mystical treasures of incredible power. All attempts to verify
the rumor, however, has ended in failure; most who try never
return, those that do tell of the entire forest rearing up and
tearing them limb from limb.

DESCRIPTION

DradQ’ is a large, ominous-looking individual,
standing more than six feet tall and weighing
close to 180 pounds. His consonance is one with
nature: His flowing unkempt sandy hair, his sky
blue eyes, and his tight, panther-like reflexes

mirror the jungle around him.
DradQ’ wears only soft buckskin which acts
as both armor and clothing. In latter years he
has adorned his buckskin shirt with beads of

LEVEL §

It was during his fifth summer
on the island that the boy encoun-
tered a number of missionaries
exploring the island. They caught
DradQ’ and forced civilization
back into him. After two years
of imprisonment and school-

ing, which forced him to
learn to speak, read, and
write, he managed to es-
cape back to the wilder-
ness.

various colors, and stitched gold and silver
strings into his leggings. He uses only natural
weaponry, including his hands or feet, or a
sturdy oak staff.

He regards most of civilization with open
contempt and has no mercy when it comes

to travellers, especially those bent on
abusing his lands.
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Prof: Animist. Level: 1. Exp Points: 10,000.

Eyes: Light Blue. Hair: Sandy. Build: Average.

Height: 6' 2". Weight: 170 Ibs. Hits: 24/28.

Realm: Channeling. Power Points: 1 (+1 }).

S5t-98 (98); Qu-95 (95); Pr-77 (84); In-90(90); Em-57 (96);
Co0-96 (96); Ag-90 (90); SD-78 (78); Re-82 (82); Me-90 (90).

ST S0 Leve 1 €5

Background Optlons. SOC 5 +2 to Str; SOC 5 +2 to Co
SAA-35 Light Sleeper; SAM-90 +20 Me modifier; SIC-58 +10
magic Leather Coat (reduces all man. penalties by 10)+; SIC-64
+1 Spell Adder (turquoise broach) f.

AT: 7, DB: 15; Armor Penalty: 0/5/0. Move: 65'.

Primary Spell Lists:

None.
Secondary Spell Lists:
None.
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Maneuver Soft Leather 5 18 0, (0,0), 10 ¢ 53 Animal Handling 2 3 A3 13
Staff+ 6 20 0, (0,0) 50 Animal Healing 2 3 $)) 13
Climbing 2 10 0, (2,0 20 Dance 2 10 0) 20
Swimming 2 10 0,(2,0) 20 Direction Sense 2 7 2 17
Riding 4 5 0,(2,3) 25 Faerie Lore 4 18 ©) 38
General Perception 2 8 0,(1,2) 18 Fauna Lore 4 18 ) 38
Body Development+ 5 1.15 0, (0,0) 24/28 First Aid 1 o sk 5
Language 2 - - R-2 Flora Lore 4 18 ©) 38
First Aid 1 5 0,0, 10 Herb Lore 1 18 0 24
Read Tracks 2 7 2) 17
Skinning 2 10 ¢))] 20
Tracking 2 7 2) 17

,..‘.u.‘.....‘i.:“,_,.‘.L__:_. ...._-..-..:.n.‘-...‘- o -«—.~wn-—: o '
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Prof: Animist. Level: 3. Exp Points: 30,000.
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AT: 7, DB: 15; Armor Penalty: 0/5/0. Move: 65'.

Ey?s: Lig'ht Plue. .Hair: Sandy. Bl.lild: Average. Primary Spell Lists:
Height: 6'2". W.eight: 170 lbs',H'tS: 36/41. Animal Mastery 1-10 ...... devrereenitaresraes (Animist Base List)
Realm: Channeling. Power Points: 3 (+1 ). Herb Mastery 1-10 .....c..ccverveerrrercennnn. (Animist Base List)
St-98 (98); Qu-95 (95); Pr-75 (84); In-90 (90); Em-61 (96); Secondary Spell Lists:
Co-96 (96); Ag-90 (90); SD-78 (78); Re-82 (82); Me-90 (90). Plant Mastery 1-10.....ccocovevercnincninnnn (Animist Base List)
Calm Spirits 1-10 ..cerererierrerrrereennenes (Closed Channeling List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Body Development+ 2 1.15 0, 6,0 36/41 Animal Healing 2 3 3 13
Climbing 4 10 0, (6,0) 30 Animal Handling 2 3 ()] 13
First Aid 1 5 0, (0,3) 10 Caving 2 8 ) 18
General Perception 4 8 0,(3,6) 28 Dance 2 10 (V)] 20
Language 2 — — R-2 Direction Sense 2 7 ©) 17
Linguistics 3 —_ e R-3 Faerie Lore 4 18 ©) 38
Maneuver Soft Leather 5 18 0, (0,0), 10 ¥ 53 Fauna Lore 4 18 ©) 38
Maneuver Rigid Leather 2 18 0, (0,0) 28 First Aid 1 *k ok 5
Riding 8 5 0, (6,9) 45 Flora Lore 4 18 ()] 38
Staff+ 8 20 0, (0,0) 60 Foraging
Stalk & Hide 1 10/10 0, (0,0) 15/15 Hunting 4 20 ) 40
Swimming 4 10 0, (6,0) 30 Herb Lore 1 18 ) 24
Hostile Environments
Underwater 4 10 9) 30
Magical Language 1 (1] — R-1
Mimicry 4 10 3) 30
Read Tracks 2 7 6) 17
Region Lore 2 18 ) 28
Skinning 2 10 A3) 20
Tracking 2 7 6) 17
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Prof: Animist. Level: 5. Exp Points: 50,000. New Equipment: +15 Elven Oak Staff.

Eyes: Light Blue. .Hair: Sandy. Bl}ild: Average. Primary Spell Lists:

Height: 6' 2". Weight: 170 lbs..H|ts: 36/41. Animal Mastery 1-10 .......cocoeverrverrenee (Animist Base List)

Realm: Channeling. Power Points: 5 (+1 ). Herb Mastery 1-10 ......c..cooovereerrererreenes (Animist Base List)

$t-98 (98); Qu-95 (95); Pr-80 (84); In-90 (90); Em-72 (96); Secondary Spell Lists:

Co-96 (96); Ag-90 (90); SD-78 (78); Re-82 (82); Me-90 (90). Plant Mastery 1-10.....cccocnvneninninnncnnnn (Animist Base List) _

AT: 7’ DB: 15’ Armor Penalty: 0/5/0. Move: 65'. Calm Splnts 1-10 e (ClOSCd Channeling LiSt)

Stat Special Stat Special

Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Body Development+ 2 1.15 0, (0,0) 36/41 Horses 2 3 (15) 13
Climbing 4 10 0, (10,0) 30 Animal Healing 2 3 5) 13
First Aid 1 5 0, (0,5) 10 Anthropology 2 5 0) 15
Foraging 4 20 0, (10,15) 40 Architecture 1 18 ) 23
Frenzy 2 5 0, (0,0) 15 Caving 2 8 (15) 18
General Perception 4 8 0, (5,10) 28 Dance 2 10 ©0) 20
Language 2 — — R-2 Direction Sense 2 7 10) 17
Linguistics 3 — — R-3 Distance Running 1 15 0) 20
Maneuver Rigid Leath 7 18 0, (0,0) 53 Faerie Lore 4 18 ) 38
Maneuver Soft Leather 5 18 0, (0,0), 10 53 Fauna Lore 8 18 ) 58
Riding 8 5 0, (10,15) 45 First Aid 1 ik *¥ +5
Runes 4 5 0, (5,5) 25 Flora Lore 8 18 ()] 58
Spell Acquisition 10 10 — Kok Foraging, Hunting 4 *x Fok +20
Staff+ 8 20 0, (0,0 60 Herb Lore 5 18 ) 43
Stalk & Hide 1 10/10 0, (0,0) 15/15 Hostile Environments
Staves & Wands 4 5 0, (5,5 25 Underwater 4 10 (15) 30
Swimming 4 10 0, (10,0) 30 Magical Language 1 — — R-1
Tracking 1 8 0, (10,10) 13 Mimicry 4 10 &) 30
Trap Building 1 3 0, (0,5) 8 Read Tracks 2 7 (10) 17
Animal Handling Region Lore 2 18 (0) 28
Big Cats 4 3 (15) 23 Skinning 2 10 (5) 20
Bears 2 3 (15) 13 Tracking 2 <¥> <*> +10
Birds 2 3 (15) 13 ’

L—." = A .’.‘.... "::‘""' L ——ad l-\A~ ——-—43 LEVEL 7 L&" and x ._.-*". LRI ;--Jiﬂc—- ; ;-»@Qaj

Prof: Animist. Level: 7. Exp Points: 90,000.
Eyes: Light Blue. Hair: Sandy. Build: Average.
Height: 6' 2". Weight: 170 Ibs. Hits: 44/51.
Realm: Channeling. Power Points: 7 (+1 ).

Quilmufur (cures conversion poisons); 3 Shen (cures nerve
poisons); 1 dose of Ul-Naza (cures any poison).

Primary Spell Lists:

Animal Mastery 1-10 ......cccovvvvrinuenne (Animist Base List)
St-98 (98); Qu-95 (95); Pr-84 (84); In-90 (90); Em-83 (96); Herb Mastery 1-10 ....coocecevivnninnnenn (Animist Base List)
Co-96 (96); Ag-90 (90); SD-78 (78); Re-82 (82); Me-90 (90). Concussion Ways 1-10 ......cccovvvevenns (Open Channeling List)
AT: 7; DB: 15; Armor Penalty: 0/5/0. Move: 65'. Nature’s MOVCanE 1-10 i (Animist Base List)
Secondary Spell Lists:
New Equipment: +15 Elven Oak Staff; 3 Menelar (cures Plant Mastery 1-10 ......ccvervrrernerscennens (Animist Base List)
circulatory poisons); 3 Mook (cures respiratory poisons); 3 Calm SPirits 1-10 .......covrverreerrrsenrsreennns (Closed Channeling List)
Nature’s Movement 1-20 ...........ccoeveee (Animist Base List)
Stat Special Martial Arts
Skill Rank Bonus Bonus Total Striking R-1 1 20 0, (0,0) 25
Body Development+ 4 1.15 0, (0,0) 44/51 Riding 8 8 0, (10,15) 48
Climbing 6 10 0, (14,0) 40 Runes 8 8 0,(7,7) 48
First Aid 1 8 0,(0,7) 13 Spell Acquisition 10 10 — wx
Foraging 4 20 0, (14,21) 40 Staff+ 8 20 0, (0,0) 60
Frenzy 4 8 0, (0,0) 28 Stalk & Hide 1 10/10 0, (0,0) 15/15
General Perception 6 8 0, (7,14) 38 Staves & Wands 4 8 0, (7.7 28
Hand Axe 2 20 0, (0,0) 30 Swimming 4 10 0, (14,0) 30
Language 2 — — R-2 Tracking 1 8 0, (14,14) 13
Linguistics 3 — — R-3 Trap Building 2 3 0, (0,0) 13
Maneuver Rigid Leather 7 18 0, (0,0) 53 (Level 7 continued t page)
Maneuver Soft Leather 5 18 0,00),10f 53 evel / confinued on next pag
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Stat Special Fauna Lore 8 18 ©0) 58
Skill Rank Bonus Bonus Total First Aid 1 ok *k 5
Animal Handling Flora Lore 8 18 () 58
Big Cats 8 5 21 45 Foraging, Hunting 4 *ok ok +20
Bears 6 5 @1 35 Herb Lore 1 18 ©) 24
Birds 6 5 @ 35 Herb Lore 4 18 ©) 38
Horses 6 5 @n 35 Hostile Environments
Animal Healing 2 5 M 13 Underwater 4 10 @2 30
Anthropology 2 5 (©0) 15 Magical Language 1 — — R-1
Architecture 1 18 ©) 23 Meditation, Sleep 2 10 ) 20
Caving 2 8 (¢3)) 18 Mimicry 4 10 v 30
Dance 2 10 © 20 Read Tracks 3 7 (14) 22
Direction Sense 2 7 (14) 17 Region Lore 2 18 ©0) 28
Distance Running 3 15 ©) 30 Skinning 3 10 0 25
Diving 2 10 ) 20 Surfing 1 10 (0) 15
Faerie Lore 4 18 ) 38 Tracking 2 7 (14) 17
PRI ...T’-::n&‘nw 8 - -.- L. v“~ —-—-—4‘:3 LEVB.- 10 L’- PN g;Z " ._:;F’." PO TN ..»ndﬁl—:;,
Prof: Animist. Level: 10. Exp Points: 150,000. Primary Spell Lists:
Eyes: Light Blue. Hair: Sandy. Build: Average. Animal Mastery 1-20 ......cccoeemvencnines (Animist Base List)
Height: 6' 2". Weight: 170 1bs. Hits: 59/68. Herb Mastery 1-20 ....occevvveiervnveniennns (Animist Base List)
Realm: Channeling. Power Points: 10 (+1 1). Concussion Ways 1-20 ......c.cceveeeennne (Open Channeling List)
$t-98 (98); Qu-95 (95); Pr-84 (84); In-90 (90); Em-83 (96); Is“jc‘z;e‘;;x"s‘;:ﬁegslt;}o ------------------- (Animist Base List)
Co-96 (96); Ag-90 (90); SD-78 (78); Re-82 (82); Me-30 (390) Plant Mastery 110 ..o (Animist Base List)
AT: 7; DB: 15; Armor Penalty 0/5/0. Move: 65 Calm SPirits 1-10 ...oooeeeeeererreerersseee (Closed Channeling List)
New Equipment: +15 Elven Oak Staff with Extra ‘C’ Critical Nature’s Movement 1-20 ........ccoueee.ee. (Animist Base List)
from Electricity Table; 3 doses of Menelar (cures circulatory Animal Mastery 1-10 ......ccccvvvvvrennennne (Animist Base List)
poisons); 3 doses of Mook (cures respiratory poisons); 3 doses Herb Mastery 1-10 .....coonvnvnrnnininnns (Animist Base List)
of Quilmufur (cures conversion poisons); 3 doses of Shen (cures
nerve poisons); 1 dose of Ul-Naza (cures any poison).
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Body Development+ 7 1.15 0, (0,0 59/68 Anthropology 2 5 ) 15
Climbing 6 10 0, (20,0) 40 Architecture 1 18 0) 23
First Aid 1 8 0, (0,10) 13 Caving 5 8. (30) 33
Foraging 4 20 0, (20,30) 40 Dance 2 10 0) 20
Frenzy 7 8 0, (0,0) 43 Direction Sense 2 7 (20) 17
General Perception 9 8 0, (10,20) 53 Distance Running 3 15 ) 30
Hand Axe 2 20 0, (0,0) 30 Diving 2 10 ©0) 20
Language 2 — —_ R-2 Faerie Lore 4 18 ) 38
Leather Working 3 8 0, (0,10) 23 Fauna Lore 8 18 ()] 58
Linguistics 6 — — R-6 First Aid 1 *x >k 5
Maneuver Rigid Leather 7 18 0, (0,0) 53 Flora Lore 8 18 0) 58
Maneuver Soft Leather 5 18 0,(0,0), 10 53 Foraging, Hunting 10 ** *k +50
Martial Arts, Str R-1 1 20 0, (0,0) 25 Herb Lore 1 18 (V) 24
Riding 8 8 0, (20,30) 48 Herb Lore 4 18 ) 38
Runes 11 8 0, (10,10) 60 Hostile Environments
Staff+ 11 20 0, (0,0) 72 Underwater 4 10 30) 30
Stalk & Hide 4 10/10 0, (0,0) 30/30 Magical Language 1 — — R-1
Staves & Wands 7 8 0, (10,10) 43 Meditation
Swimming 4 10 0, (20,0 30 Sleep 2 10 ()] 20
Tracking 7 8 0, (20,20) 43 Healing 2 10 0) 20
Trap Building 5 3 0, (0,0) 28 Mimicry 10 10 (10) 60
Animal Handling Reac’i Tracks 3 7 (20) 22
Big Cats 8 5 (30) 45 Reglon Lore 2 18 (0) 28
Bears 6 5 (30) 35 Skinning 6 10 ( 10) 40
Birds 6 5 (30) 35 Surfing ! 10 © 15
Horses 6 5 (30) 35 Tracking 2 ** ** +10
Animal Healing 8 5 (10) 45
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Prof: Animist. Level: 15. Exp Points: 300,000. Primary Spell Lists:
Eyes: Light Blue. Hair: Sandy. Build: Average. Animal Mastery 1-20 ........ccccceeveveneen. (Animist Base List)
Height: 6' 2". Weight: 170 lbs. Hits: 87/100 Herb Mastery 1-25 .....c.covvevrvvervenrnrennens (Animist Base List)
Realm: Channeling. Power Points: 15. (+1 ). Concussion Ways 1-20 ...........ccoeueuene. (Open Channeling List)
St-98 (98), QU-95 (95)’ Pr-84 (84), In-90 (90), Em-96 (96), Nature’s Movement 1-10 ..................... (Al’llmlst Base I‘JlSt) .
Co-96 (96), Ag_90 (90), SD-78 (78), Re-82 (82), Me-90 (90) Bone Law 1-20....c.cooveveiirireeeane (Open Channellng LlSt)
; Plant Mastery 1-10.......ccccceervervvrennne. (Animist Base List)
AT:7; DB: 15; Armor Penalty: 0/5/0. Move: 65 Secondary Spell Lists:
New Equipment: +15 Elven Oak Staff with Extra ‘C’ Critical Plant Mastery 1-20........ccccocevrvervennnne (Animist Base List)
from Electricity Table; 3 doses of Menelar (cures circulatory Calm Spirits 1-25 ......cocueverereccrrrernnnens (Closed Channeling List)
poisons); 3 doses of Mook (cures respiratory poisons); 3 doses Nature’s Movement 1-25 ..........cccceeune. (Animist Base List)
of Quilmuifur (cures conversion poisons); 3 doses of Shen (cures Animal Mastery 1-10 ..........coerievennnens (Animist Base List)
nerve poisons); 1 dose of Ul-Naza (cures any poison); 3 doses Herb Mastery 1-10 ......ccccvvveccrvenrennne (Animist Base List)
of Arfandas (doubles healing rate for fractures); 3 doses of Aloe Nature’s Protection 1-10....................... (Animist Base List)
(doubles healing rate for bumns); 3 doses of Fek (clots and stops Nature’s Lore 1-10 ......ooveevevverrvereennene. (Animist Base List)
any bleeding); 3 doses of Ebur (repairs sprains); 3 doses of
Zulsendura (gives Haste for 3 rounds).
Stat Special Stat Special
Skili Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Body Development+ 12 1.15 0, (0,0) 87/100 Animal Handling
Climbing 8 10 0, (30,0 50 Big Cats 8 5 “5) 45
First Aid 1 13 0, (0,15) 18 Bears 6 5 45) 35
Foraging 4 20 0, (30,45) 40 Birds 6 5 45) 35
Frenzy 12 13 0,000 . 67 Horses 6 5 45) 35
General Perception 9 8 0, (15,30) 53 Animal Healing 8 5 (15) 45
Hand Axe 4 20 0, (0,0) 40 Anthropology 2 5 ) 15
Herding 7 8 0, (0,15) 43 Architecture 1 18 ) 23
Language 2 — — R-2 Caving 10 8 (45) 58
Leather Working 3 8 0, (0,15) 23 Dance 2 10 () 20
Linguistics 6 — —_ R-6 Direction Sense 2 7 (30) 17
Maneuver Rigid Leather 10 18 0, (0,0) 68 Distance Running 8 15 0) 55
Maneuver Soft Leather 5 18 0,(0,0), 10 53 Diving 7 10 ()] 45
Martial Arts Faerie Lore 4 18 0) 38
Striking R-1 1 20 0, (0,0) 25 Fauna Lore 8 18 ) 58
Riding 8 5 0, (20,45) 45 First Aid 1 Hok *ok 5
Rope Mastery 5 10 0, (0,15) 35 Flora Lore 8 18 ) 58
Runes 19 13 0, (15,15) 81 Foraging
Staff+ 14 20 0, (0,0) 78 Hunting 20 ok ook +70
Stalk & Hide 9 10/10 0, (0,0) 55/55 Herb Lore 4 18 0) 38
Staves & Wands 7 13 0, (15,15) 48 Herb Lore 1 18 0) 24
Swimming 9 10 0, (30,0) 55 Hostile Environments
Tracking 12 8 0, (30,30) 62 Underwater 4 10 (30) 30
Trap Building 5 3 0, (0,0) 28 Magical Language 4 — — R-4
Meditation
Sleep 2 10 () 20
Healing 2 10 ) 20
Mimicry 12 10 (15) 64
Racial History 5 18 ) 43
Read Tracks 3 7 (30) 22
Region Lore 2 18 (V)] 28
Skinning 6 10 (15) 40
Surfing 1 10 0) 15
Tracking 2 *ok *ok +10
Weather Watching 10 13 (V)] 63
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Prof: Animist. Level: 20. Exp Points: 500,000.
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Primary Spell Lists:

Eyes: Light Blue. Hair: Sandy. Build: Average. Animal Mastery 1-30 .......ccccninninnanians (Animist Base List)
Height: 6' 2". Weight: 170 lbs. Hits: 113/120 Herb Mastery 1-30 ......ccccovnvinnivnnnnnnns (Animist Base List)
Realm; Channeling. Power Points: 20. (+1 ). Concussion Ways 1-20 ......ccevrvvvvnenne (Open Channeling List)
St-98 (98); Qu-95 (95); Pr-84 (84); In-90 (90); Em-96 (96); Nature’s Movement 1-20 ........c.ccceeneees (Animist Base List) .
Co-96 (96); Ag-90 (90); SD-78 (78); Re-82 (82); Me-90 (90)_ Bone Law 1-20...ccuoovieciieirerenerensesenees (Op;n _Channellr}g Llst)
' Plant Mastery 1-20 .....covvrvivninicvrnninnne (Animist Base List)
AT: 7; DB: 15; Armor Penalty 0/5/0. Move: 65'. Secondary Spell Lists:
New Equipment: +15 Elven Oak Staff with Extra ‘A’ and ‘C’ Plant Mastery 1-20 ......cccovvnvvnrcnnenennn. (Animist Base List)
Critical from Electricity Table; 6 doses of Menelar (cures Calm Spirits 1-50 ...occovvivvrnrrnerisnnnenns (Closed Channeling List)
circulatory poisons); 6 doses of Mook (cures respiratory Nature’s Movement 1-25 .........oceueene (Animist Base List)
poisons); 6 doses of Quilmufur (cures conversion poisons); 6 Animal Mastery 1-10 ......cccconervvviinninnae (Animist Base List)
doses of Shen (cures nerve poisons); 6 dose of Ul-Naza (cures Herb Mastery 1-10 ....cooevveneninnnennnne (Animist Base List)
any poison); 6 doses of Arfandas (doubles healing rate for Nature’s Protection 1-30 .......ccceeveveenne (Animist Base List)
fractures); 6 doses of Aloe (doubles healing rate for burns); 3 Nature’s Lore 1-20 ......cccocerrvrnvenrecnennne (Animist Base List)
doses of Fek (clots and stops any bleeding); 6 doses of Ebur
(repairs sprains); 6 doses of Zulsendura (gives Haste for 3
rounds).
Stat Special Stat Special
Skilt Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Animal Handling
Strength 3 8 0, (0,0) 23 Big Cats 8 10 (60) 50
Speed 3 8 0, (0,0) 23 Bears 6 10 (60) 40
Balance 3 8 0, (0,0) 23 Birds 6 10 (60) 40
Leaping 3 8 0, (0,0) 23 Horses 6 10 (60) 40
Landing 3 8 0, (0,0) 23 Animal Healing 8 10 (20) 50
Ambush 6 — — +/-6 Anthropology 2 5 ) 15
Body Development+ 17 1.15 0, (0,0) 113/130 Architecture 1 18 (V)] 23
Climbing 8 10 0, (40,0) 50 Caving 10 8 (60) 58
First Aid 1 13 0, (0,20) 18 Dance 2 10 ©) 20
Foraging 4 20 0, (40,60) 40 Direction Sense 7 7 (40) 42
Frenzy 12 13 0, (0,0) 67 Distance Running 13 15 0) 71
General Perception 9 8 0, (20,40) 53 Diving 7 10 ) 45
Hand Axe 4 20 0, (0,0) 40 Faerie Lore 4 18 ) 38
Herding 7 8 0, (0,20) 43 Fauna Lore | 8 18 0) 58
Language 2 — — R-2 First Aid 6 >k *x +30
Leather Working 3 8 0, (0,20) 23 Foraging
Linguistics 6 — — R-6 Hunting 30 ok *x +80
Maneuver Soft Leather 5 18 0, (0,0), 10 ¥ 53 Flora Lore 8 18 ©) 58
Maneuver Rigid Leather 10 18 0, (0,0) 68 Herb Lore 4 18 ) 38
Martial Arts Herb Lore 1 18 (V)] 24
Striking R-1 6 20 0, (0,0 50 Hostile Environments
Riding 8 13 0, (40,60) 58 Underwater 4 10 (60) 30
Rope Mastery 5 10 0, (0,20) 35 Magical Language 4 —_ — R-4
Runes 19 13 0, (20,20) 81 Meditation
Staff+ 14 20 0, (0,0) 78 Sleep 2 10 (V)] 20
Stalk & Hide 14 10/10 0, (0,0) 68/68 Healing 2 10 0) 20
Staves & Wands 7 13 0, (20,20) 48 Mimicry 12 10 20) 64
Swimming 9 10 0, (40,0) 55 Racial History 5 18 ) 43
Tracking 12 8 0, (40,40) 62 Read Tracks 3 7 (40) 22
Trap Building 5 3 0, (0,0) 28 Region Lore 12 18 ) 72
Sense Ambush 5 8 (40) 33
Skinning 6 10 20) 40
Surfing 1 10 0) 15
Tracking 2 wk ok +10
Weather Watching 10 13 ()] 63
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(Tamii’n Doom)

ister to the great patriarch Dag Sabor
(see Cleric above), Tammin Duum
was bound for a different destiny than
her often rebellious brother. Tammin
was born in the year 6035 and was forced to be
the spouse of a much older man in a pre-arranged
marriage at the age of thirteen. Her early life was
nothing more than that of most young girls, and
herearly skills were merely those of amother and
housewife.

LEveL 3

Something in her, probably that same spark of
energy found within Dag, made Tammin rebel.
Sometime around 6051 she murdered her hus-
band — a wild drunkard that beat her and her
children. Her trial was swift and fast and she was
quickly escorted to the city walls where she was
to be impaled for all to see. It was there that she
met up with Brooc’, who was more commonly
called, by this time, Thark the Merciless. With
his great cunning and battle skills he fought
through the ranks of Ketuamian soldiers, hack-
ing off arms and legs, and freed Tammin.

Tammin and Thark rode off into the desert.
Here she became Thark’s wife, and bore him
four children by the age of twenty-two. Infre-
_quently, Dag would stop by, talking secretly to
Thark and offering presents of unsurpassed beauty
to Tammin’s and Thark’s children. It was said
that more than one great magic item was given
unto their children — as time and destiny will
unfold, these children would rule large tracts of
Kulthea under an imperium that will last for a
hundred thousand generations.

LEVEL 5

During this interim period, Tammin studied
the arts of healing, and gained great knowledge
from the books, scrolls, and mystical items that
Dag supplied her. She quickly begantounderstand
the intricacies of blood, bone, muscle, and or-
gans. Her knowledge of the arts of healing geo-
metrically increased as days passed.

LeveL 7

For the next several years, Tammin offered
her services freely to Dag and his crusaders,
mending many broken bones, torn muscles, and
shredded organs. She even experimented with
bringing back the dead, but in these instances she
failed. Her association with her brother may have
continued for the rest of her life, had it not been
for one of Dag’s numerous binges into strange
narcotics and hallucinogens, which exposed an

evil side within him. In one spree he forced .

himself on her, resulting in a son. Thark’s and
Dag’s relationship becamestrained and Tammin
fled after the child’s birth.

e mo LD —

LEVEL 10

It was said that Dag repented for three
hundred days, each day being flailed a -
hundred times and refusing medical care @\
of any sorts. To this day Dag has not seen %
Tammin and doesn’t know if she is dead
or alive. Thark left Dag to find his be-
loved wife and is now somewhere in the
world searching for her.

LEVEL 15

After her brother’s betrayal,
Tammin fled to the nearest
Navigator’s pylon, offering the pi-
lot all of her jewels and gold to
fling her across the globe. The
Navigator agreed and she ended
up in a strange place where no
civilized man had ever set foot.
There she tended Faerie folk,
Elves, Dwarves, and many
Giants who all lived together
peacefully. She gained even
greater knowledge there, finding
ways to treat all humanoids, and
discovering ways to destroy disease
of the mind and soul.

LEVEL 20

After many years, she returned to
the land of Gethrya where she setup
a small temple and administered to
the sick and injured. Itis said, though
it is only rumored, that she found a
wind-scarred warrior nearly dead
fromstarvation and blood loss from
numerous wounds, and that she
cared for him personally. The
warrior’s name was spoken out loud
but once and never again: Thark
the Caring.

DESCRIPTION

Tammin is an average-looking
woman, a bit taller than most. She
stands five foot, nine inches tall
and weighs a good 140 pounds or
more. Luckily, Tammin is tall
and strong, which hides
most of her mass. It is
also hard to determine
her dimensions, since
she conceals herself under
large, loose-fitting garments with
many folds and pockets.

Tammin is bound by the edicts of a Healer,
but she still totes a hefty broad sword and several smaller weapons. She is also
trained, quite well, in the use and maneuvering of chain. If she plans to adventure she
also dons a cast iron helm, shaped like an eagle, with a beak as the visor.
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Prof: Healer. Level: 1. Exp Points: 10,000.
Eyes: Blue. Hair: Black. Build: Average.

G A e
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AT: 13; DB: 20; Armor Penalty: 45/0/5. Move: 60.
Primary Spell Lists:

Height: 5°7". Weight: 125 Ibs. Hits: 26/26 Blood Ways 1-10 .....cccevvvvrireninvnrcnrenncns (Healer Base List)
Realm: Channeling. Power Points: 1 (+1 1). Secondary Spell Lists:
St-59 (75); Qu-90 (90); In-90 (101); Pr-59 (59); Em-63 (63): Transferring Ways 1-10 ......ccccecvvuenvenne (Healer Base List)
Co-73 (92); SD-76 (86); Ag-78 (78); Re-59 (75); Me-90 (90).
Background Options: SAM-11 Transcendence; SAA-64 +15
Qu; SOC-5 +1 to In, Me, Qu; SIC-51 +1 Adder t; SIC-05 Herb;
SIC-83 +15 Pr bonus, magical stomach stone (a small pebble,
once swallowed, will adhere to the walls of a person’s stomach
permanently, radiating described magical bonus).
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Body Development 3 1.00 0,(2,2) 26/26 Animal Healing 2 — 2) 10
Broad Sword+ 4 5 0, (0,0) 25 Body Damage Stab 4 5 2) 25
Maneuver Chain+ 4 5 0, (0,0) 25 First Aid 3 5 ) 20
Swimming 1 5 0, (0,0) 10 Meditation
Riding 1 3 0, (0,0) 8 Healing 4 5 2) 25
General Perception 2 7 0,(1,1) 17 Sleep 3 10 2) 25
Channeling 2 10 0,(1,1) 20 Ki 2 13 2) 13
Midwifery 2 2) 15
S T TG B T 0] LEVEL 3 et i i e i s idins 43
Prof: Healer. Level: 3. Exp Points: 30,000. Primary Spell Lists:
Eyes: Blue. Hair: Brown. Build: Average. Blood Ways 1-10 .......cevvivnirnnnnnnnenns (Healer Base List)
Height: 5°7". Weight: 135 Ibs. Hits: 46/48 Bone Ways 1-10......cccvvvvvivvinnerenens (Healer Base List)
Realm: Channeling. Power Points: 9 (+1 1). Muscle Ways 1-10 ......ccevvrerirnireniennens (Healer Base List)
. . . . . Secondary Spell Lists:
St-72 (75); Qu-90 (90); In-100 (101); Pr-59 (59); Em-63 (63); . )
. . . . Transferring Ways 1-20 .......ccccvevnveennne (Healer Base List)
Co-80 (92); SD-86 (86); Ag-78 (78); Re-67 (75); Me-90 (90). Surface Wagys 1-)110 ............................... (Healer Base List)
AT: 13; DB: 20; Armor Penality: 40/0/5. Move: 60'.
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Body Development 7 1.05 0, (6,6) 46/48 Animal Healing 4 0 6) 20
Broad Sword 5 5 0, (0,0) 30 Body Damage Stab 8 5 6) 45
Maneuver Chain+ 5 5 0, (0,0) 30 First Aid 6 5 6) 35
Channeling 3 25 0,(3.3) 40 Meditation
Climbing 1 5 0, (0,0) 10 Healing 8 5 ©6) 45
General Perception 3 17 - 0,33 32 Sleep 7 18 6) 53
Riding 2 3 0, (0,0) 13 Ki 4 3 6) 33
Swimming 2 5 0, (0,0) 15 Midwifery 4 6) 25
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Prof: Healer. Level: 5. Exp Points: 50,000.
Eyes: Blue. Hair: Black. Build: Average.
Height: 5°9". Weight: 145 Ibs. Hits: 56/61
Realm: Channeling. Power Points: 15 (+1 ).

St-74 (75); Qu-90 (90); In-101 (101); Pr-59 (59); Em-63 (63);
Co-90 (92); SD-86 (86); Ag-78 (78); Re-72 (75); Me-90 (90).

o 03 LEVEL 5 Gt

Primary Spell Lists:

Blood Ways 1-10 .....ccoceevervienennrcennnanee (Healer Base List)
Bone Ways 1-10.......cccocevevenerrrvenrenenne. (Healer Base List)
Muscle Ways 1-10 ......cccveeeevevervnennene (Healer Base List)
Organ way 1-10......c.occervrveeerercrerunenens (Healer Base List)

Transferring Ways 1-10
Secondary Spell Lists:

(Healer Base List)

v

AT: 13; DB: 20; Armor Penalty: 35/0/0. Move: 60'. Transferring Ways 1-20 .........cc.cvneu... (Healer Base List)
New Equipment: Seal of Love (broach of intricate design of Surface Ways 1-20 .......ccveevereervernenenne (Healer Base List)
white gold and silver: allows exact knowledge of the location of Bone Ways 1-20............. rrereeteeteannanses (Healer Base List)
Dag Sabor or any other priest of Dramedjii for purposes of
Channeling, receiving or sending, power points. It is all a x2
Spell Multiplier of Channeling).
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Body Development 9 1.05 0, (10,10) 56/61 Animal Healing 6 ()] (10) 30
Broad Sword+ 6 5 0, (0,0) 35 Body Damage Stab 10 5 (10) 55
Channeling 5 30 0, (5,5) 55 First Aid 10 5 (10) 55
Climbing 3 5 0, (0,0) 20 Magic Ritual 2 — &) 10
General Perception 5 20 0, (5,5) 45 Meditation
Maneuver Chain+ 6 5 0, (0,0) 35 Healing 10 5 10) 55
Riding 4 3 0, (0,0 23 Sleep 9 20 (10) 65
Swimming 4 5 0, (0,0) 25 Ki 6 13 (10) 43
Midwifery 6 5 10) 35
Transcend Armor 2 30 4) 40
PR e e e gy
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Prof: Healer Level: 7. Exp Points: 90,000. Prlmary Spell Llsts.
Eyes: Blue. Hair: Black. Build: Average. Blood Ways 1-10 ......cccceveeverrerivnrvennnnnn. (Healer Base List)
Height: 5°9". Weight: 140 lbs. Hits: 68/74 Bone Ways 1-10......c.cccvervvennerenrreenenns (Healer Base List)
Realm: Channeling. Power Points: 21 (+1 1). Muscle Ways 1-10 ....ccccoeveevveeneennrcnnenn. (Healer Base List)
St-74 s); Qu—90 (90), In-100 (101)’ Pr-59 (59), Em-63 (63), Organ way 1-10 it (Healer Base LlSt)
Co-92 (92), SD-86 (86), Ag-78 (78), Re-73 (75)’ Me-90 (90) Transferrmg Ways 1-10 e, (Healer Base L}St)
. i Surface Ways 1-10 ......cccovvrvrvnrvrrnenenns (Healer Base List)
AT: 13; DB: 20. Armor Penalty: 30/0/5. Move: 60'. Secondary Spell Lists:
New Equipment: Seal of Love (broach of intricate design of Transferring Ways 1-20 .....c.cccocervennene. (Healer Base List)
white gold and silver: allows exact knowledge of the location of Surface Ways 1-20 ........ocevivmcmrerencnen. (Healer Base List)
Dag Sabor or any other priest of Dramedjii for purposes of Bone Ways 1-20......ccccevvvveeeeerennerenenens (Healer Base List)
Channeling, receiving or sending, power points. It is all a x2 Blood Ways 1-10 ....c.ccccvurerevererceennnes (Healer Base List)
Spell Multiplier of Channeling); +15 White Alloy Broad sword
with Low Intelligence and the ability to cast Sustain Self,
Creations, Closed Channeling List.
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Body Development 11 1.05 0, (14,14) 68/74 Animal Healing 8 — (14) 40
Broad Sword 7 5 0, (0,0) 40 Body Damage Stab 14 5 (14) 63
Maneuver Chain+ 7 5 0, (0,0) 40 First Aid 12 5 (14) 59
Channeling 6 25 0, (7,7) 60 Magic Ritual 4 — @) 20
Climbing 5 5 0, (0,0) 30 Meditation
General Perception 7 17 0, (7,14) 52 Healing 12 5 (14) 59
Riding 6 3 0, (0,0) 33 Sleep 18 (14) 70
Runes 1 13 0, (71,7 18 Ki 13 (14) 53
Swimming 5 5 0, (0,0) 30 Midwifery 8 5 (14) 45
Transcend Armor 4 30 ) 50
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Prof: Healer. Level: 10. Exp Points: 150,000. Primary Spell Lists:
Eyes: Blue. Hair: Black. Build: Average. Blood Ways 1-10 .......cccecevenneneerenrenne. (Healer Base List)
Height: 5°9". Weight: 140 lbs. Hits: 87/96. Bone Ways 1-10.....ccccevvvevnveerinnrennens (Healer Base List)
Realm: Channeling. Power Points: 30 (+1 1). Muscle Ways 1-10 ........ccocvevveererneennee. (Healer Base List)
St-74 (75); Qu-90 (90); In-101 (101); Pr-59 (59); Em-61 (63); Organ way L-10uiicreeererenrenienveerens (Healer Base L!St)
C0-92 (92); SD-86 (86); Ag-78 (78); Re-74 (75); Me-90 (90). Transferring Ways 1-10 ....................... (Healer Base L?St)
' Surface Ways 1-10 ....c.cceceeveeccvinennnnne (Healer Base List)
AT: 13; DB: 20. Armor Penalty: -25/0/5. Move: 60'. Creations 1-10 ........ocovveiervemireeeeeriienas (Closed Channeling List)
New Equipment: Seal of Love (broach of intricate design of Purifications 1-10......ccoccerverererererenenn. (Closed Channeling List)
white gold and silver: allows exact knowledge of the location of Secondary Spell Lists:
Dag Sabor or any other priest of Dramedjii for purposes of Transferring Ways 1-20 ........cccocenenee. (Healer Base List)
Channeling, receiving or sending, power points. It is all a x2 Surface Ways 1-20 .......cccoovrvnininincnee (Healer Base List)
Spell Multiplier of Channeling); +15 White Alloy Broad sword Bone Ways 1-20........cocvvrverrverrenronennes (Healer Base List)
with Low Intelligence and the ability to cast Sustain Self, Blood Ways 1-20 ....c.cocveeeveeenreereeene (Healer Base List)
Creations, Closed Channeling List>. Rod of Dramedjii (solid Muscle Ways 1-10 ........cccoveveevreerneeeen. (Healer Base List)
bar of Adamantium with bejeweled head of star-crystals and
diamonds. Embedded with Superior) Intelligence enabling to
cast High Prayer, Communal Ways, Cleric Base List.
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Body Development 14 1.05 0, (20,20) 87/96 Animal Healing 13 0 (20) 56
Broad Sword 9 5 0, (0,0) 50 Body Damage Stab 17 5 20) 69
Maneuver Chain+ 8 5 0, (0,0) 45 First Aid 14 5 20) 63
Channeling 8 30 0, (10,10) 70 Magic Ritual 7 — (10) 35
Climbing 8 5 0, (0,0) 45 Meditation
General Perception 10 20 0, (10,10) 70 Healing 15 5 (20) 65
Riding 9 3 0, (0,0) 48 Sleep 14 20 (20) 68
Runes 4 15 0, (10,10) 35 Ki 11 13 (20) 65
Swimming 6 5 0, (0,0) 35 Midwifery 11 5 (20) 57
Transcend Armor 7 30 (10) 65

" “TAMMIN DUUM, HEALER -

.95




Prof: Healer. Level: 15. Exp Points: 300,000.
Eyes: Blue. Hair: Black Hand: Left Build: Average.
Height: 5°9". Weight: 140 lbs. Hits: 120/126.
Realm: Channeling. Power Points: 45 (+1 7).

St-75 (75); Qu-90 (90); In-101 (101); Pr-59 (59); Em-63 (63);
Co-87 (92); SD-86 (86); Ag-78 (78); Re-75 (75); Me-90 (90).

AT: 13. DB: 20. Armor Penalty: 0/0/0. Move: 60'.
New Equipment: Seal of Love (broach of intricate design

white gold and silver: allows exact knowledge of the location of

of

Primary Spell Lists:

T TN LA LEVEL 15 e T i e gt i

Blood Ways 1-20 ......ccceevvinmvnnicnicnnan (Healer Base List)
Bone Ways 1-20.......ccccvieirienrennenenes (Healer Base List)
Muscle Ways 1-20 ......cccovvivvrirenvenninns (Healer Base List)
Organ way 1-20.........ccccevvecrevrereeneee... (Healer Base List)
Transferring Ways 1-10 .....cccovviiinnnnes (Healer Base List)
Surface Ways 1-20 ......ccovvivvinniennnnnne (Healer Base List)
Creations 1-10 ......cccovverveerrenceccrncnnenes (Closed Channeling List)
Purifications 1-10.......cooveeveeecimeceennen (Closed Channeling List)

Secondary Spell Lists:

Dag Sabor or any other priest of Dramedjii for purposes of Transferring Ways 1-25 .....ccccoeevvviinnee (Healer Base List)
Channeling, receiving or sending, power points. It is all a x2 Surface Ways 1-25 .......ccoviiviivirininnnns (Healer Base List)
Spell Multiplier of Channeling); +15 White Alloy Broad sword Bone Ways 1-20.....c.ccocevvvennninenniennnes (Healer Base List)
with Low Intelligence and the ability to cast Sustain Self, Blood Ways 1-20 .....ccceencninmncncennns (Healer Base List)
Creations, Closed Channeling List. Rod of Dramedjii (solid bar Muscle Ways 1-20 .....cccvevevienivrneninns (Healer Base List)
of Adamantium with bejeweled head of star-crystals and Organ Ways 1-20 .....ccocevvveivniinnecnnnnnns (Healer Base List)
diamonds. Embedded with Superior) Intelligence enabling to Calm Spirits 1-10 .....ccccoeeviciininnnns (Closed Channeling List)
cast High Prayer, Communal Ways, Cleric Base List; +15
Enchanted Steel I Chain Mail Shirt (+15 to all modifiers).
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Body Development 20 1.05 0,(30,30)  120/126 Animal Healing 18 3 30) 69
Broad Sword 10 8 0, (0,0) 58 Body Damage Stab 27 5 (30) 82
Maneuver Chain+ 12 8 0, (0,0) 68 Diplomacy 5 23 (0) 48
Swimming 11 5 0, (0,0) 57 First Aid 18 5 (30) 7
Riding 14 3 0, (0,0) 61 Magic Ritual 11 8 (15) 60
General Perception 14 22 0, (15,15) 80 Meditation
Channeling 13 30 0, (15,15) 86 Healing 20 5 (30) 75
Climbing 13 5 0, (0,0) 61 Sleep 15 20 30) 80
Runes 7 15 0, (15,15) 50 Ki 16 13 30) 75
Midwifery 16 5 30) 67
Transcend Armor 12 30 (15) 84
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Prof: Healer. Level: 20. Exp Points: 500,000. Primary Spell Lists:
Eyes: Blue. Hair: Black. Build: Average. Blood Ways 1-20 .....cccocvrvivircrnninvenne (Healer Base List)
Height: 5°9". Weight: 175. Hits: 120/132. Bone Ways 1-20 .......ccccvenvvmneennrennens (Healer Base List)
Realm: Channeling. Power Points: 60 (+1 ). Muscle Ways 1-20 ..o (Healer Base List)
C0-92 (92); SD-86 (86); Ag-78 (78); Re-75 (75); Me-90 (90). Organ wqy 1-20 e (Healer Base L?St)
Transferring Ways 1-20 .....ccooevvrennenee (Healer Base List)
AT: 13. DB: 20. Armor Penalty: 0/0/0. Move: 60. Surface Ways 1-20 ....cc.veeeereeermecurininns (Healer Base List)
New Equipment: Seal of Love (broach of intricate design of Creations 1-20 ......ccoovvevvcvivenenvnrenrenen. (Closed Channeling List)
white gold and silver: allows exact knowledge of the location of Purifications 1-20 ......ccoeevceninninerninnnene (Closed Channeling List)
Dag Sabor or any other priest of Dramedjii for purposes of Detection Mastery 1-10......cceveverennnn. (Open Channeling List)
Channeling, receiving or sending, power points. It is all a x2 Secondary Spell Lists:
Spell Multiplier of Channeling); +15 White Alloy Broad sword Transferring Ways 1-25 ......cccccovevnnnees (Healer Base List)
with Low Intelligence and the ability to cast Sustain Self, Surface Ways 1-25 ....ccovrivnniisivnnnenns (Healer Base List)
Creations, Closed Channeling List. Rod of Dramedjii (solid bar Bone Ways 1-20.......cooenvvininvinienievenens (Healer Base List)
of Adamantium with bejeweled head of star-crystals and Blood Ways 1-20 .....ceevrvvmnnencenenes (Healer Base List)
diamonds. Embedded with Superior) Intelligence enabling to Muscle Ways 1-20 ...ovveniiiiiveicneccnes (Healer Base List)
cast High Prayer, Communal Ways, Cleric Base List; +15 Organ Ways 1-25 ..o (Healer Base List)
Enchanted Steel IT Chain Mail Shirt (+15 to all modifiers); Ring Calm Spirits 1-20 .ccvviiivirrininiinninnnne (Closed Channeling List)
of the Elementalist (mithril ring with +60 RR against all
Elemental spells or attacks and embedded with Low Intelli-
gence with a Daily IV item enabling to cast Boil Liquid, Fire
Law, Magician Base List, Enchanted Rope, Earth Law, Magi-
cian Base List, Condensation, Water Law, Magician Base List,
Breezes, Wind Law, Magician Base List.
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Attune 6 15 0, (20,20) 45 Animal Healing 23 3 40) 76
Body Development 20 1.05 0, (40,40) 120/132 Body Damage Stab 35 5 (40) 87
Broad Sword 15 8 0, (0,0) 68 Diplomacy 10 23 () 73
Channeling 17 30 0, (20,20) 94 First Aid 22 5 (40) 77
Climbing 16 5 0, (0,0) 67 Magic Ritual 15 8 (20) 68
General Perception 19 22 0, (20,20) 90 Meditation
Maneuver Chain+ 12 8 0, (0,0) 68 Healing 25 5 (40) 80
Riding 18 3 0, (0,0) 69 Sleep 15 20 (40) 80
Runes 12 15 0, (20,20) 69 Ki 21 13 (40) 84 ¢
Swimming 14 5 0, (0,0) 63 Midwifery 21 5 (40) 76
Transcend Armor 17 30 (20) 94
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TR SHRAV MELIKAI MENTALIST
(Shraav Me’ l;ky) LEVEL §

1l hrav was born on the very dawn of 6000, In the years that followed, he was appointed as Lord High Inquisitor, a rather
the great year of the transition, and menacing title for the king’s intelligence gathering services. This service
thus was bestowed many mar- ) included spies, assassins, mentalists, wizards, and priests. With the aid of
velous gifts upon his birth, in- Soo and with the disposal of the kingdom completely in his hands, Shrav

cluding a golden ring from a passing
noble, a wand of silver by a great wizard,
praise from the gods above, and a
decree from the king to nominate
the young boy to a grand station
when he reached the age of
fifteen, the age of recog-

quickly excelled in his study of the mind and its interaction with the
Multiverse.

LEVEL 7
Later in life, around the year 6043, Shrav took part in an adventure
to the far-off land of Aranmor. It took more than a year to reach
the distant island from his home of G’thal, and in that time he

nized adulthood. experienced many adventures which deserve acomplete book
to account for. (Because of lack of space here, it will be
LEVEL 3 sufficient to state that his trip was perilous and an adventure

Shrav spent his
early life in com- NG
plete splendor, -~
enjoying gifts and T /]
praise from all \Y «\i‘ ¢
those around him. >
In these early years he ' *
spent most of his time with a
Monk named Nimmius Soo, a
strange man from a land de-
scribed as lying on the
very edge of the world.
Nimmius started
Shrav on the way to
becoming a Mental-
ist of great power.

in itself) Reaching the island and exploring its parameters,
the sailors of G’thal sailed two small schooners up the
Tradeway Canal and into the shambled port of Tarek Nev.

LEvEL 10

Shrav explored the city with the sailors, finding a few

interesting baubles, but nothing worth the time and energy to

get to the faraway island city. Disappointed, Shrav returned

to G’thal through the use of the Navigators: a very costly trip

which Shrav vowed to nevermake again. Returning to Haalkitane,

he pronounced adventuring a foolish endeavor and set about
other tasks.

LEVEL 15

It was about this time that Haalkitane went through a political
upheaval which brough with it a curse called The Night of Raining
Hell, during which most of the city was burned to the ground by
terrible rainstorms of fiery acid. Shrav’s house and shop were
destroyed and he was nearlykilled that night. The event persuaded
him to leave Haalkitane once again to visit relatives far off in

the wilderness of G’thal.

LEvEL 20

Shrav spent another several years returning to his
roots in the wilderness and learning about his internal
self. What discoveries he made are unknown, but
eventually he returned to Haalkitane. He visited
several noble houses on his return and spoke of
mysterious matters — what he said is highly
speculative, but it seems to deal with a certain woman
and heruse of intense magic during the Night of Raining
Hell. What he did with this information is unsure. He
still works infrequently for the king, but spends most of
his time securing information and generating small

items to use in his research of Mentalism.

(98 ROLEMASTER HEROE§ ANDROGUES . & "™




DESCRIPTION

Shrav stands around six feet tall, and weighs nearly 180 pounds.
He has straight, jet-black hair that has been shaved off his head
except in two long braids that reach nearly to his waist. His eyes are
large and menacing and he seems to have one large eyebrow which
stretches above both eyes. His forehead is always shriveled into a
frown of concentration. His face seems narrow and disfigured,
though he is scarless.
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Prof: Mentalist. Level: 1. Exp Points: 10,000.

Eyes: Green. Hair: Black. Build: Average.

Height: 5' 10". Weight: 130 Ibs. Hits: 14/15.

Realm: Mentalism. Power Points: 4 (+1 ).

St-66 (78); Qu-62 (86); Pr-101 (101); In-55 (95); Em-50 (73);
Co-89 (89); Ag-61 (79); SD-90 (90); Re-90 (90); Me-81 (92).

Background Options: SAA-48 +15 Ag modifier; SAM-87 +15 Em

He wears large flowing robes, most notably red or gold. Around
his right wrist he wears a circlet of silver and braided gold. Shrav
wears only the best sandals and the rarest perfumes — it is rumored
that he believes that if he takes a bath he will lose most of his
powers.

Shrav is not a Fighter, nor does he pretend to be. He does wear
a short sword, but he uses it exclusively for defense (full parry).

- dns A -dm...’.: -u-»m
radiating magic); SIC-54 +1 spell Adder of Mentalist (gold ring) $;
SAC-42 +20 to moving maneuvers .

AT: 2; DB: 0; Armor Penalty; 0/0/0. Move: 50'.

Primary Spell Lists:
Mind attack 1-10
Mind Merge 1-10
Secondary Spell Lists:

(Mentalist Base List)
(Mentalist Base List).

modifier; SOC-5 +2 to Pr; SIC-76; +5 bonus to Presence Stomach Cloaking 1-10 ..ccooveveeeececerrcerecececerens (Open Mentalism List)
Stone (a small pebble that lodges in one’s stomach permanently, Shifting 1410 .c.coovrvireieecceeeercecnseceens (Closed Mentalism List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Maneuver Administration 1 23 (1 28
Balance+ 5 25 0,(0,3) 50 Cookery 1 13 0) 18
Body Development 2 1.05 0, (1,0 14/15 Diplomacy 1 18 ©) 23
Climbing 1 15 0, (0,0),20 + 40 Direction Sense 2 5 [@)) 15
General Perception 1 3 0, (1, 8 Hypnosis 4 25 0) 45
Linguistics 5 — — R-5 Machination 2 13 (4))] 23
Martial Arts Seduction 1 25 ©0) 30
Sweeps R-1 1 12 0, (0,0) 17 Time Sense 2 3 €3] 13
Riding 1 15 0,(0,0),20 % 40 Ventriloquism 2 8 ) 18
Short Sword+ 3 8 0, (0,0) 23 )
Stalk/Hide 1 15/15 0,(0,0),201  40/20
Staves/Wands 1 8 0,(1,2) 13
Swimming 1 15 0,(0,0),20 % 40
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Prof:: Mentalist. Level: 3. Exp Points: 30,000.
Eyes: Green. Hair: Black. Build: Average.
Height: 5' 11". Weight: 143 lbs. Hits: 26/28.
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Primary Spell Lists:
Mind attack 1-10
Mind Merge 1-10

(Mentalist Base List)
(Mentalist Base List)

Realm: Mentalism. Power Points: 12 (+1 ). Presence 1-10........... (Memalist Base L?st)
St-70 (78); Qu-80 (86); Pr-101 (101); In-75 (95); Em-72 (73); Iglelcn:ng;):l;rglpleillglsts ............................... (Mentalist Base List)
Co-89 (89); Ag-75 (79); SD-90 (90); Re-90 (90); Me-90 (92). P T (Open Mentalism List)
AT: 2; DB: 5; Armor Penalty: 0/0/0. Move: 55'. SHfting 1-10 couvsveerevromerirenriressissssssresssens (Closed Mentalism List)
Presence 1-10 rereeeeeereneannane ....(Mentalist Base List)
Mind Mastery 1-10 .......ccoovmrvcmircrnvcnnnninn (Closed Mentalism List)
Stat Special Linguistics 5 — — R-5
Skill Rank Bonus Bonus Total Maneuver in Chain 1 13 0, (0,0) 18
Adrenal Maneuver Martial Arts
Balance+ 7 25 0,(0.9) 60 Sweeps R-1 1 12 0, (0,0) 17
Leaping I 25 0,09 30 Riding 1 10 0, (0,0),20 % 35
Landing 2 25 0, (0,9 35 Runes 2 10 0, 3,6) 20
Speed 1 25 0, (0.9 30 Short Sword+ 4 10 0, (0,0) 30
Body Development 4 1.05 0,30 26/28 Stalk/Hide i 15/15  0,(0,0),20%  40/20
Climbing 1 20 0,(0,0),20 ¥ 45 Staves/Wands 3 10 0, (3.6) 25
General Perception 1 7 0,333 12 Swimming 1 20 0,(0,0),20 % 45
(Level 3 continued on next page)

- oy
o‘.-. *
ey

" _SHRAV:MELIKAL MENTALIST_




Prof Mentahst Level 5. Exp Points: 50000
Eyes: Green. Hair: Black. Build: Average.
Height: 6'. Weight: 176 lbs. Hits: 39/41.
Realm: Mentalism. Power Points; 20 (+1 1).

St-78 (78); Qu-80 (86); Pr-101 (101); In-89 (95); Em-73 (73);
Co-89 (89); Ag-79 (79); SD-90 (90); Re-90 (90); Me-92 (92).

Stat Special Direction Sense 2 8 3) 18
Skill Rank Bonus Bonus Total Disguise 2 25 ) 35
Acting 2 25 ) 35 Falsification 2 13 0) 23
Administration 1 23 3 28 Hide Item 2 8 O 18
Begging 1 25 (U} 30 Hypnosis 4 25 0) 45
Bribery 1 23 ©0) 28 Machination 2 15 3) 25
Camouflage 2 8 ©0) 18 Seduction 1 25 (0) 30
Cookery 1 15 ©0) 20 Time Sense 2 3 (3) 13
Diplomacy 1 20 O 25 Ventriloguism 2 10 3 20

N g L T o U LEVEL B

Mind Merge 1-10 ......ccovnvinniiiniiinnens (Mentahst Base List)
Presence 1-10............. (Mentalist Base List)
Mind Control 1-10 .... (Mentalist Base List)
Mind Speech 1-10 ..... (Mentalist Base List)
Sense Control 1-10 (Mentalist Base List)
Secondary Spell Lists:

Prof: Mentalist. Level: 7. Exp Points: 90,000.

Eyes: Green. Hair: Black. Build: Average.

Height: 6'. Weight: 176 1bs. Hits: 39/41.

Realm: Mentalism. Power Points: 28 (+1 ).

St-78 (78); Qu-86 (86); Pr-101 (101); In-95 (95); Em-73 (73);
Co-89 (89); Ag-79 (79); SD-90 (90); Re-90 (90); Me-92 (92).

AT: 2; DB: 5; Armor Penalty: 0/0/0. Move: 55'.

New Equipment: Crown of Control (silver circlet studded with
amethysts: Empowered with +40 RR vs. Mentalism attacks or spells

Cloaking 1-20 ......cccovennviicrnciiniisinnininnns (Open Mentalism List)
AT: 2; DB: 5; Armor Penalty: 0/0/0. Move: 55'. SHIfting 1-20 cvveuevvereenreressresersssanereseesssnsenesens (Closed Mentalism List)
Primary Spell Lists: Presence 1-10 oieueerrveeesrenneserneeesensseseesennns (Mentalist Base List)
Mind attack 1-10 ......ccrviinirnimniseniinninenns (Mentalist Base List) Mind Mastery 1-10 ...vvvvevceneenrsenssrereensenns (Closed Mentalism List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Maneuver Acting 4 25 ©0) 45
Balance+ 9 25 0, (0,15) 70 Administration 1 23 5) 28
Leaping 3 25 0, (0,15) 40 Begging 2 25 0) 35
Landing 4 25 0, (0,15) 45 Bribery 2 23 (V)] 33
Speed 3 25 0, (0,15) 40 Camouflage 4 8 ©0) 28
Short Sword+ 4 13 0, (0,0 33 Cookery 1 15 ) 20
Maneuver in Chain 3 13 0, (0,0 28 Diplomacy 1 20 ) 25
Linguistics 5 — — R-5 Direction Sense 2 8 &) 18
Body Development 4 1.05 0, (5,0) 39/41 Disguise 4 25 ()] 45
Climbing 1 20 0,(0,0),20 ¥ 45 Falsification 4 13 ©) 33
Riding 1 17 0,(0,0),20 % 42 Hide Item 4 8 ) 28
General Perception 3 10 0,(5.5) 25 Hypnosis 4 25 ©) 45
Swimming 1 20 0,(0,0),20 7 45 Machination 2 15 4) 25
Stalk/Hide 1 15/15 0,(0,0),20%  40/20 Seduction 1 25 ) 30
Staves/Wands 3 12 0, (5,10) 27 Time Sense 2 3 5) 13
Runes 2 12 0, (5,10) 22 Ventriloquism 2 10 0) 20
RSO Y <SS AR R . 409 3 LEVEL 7 l‘“\‘ e 23

Primary Spell Lists:

Mind attack 1-10 ....ooceeiiiiiiiirrrerereeeneceeeneene (Mentalist Base List)
Mind Merge 1-20 ...... (Mentalist Base List)
Presence 1-10 ............ (Mentalist Base List)
Mind Controi 1-10 .... (Mentalist Base List)

Mind Speech 1-20 (Mentalist Base List)
Sense Control 1-10.....cccovveervecininiciiensennnnne (Mentalist Base List)
Secondary Spell Lists:

Cloaking 1-20 ...ccevnenrevvrnvinenieniienieniennns (Open Mentalism List)

Shifting 1-20 (Closed Mentalism List)

and a +4 Spell adder). Presence 1-20 (Mentalist Base List)

Mind Mastery 1-20 ........coevenvevneesiienrens (Closed Mentalism List)

Stat Special Linguistics 5 — — R-5

Skill Rank Bonus Bonus Total Maneuver in Chain 7 13 0, (0,0) 48

Adrenal Maneuver Martial Arts

Balance+ 11 25 0,(0,21) 71 Sweeps R-1 3 15 0, (0,0) 30

Leaping 5 25 0,(0.21) 50 Riding 1 17 0,(0,0),20 % 42

Landing 6 25 0,(0,21) 55 Runes 3 15 0,(7,14) 30

Speed 5 25 0, (0,21 50 Short Sword+ 4 15 0, (0,0) 35
Body Development 4 1.05 0,7,0) 39/41 Stalk/Hide 1 15/15 0,(0,0),201 4020

Climbing 1 20 0. (0,0),20 f 45 Staves/Wands 4 13 0, (7,14 32

General Perception 3 10 0, (1,7 25 Swimming 1 20 0, (0,0), 20 t 45
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Stat Special Falsification 4 13 (1) 33
Skill Rank Bonus Bonus Total Hide Item 4 13 ) 33
Acting 4 25 O 45 Hypnosis 4 25 ©) 45
Administration 3 23 0] 38 Machination 2 15 ¢)) 25
Begging 2 25 © 35 Seduction 1 25 ©) 30
Bribery 2 23 ()] 33 Set Traps 2 15 ()] 25
Camouflage 4 13 0) 33 Time Sense 2 13 ¢} 23
Cookery 1 15 (O] 20 Trap Building 4 13 ©) 33
Diplomacy 1 25 (W] 30 Trickery 2 20 © 30
Direction Sense 2 13 @) 23 Ventriloquism 2 15 (7 25
Disguise 4 25 (0) 45
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Prof: Mentalist. Level: 10. Exp Points: 150,000. Prlmary Spell Lists:
Eyes: Green. Hair: Black. Build: Average. Mind Attack 1-20 ....c.ccovvccrecnererinrieereennee (Mentalist Base List)
Height: 6'. Weight: 182 Ibs. Hits: 93/98. Mind Merge 1-20..... (Mentalist Base List)
Realm: Mentalism. Power Points: 40 (+1 ). Presence 1-20 ........oeueun..... (Mentalist Base List)
St-78 (78); Qu-86 (86); Pr-101 (101); In-95 (95); Em-73 (73); xizg gOQ;Z‘;l 11 '228 %gﬁtgﬁzt gg:: tizg
Co-89 (89); Ag-79 (79); SD-90 (90); Re-90 (90); Me-92 (92). Sense Control 1.20 (Mentalist Base List)
AT: 13; DB: 5; Armor Penalty: 10/0/5. Move: 55'. Attack Avoidance 1-25 .......evvveevrerrennrionn. (Open Mentalism List)
New Equipment: Crown of Control (silver circlet studded with Secondary Spell Lists:
a_rnethysts; Empowered with 440 RR vs. Mentalism attacks or spells Cloakmg 1-25 et (0pen Mentalism List)
and a +4 Spell adder). +15 White Alloy Short Sword with Extra ‘A’ Shifting 1-20 (Closed Mentalism List)
Electrical Critical on Same Roll; +10 Elven Chain Shirt (+10 on Presence 1-20 ..vccvvecieeeeenrreereneessesencnnnees (Mentalist Base List)
Defensive Bonus and 20% chance of Negating a Chest Critical. Weight Mind Mastery 1-20 .....c.ccooveenenvecreninnnenns (Closed Mentalism List)
has been reduced to 20% of its normal encumbrance and will almost Anticipations 1-10 .....ccooceniniinicenecennecenn. (Open Mentalism List)
float on water). Damage Resistance 1-20.......ccccevvevrecrerennens (Open Mentalism List)
Delving 1-10 ..o (Open Mentalism List)
Brilliance 1-10 ......cccoveervnricerenerrenrecncenens (Open Mentalism List)
Attack Avoidance 1-20 .......cccceverenieeierennens (Open Mentalism List)
Stat Special : Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Maneuver Direction Sense 2 i3 (10) 23
Balance+ 19 25 0, (0,30) 93 Disarm Foe, Unarmed 2 20 ) 30
Leaping 7 25 0, (0,30) 60 Disguise 4 25 ) 45
Landing 9 25 0, (0,30) 70 Distance Running 3 5 (1)} 20
Speed 11 25 0, (0,30) 77 Diving 2 17 0) 27
Body Development 12 1.05 0, (10,0) 93/98 Falsification 4 13 (V)] 33
Climbing 4 20 0, (0,0),20 % 60 Heraldry 3 10 ©) 25
Directed Spells Hide Item 4 13 ) 33
Mental Attack 2 20 0, (10,10) 30 Hypnosis 4 25 ) 45
General Perception 8 10 0, (10,10) 50 Jumping 3 15 ) 30
Linguistics 5 — — R-5 Lock Lore 1 10 (10) 15
Maneuver in Chain 13 13 0, (0,0) 78 Machination 2 15 (10) 25
Martial Art Meditation
Sweeps R-1 3 13 0, (0,0) 28 Cleansing 2 15 30) 25
Riding 3 17 0, (0,0), 20 ¥ 52 Death 2 25 (30) 35
Runes 7 15 0, (10,20) 50 Healing 2 15 (30) 25
Short Sword+ 4 13 0, (0,0 33 Ki 2 25 (30) 35
Stalk/Hide 6 15/15 0,(0,0),20+ 65/45 Sleep 2 15 (30) 25
Staves/Wands 8 15 0, (10,20) 55 Trance 2 25 30) 35
Swimming 6 20 0,(0,0),20 t 70 Metal Lore 1 10 (10) 15
Acrobatics 5 13 (0) 38 Mnemonics 2 13 (30) 23
Acting 9 25 (0) 70 Poison Lore 1 10 . (10) 15
Administration 3 23 (10) 38 Repelling 2 20 © 30
Architecture 2 10 (10) 20 Seduction 1 2 ©) 30
Astronomy 1 10 (10) 15 Set Traps 2 15 © 25
Begging 2 25 ) 35 Spnntmg 5 5 ) 30
Bribery 5 23 () 48 Stunned Maneuvers 3 15 0) 30
Camouflage 4 13 (0) 33 Time Sense 2 13 ( 10) 23
Contortions 5 17 (0) 42 Trap Building 4 13 (0) 33
Cookery 1 15 ) 20 Trickt?ry . 2 20 (1)) 30
Diplomacy 1 25 0)) 30 Ventriloquism 2 15 (10) 25
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Prof: Mentalist, Level: 15. Exp Points: 300,000.

Eyes: Green. Hair: Black. Build: Average.

Height: 6'. Weight: 182 Ibs. Hits: 108/113.

Realm: Mentalism. Power Points: 60 (+1 ).

St-78 (78); Qu-86 (86); Pr-101 (101); In-95 (95); Em-73 (73);
Co-89 (89); Ag-79 (79); SD-90 (90); Re-90 (90); Me-92 (92).

AT: 13; DB: 5; Armor Penalty: 10/0/5. Move: 55'.

New Equipment: Crown of Control (silver circlet studded with
amethysts: Empowered with +40 RR vs. Mentalism attacks or spells

et RN A S A e, S

Primary Spell Lists:

Mind attack 1-20 ....oieeevrecereneas (Mentalist Base List)
Mind Merge 1-20 ....coccvvveniininiscosinnnens (Mentalist Base List)
Presence 1-20 ...ccovvreeeveevenscsscesensns (Mentalist Base List)
Mind Control 1-20 . (Mentalist Base List)
Mind Speech 1-20......ccovimnenvevmrecresivnenens (Mentalist Base List)

Sense Control 1-20............
Attack Avoidance 1-50 .....
Telekinesis 1-10 ......ccuccun.
Damage Resistance 1-10

... (Mentalist Base List)
....(Open Mentalism List)
...(Closed Mentalism List)
(Open Mentalism List)

and a +4 Spell adder). +15 White Alloy Short Sword with Extra A Detections 1-10 ..(Open Mentalism List)
Electrical Critical on Same Roll; +20 Enchanted Elven Chain Shirt Secondary Spell Lists:
(+20 on Defensive Bonus and 50% chance of Negating a Chest Cloaking 1-25 (Open Mentalism List)
Critical. Weight has been reduced to 10% of its normal encumbrance Shifting 1-25 ..... (Closed Mentalism List)
and will float on water). Presence 1-25 ........ (Mentalist Base List)
Mind Mastery 1-25 .....ccovrnnreivisisesisnsnene (Closed Mentalism List)
Anticipations 1-20 (Open Mentalism List)
Damage Resistance 1-25.......cccourerevuenreerene (Open Mentalism List)
Delving 1-10 (Open Mentalism List)
Brilliance 1-10 (Open Mentalism List)
Attack Avoidance 1-20 ......ccccerrenrecrsncsensens (Open Mentalism List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Maneuver Direction Sense 2 13 15) 23
Balance+ 24 25 0, (0,45) 99 Disarm Foe, Unarmed 2 20 ) 30
Leaping 12 25 0, (0,45) 66 Disguise 14 25 ()] 83
Landing 14 25 0, (0,45) 83 Distance Running 3 5 ) 20
Speed 16 25 0, (0,45) 87 Diving 2 17 ()] 27
Body Development 15 1.05 0, (15,0) 108/113 Falsification 4 13 ©) 33
Climbing 4 20 0, (0,0),20 t 60 Heraldry 3 10 (15) 25
Directed Spells Hide Item 4 13 ()] 33
Mental Attack 2 20 0, (15,15) 30 Hypnosis 4 25 (V)] 45
General Perception 13 10 0, (15,15) 66 Jumping 3 15 ©0) 30
Linguistics 5 — — R-5 Lock Lore 1 10 (15) 15
Maneuver in Chain 13 13 0, (0,0) 78 Machination 2 15 (15) 25
Martial Arts Meditation
Sweeps R-1 8 13 0, (0,0) 52 Cleansing 7 15 (45) 50
Riding 3 17 0,(0,0),20 % 52 Death 2 25 45) 35
Runes 14 15 0, (15,30) 73 Healing 7 15 45) 50
Short Sword+ 6 13 0, (0,0) 48 Ki 7 25 45 65
Stalk/Hide 6 15/15 0,(0,0),20+ 65/45 Sleep 7 15 45) 50
Staves/Wands 13 15 0, (15,30) 71 Trance 7 25 45) 65
Swimming 6 20 0,(0,0,20f 70 Metal Lore 1 10 (15) 15
Acrobatics 5 13 ©) 38 Mnemonics 2 13 (45) 23
Acting 14 25 (O) 83 Poison Lore 1 10 ( 1 5) 15
Administration 6 23 as) 53 Repelling 2 20 © 30
Architecture 4 10 a15) 30 Seduction ! 25 © 30
Astronomy 1 10 (15) 15 Set Traps 2 15 © 2
Begging 2 25 ©) 35 Sprinting 5 5 ©) 30
Bribery 11 23 ) 75 Stunned Maneuvers 3 15 0) 30
Camouflage 4 13 0); 33 Time Sense 2 13 (15) 23
Contortions 5 17 0) 42 Trap Building 4 13 © 33
Cookery 1 15 (0) 20 Trickery 2 20 (0) 30
Diplomacy 1 25 ) 30 Ventriloquism 2 15 (15) 25
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Prof:: Mentalist. Level: 20. Exp Points: 500,000.

Eyes: Green. Hair: Black. Build: Average.
Height: 6'. Weight: 182 Ibs. Hits: 120/126.

Realm: Mentalism. Power Points: 80 (+1 ).

St-78 (78); Qu-86 (86); Pr-101 (101); In-95 (95); Em-73 (73);
Co-89 (89); Ag-79 (79); SD-90 (90); Re-90 (90); Me-92 (92).

AT: 13; DB: 5; Armor Penalty: 10/0/5. Move: 55'".

New Equipment: Crown of Control (silver circlet studded with
amethysts: Empowered with +40 RR vs. Mentalism attacks or spells
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and a +4 Spell adder). +15 White Alloy Short Sword with Extra ‘A’
Electrical Critical on Same Roll; +20 Enchanted Elven Chain Shirt
(+20 on Defensive Bonus and 50% chance of Negating a Chest
Critical. Weight has been reduced to 10% of its normal encumbrance

and will float on water). Sphere of Control (deep purple crystal palantir
which acts as an exclusive Spell Deflect against Mentalism spells only.

The item can turn 2 spells per day.).

Primary Spell Lists:

Mind attack 1-20 ......ccceueevveeirieerenrenreernennens (Mentalist Base List)
Mind Merge 1-20 ................ (Mentalist Base List)
Presence 1-20 ......cccoeureuerenene ...(Mentalist Base List)
Mind Control 1-20 ... ... (Mentalist Base List)
Mind Speech 1-20 .... ...(Mentalist Base List)
Sense Control 1-20.......cecovevveniinveniveenneenen. (Mentalist Base List)
Attack Avoidance 1-50 ......coccocvvvervevirnernenens (Open Mentalism List)
Telekinesis 1-10 .............. ... (Closed Mentalism List)
Damage Resistance 1-10. ...(Open Mentalism List)
Detections 1-10 ................... ...(Opeén Mentalism List)
Concussion Mastery 1-10 (Lay Healer Base List)
Blood Mastery 1-5 ......ccoovevemervmmresiencieeenns (Lay Healer Base List)
Secondary Spell Lists:

Cloaking 1-25 .....ccooveevirrerenrrieeresienininenns (Open Mentalism List)
Shifting 1-25 ..oiviivnniiieniiminn. (Closed Mentalism List)
Presence 1-25 .ovveiveceeveeiereneneenernesenns (Mentalist Base List)
Mind Mastery 1-25 ......ccoccoeimirnvniennicnrinnis (Closed Mentalism List)
Anticipations 1-20......c..ccoeveverreuiecivenennes (Open Mentalism List)
Damage Resistance 1-25 ........ccoocoiivenienncne (Open Mentalism List)
DeElving 1-10 ...ooviviviinenreneninnnenerieresensasionens (Open Mentalism List)
Brilliance 1-10 ......ccoovvvvivnreniereeniresncnenens (Open Mentalism List)
Attack Avoidance 1-20 ..coivvvveerernieniinininie. (Open Mentalism List)
Mind Subversion 1-10 ........cccoivivieniiionnse (Evil Mentalist List)
Mind Domination 1-10 .......ccoceevviierninreneen. (Evil Mentalist Base List)
Mind Erosion 1-20 .......cooveeeverevenrenneeenens (Evil Mentalist List)

Mind Death 1-10 ..................

Cirererreeeaerrennens (Evil Méntalist Base List)

Stat Special Stat Special

Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Maneuver Direction Sense 2 13 (20) 23

Balance+ 24 25 0, (0,60) 99 Disarm Foe, Unarmed 2 20 ) 30

Leaping 12 25 0, (0,60) 66 Disguise 19 25 (0] 93

Landing 14 25 0, (0,60) 83 Distance Running 3 5 0) 20

Speed 16 25 0, (0,60) 87 Diving 2 17 ©) 27
Body Development 17 1.05 0, (20,0) 120/126 Falsification 4 13 ) 33
Climbing 4 20 0,(0,0),20 % 60 Heraldry 3 10 (20) 25
Directed Spells Hide Item 4 13 ©0) 33
Mental Attack 12 20 0, (20,20) 74 Hypnosis 4 25 (V)] 45
General Perception 18 10 0, (20,20) 76 Jumping 3 15 ()] 30
Linguistics 5 — — R-5 Lock Lore 1 10 (20) 15
Maneuver in Chain 13 15 0, (0,0) 78 Machination 2 15 (20) 25
Martial Arts Meditation

Sweeps R-1 8 13 0, (0,0) 53 Cleansing 7 15 45) 50
Riding 8 17 0, (0,0), 20 t 71 Death 2 25 (45) 35
Runes 19 15 0, (20,40) 83 Healing 7 15 45) 50
Short Sword+ 9 13 0, (0,0) 58 Ki 7 25 45) 65
Stalk/Hide 11 15/15 0,(0,0),20t 87/67 Sleep 7 15 (45) 50
Staves/Wands 18 15 0, (20,40) 81 Trance 12 25 45) 79
Swimming 6 20 0, (0,0), 20 ¥ 70 Metal Lore 1 10 (20) 15
Acrobatics 5 13 ©) 38 Mnemonics 7 13 (43) 48
Acting 24 25 (0) 99 Poison Lore 1 10 (20) 15
Administration 6 23 (20) 53 Repelling 2 20 ©) 30
Architecture 4 10 (20) 30 Seduction 1 25 © 30
Astronomy 1 10 (20) 15 Set Traps 2 15 © 25
Begging ) 25 ) 35 Sprinting 5 5 ) 30
Brlbery 21 23 ©) 94 Stunned Maneuvers 3 15 ()} 30
Camouflage 4 13 (0) 33 Time Sense 2 13 (20) 23
Contortions 5 17 ©) 42 Trap Building 4 13 ©) 3
Cookery i 15 ©) 20 Trickery 2 20 © 30
Diplomacy 1 , 25 (O) . 30 ’ Venmloqulsm 2 , 15 (20) 25
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MESSA J][QKRU 'LAY HEALER”
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(Mis’a Ge’Ku’Ru)

{]ittle Mess, as her parents called her, was born circa 6035
in the rough hills of Jaiman, far from any large settle-
H{]ment. There she lived with her father, who trapped
various animals for their skins and pelts, and her mother,
who was a master of basket-weaving and construction of intricate
beaded necklaces. Later, she would also have the company of a
smaller brother named Pesta JiQkru (Peesta Ge’Ku’Ru) who would
carry on his father’s skills and trade for another generation.

LEvVEL 3

When she was older, Messa ventured into the dark forests to
pick mushrooms, roots, and berries. There she discovered an
injured animal. A small fawn had broken its leg, and Little
Mess instantly took it under her care. The deer quickly grew
strong and powerful. Soon the Little Mess was searching the
great highlands for all sorts of animals to befriend or help.

Her father, being a protective parent, gave her an old,
tarnished metal breastplate (the size of which hinted
it was for a child-king or perhaps a near life-size toy
soldier). He hoped that armor would be
encumbering enough to prevent her trips,
but the little girl didn’t seem to mind the
armor a bit, and later found she could
easily cast spells in it.

LEVEL §

It was on one of these forays searching
for wounded animals, that she ran across
what must have been an ancient burial
ground. There she met up with twenty
‘wounded’ apparitions which had died in
an ancient battle. The visions told her
their story, which was a sad one indeed.
They said that they were part of a noble
clan of highlanders that met with a fierce
force of Lugroki. They fought a great
battle that day on the highland shelf, and
each Lugroki met its horrible maker.
Many of the great warriors, however,
were wounded. No one within the party
of warriors was a Healer, or Lay Healer, '
and thus twenty of the bravest men died \
from simple wounds. They told this to
Little Mess because their spirits could only
be freed from the mortal plane if they could
persuade a highlander, a warrior no less, to ,
learn the teachings and skills of a professional Lay
Healer (a rather ignoble profession in the Highlands). .
Little Mess perceived their plight and agreed. The appa-
ritions drifted off into the outer realms.

LEVEL 7 .
Messa returned home that day with a goal in life, which
was to be the best Lay Healer she could be. According to the
ghosts' plight, she also had to become a great warrior —
something that the women of a Highlands rarely became. With
her two goals in front of her, she set about to learn the craft of
magic and the craft of war.
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LEvEL 10
Over the next several years she spent more time in the woods
and visited some minor skirmishes fought in the region in local
wars or battles with the Unlife. Here, she cured the sick and
injured, and at times even defended the fallen with her skills of
war.

LEVEL 15
When she turned twenty-four, Messa had finally completed the
full test of battle. Returning home from a three-day outing to the
woods, she spotted a haze of spiralling smoke. She discovered a -
small war party of Lugroki attacking her house. Inside, her
mother lay injured from a black arrow. Her brother fought
furiously but had no real skills, nor did her father who was

I"" good with a trap but nearly useless with a bow or sword.

She charged into the fray, brandishing her weapons.
Though she took many wounds, she routed the party of
Lugroki into the hills. The following day, after an amaz-

ing recovery, she set out with bow and arrow and with
her wildemess friends (bear, fox, coyote, and
puma) quickly dispatched the monsters for good.

LEVEL 20
Later in her life, she voyaged to faraway
lands where she took part in numerous battles
against the Lugroki. There she met up with
High Chief Azog HiKQrul and later married
him and had five children, three girls and
two boys.

The Little Mess still lives in the High-
lands with Azog and her children. She has
honed her skill at healing, and at war, to a
very fine edge.

DESCRIPTION

Messa JiQkru is a small woman, standing
only four feet, nine inches tall and weighing
no more than 100 pounds. She has shoulder-
length, brown hair, which is straight and
lifeless, and milky blue eyes. She bares a
large birthmark under her right eye, which is
shaped liked a swooping raven.

Messa wears a well-worn breastplate in
times of conflict, with a flowing, but faded,
blue cape sporting a large cowl. She wears
tight-fitting leather leggings and well-soled
boots that can withstand the highland terrain
for months before needing repair. In battle,
she also wears small circlets of unadomed
iron and bronze knee caps, so that she may

quickly bend down to help the injured with-
out bruising her legs. She always carries abag
of medicines and bandages over her back
Messa can be found with a large boar spear
and a bow to protect herself.




Prof: Lay Healer. Level: 1. Exp Points: 10,000.
Eyes: Blue. Hair: Light Brown. Build: Light.
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AT: 17; DB: 0; Armor Penalty: 72/0/10. Move: 50' (45').

g Lo L Primary Spell Lists:
g:;ﬁ::: :Agniamfl%’l:&iggi’z}glfs('xzzl/t?' Blood Mastery 1-10 e.eveorvcceerreesoceres (Lay Healer Base List)
: ) * ' Concussion Mastery 1-10 ........coenee. (Lay Healer Base List)
St-85 (89); Qu-68 (85); Pr-90 (90); In-99 (99); Em-46 (64); Secondary Spell Lists:
Co-73 (87); Ag-86 (101); SD-90 (90); Re-82 (82); Me-41 (82). Attack Avoidance 1-10 .......ccccevvnrnnnne (Open Mentalism List)
Background Options: SOC-5 +2 to In; SOC-5 +2 to Ag; SAA- Blood Mastery 1-10 ......coevvivereinnnnne (Lay Healer Base List)
93 +20 SD modifier; SAM-11 Armor doesn’t hinder spell-
casting; SOC-57 +1 Spell Adder (Gold Headband); SOC-93 x2
Spell Multiplier (Opal inset in gold headband) ¥.
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Body Development+ 4 — 0, (2,0) 27127 Alchemy 1 3 3) 8
Climbing 2 5 0, (0,0) 15 Animal Healing 1 3 3) 8
First Aid 2 18 —_ 28 Cookery 1 5 ) 10
General Perception 5 15 0, (0,0) 40 Diagnostics 2 i3 3 23
Maneuver Plate 2 8 0, (0,0) 18 Diplomacy 1 15 ()] 20
Riding 1 3 0, (0,0) 8 Drug Tolerance 2 18 3) 28
Staves/Wands 1 10 0, (1,1) 15 Midwifery 2 7 3) 17
Swimming 2 5 0, (0,0) 15 Philosophy 2 3 2) 13
Poetic Improvisation 1 13 ()} 18
Religion 1 3 3) 8
Second Aid 2 18 3) 28
Surgery 2 18 3) 28
Trading 1 3 ©) 8
s ":.‘.-. > ..‘L':: ¥ '.‘... ot k-.—d~ .--»—3 LEVEL 3 (38 L.L-.-x!z —-w" ~"'"'i':u."1~ "d"‘;‘- -»;»-m..a.a
Prof:: Lay Healer. Level: 3. Exp Points: 30,000. Prlmary Spell Lists:
Eyes: Blue. Hair: Light Brown. Build: Light. Blood Mastery 1-10 ......cccovevvrieriienne (Lay Healer Base List)
Height: 4'9". Weight: 100 lbs. Hits: 35/37. Concussion Mastery 1-10 ........cccoeveeee. (Lay Healer Base List)
Realm: Mentalist. Power Points: 3 ((x2 1). Bone Mastery 1-10......cocomvivenrinennenes (Lay Healer Base List)
St-87 (89); Qu-75 (85); Pr-90 (90); In-99 (99); Em-50 (64); Secondary Spell Lists: o
_ . Ao . QD). . Re. Me Attack Avoidance 1-10 .....cccoovinnninnenn (Open Mentalism List)
Co-80 (87); Ag-96 (101); SD-90 (90); Re-82 (82); Me-52 (82). Blood Mastery 1-10 ....c.cccecoveeriirerennnn. (Lay Healer Base List)

AT: 17; DB: 0; Armor Penalty: 37/0/10. Move: 55' (50). Damage Resistance 1-10 (Open Mentalism List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Body Development+ 5 1.05 0, (6,0) 35/37 Alchemy 1 3 ©6) 8
Climbing 2 15 0, (0,0) 25 Animal Healing 5 3 ) 28
Compound Bow 1 13 0, (0,0) 18 Cookery 1 5 3) 10
First Aid 4 18 0,(0,9) 38 Diagnostics 7 13 ) 48
General Perception 5 15 0,(3.,3) 40 Diplomacy 1 15 (V)] 20
Maneuver Plate 8 13 0, (0,0) 53 Drug Tolerance 2 18 ' ) 28
Riding 1 8 0, (0,0) 13 Meditation
Runes 1 10 0,(3,3) 15 Cleanse 1 18 3) 23
Spear 1 12 0, (0,0) 17 Healing 2 18 3) 28
Staves/Wands 2 10 0,(3,3) 20 Midwifery 2 7 ) 17
Swimming 2 15 0, (0,0) 25 Philosophy 2 3 6) 13
Poetic Improvisation 1 13 0) 18
Religion 1 3 6) 8
Second Aid 6 18 ) 48
Surgery 6 18 ) 48
Trading 1 3 ) 8
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Prof:: Lay Healer. Level: 5. Exp Points: 50,000. Primary Spell Lists:
Eyes: Blue. Hair: Light Brown. Build: Light. Blood Mastery 1-10 ......cccocveevuerrierecnennes (Lay Healer Base List)
Height: 4' 9". Weight: 100 1bs. Hits: 48/50. Concussion Mastery 1-10 .. ...(Lay Healer Base List)
Realm: Mentalist. Power Points: 5 (x2 1). Bone Mastery 1-10.............. ...(Lay Healer Base List)
St-88 (89); Qu-83 (85); Pr-90 (90); In-98 (99); Em-64 (64); Muscle Mastery 1-10 .......coccvverrerenririrennnns (Lay Healer Base List)
C 0-87((87));?\ g-lOE) (1)01 % SD(-90)(90); R£-8; (82): Mé-78) (82). Nerve and Organ Mastery 1-10 e (Lay Healer Base List)
Secondary Spell Lists:
AT: 17; DB: 0 (+2 TE); Armor Penalty: 18/0/10. Move: 55' (50"). Attack Avoidance 1-10 ............ccreveenenn...... (Open Mentalism List)
New Equipment: +15 Crimson Alloy Metal Breast Plate (Apply +10 Blood Mastery 1-10 ............ (Lay Healer Base List)
to Maneuver Penalty, +5 to DB). Damage Resistance 1-10 (Open Mentalism List)
Sense Mastery 1-10......... ...(Closed Mentalism List)
Shifting 1-10 ...ccovovrvrrrveerierieeiiresee e (Closed Mentalism List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Cookery 3 5 5) 20
Strength 1 23 0, (0,5) 28 Diagnostics 7 13 (15) 48
Balance 2 23 0, (0,5) 33 Diplomacy 1 15 ©) 20
Body Development+ 7 1.05 0, (10,0) 48/50 Drug Tolerance 2 18 (15) 28
Climbing 3 25 0, (0,0 40 Frenzy 2 18 5) 28
Compound Bow 1 20 0, (0,0) 25 Meditation
First Aid 4 18 0, (0,15) 38 Cleanse 1 18 4) 23
General Perception 7 15 0, (5,5 50 Healing 2 18 5 28
Maneuver Plate 12 18 0, (0,0) 78 Midwifery 2 7 (15) 17
Riding 3 13 0, (0,0) 28 Philosophy 2 3 (10) 13
Runes 1 10 0, (5,5) 15 Poetic Improvisation 1 13 0) 18
Spear 1 15 0, (0,0) 20 Religion 1 3 (10) 8
Staves/Wands 2 10 0,(5.,5) 20 Second Aid 6 18 (15) 48
Swimming 3 25 0, (0,0) 40 Stunned Maneuvers 2 35 ) 45
Alchemy 1 3 (10) 8 Surgery 6 18 (15 48
Animal Healing 5 3 (15) 28 Trading 1 3 © 8
Beast Mastery Tumbling
Canines (Dogs) 2 5 (1)) 15 Evasion 2 15 © 25
Ursoids (Bears) 2 5 ) 15
Felines (Cat) 2 5 0) 15
" T T . y— e o e
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Prof: Lay Healer. Level: 7 Exp Points: 90,000. Primary Spell Llsts.
Eyes: Blue. Hair: Light Brown. Build: Light. Blood Mastery 1-10 ..........cc.oevvvvenreninenne.. (Lay Healer Base List)
Height: 4' 9". Weight: 100 Ibs. Hits: 58/61. Concussion Mastery 1-10 ..o (Lay Healer Base List)
Realm: Mentalist. Power Points: 7 (x2 ). Bone Mastery 1-10........ccovveveeereererrueercannne (Lay Healer Base List)
St-89 (89); Qu_85 (85); Pr-90 (90); In-99 (99); Em-64 (64); Muscle Mastery 1-10 e (Lay Healer Base Llst)
. R A . Nerve and Organ Mastery 1-10 ................. Lay Healer Base List
Co-87 (87); Ag-101 (101; SD-90 (90); Re-82 (82); Me-82 (82). Prosthetics 1-%0 ............ ry ............................ ELa? Healer Base Listg
AT: 17; DB: 0 (+2 TE); Armor Penalty: 16/0/10, Move: 50' (45"). Secondary Spell Lists:
New Equipment: +15 Crimson Alloy Metal Breast Plate ( Apply +10 Attack Avoidance 1-20 ........cocevverrrerernnne. (Open Mentalism List)
to Maneuver Penalty, +5 to DB and has 15% chance to Negate a Chest Blood Mastery 1-10 ......cccoovververenrecusinennenn. (Lay Healer Base List)
Critical). Damage Resistance 1-10..........c..coueuunnn..... (Open Mentalism List)
Sense Mastery 1-10 ....{Closed Mentalism List)
Shifting 1-10 c.vveveevererereeccoeieereeereneereeenen, (Closed Mentalism List)
Stat Special General Perception 9 15 0,(7.,7D 60
Skill Rank Bonus Bonus Total Maneuver Plate 12 20 0, (0,0) 80
Adrenal Moves Riding 3 15 0, (0,0) 30
Strength 3 23 0, 0,7 38 Runes 1 10 0,(7,7) 15
Balance 4 23 0,(,7) 43 Spear 3 17 0, (0,0) 32
Body Development+ 9 1.05 0, (14,0) 58/61 Staves/Wands 2 10 0,(7,7) 20
Climbing 3 30 0, (0,0) 45 Swimming 3 30 0, (0,0) 45
gi(::t“;fil;nd Bow g fg 0(?’ (g),'z?) :553 (Level 7 continued on next page)
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Stat Special Meditation
Skill Rank Bonus Bonus Total Cleanse 1 18 Q) 23
Alchemy 1 3 (14) 8 Healing 5 18 )] 43
Animal Healing 9 3 @1 48 Midwifery 2 7 Q) 17
Beast Mastery Philosophy 2 3 (14) 13
Canines (Dogs) 4 5 (V)] 25 Poetic Improvisation 1 13 ©) 18
Ursoids (Bears) 4 5 ) 25 Religion 1 3 14) 8
Felines (Cats) 4 5 ()] 25 Second Aid 6 18 (21) 48
Cookery 3 5 Q) 20 Stunned Maneuvers 4 35 (0)] 55
Diagnostics 7 13 21 48 Surgery 6 18 21 48
Diplomacy 1 15 ©) 20 Trading 1 3 ©) 8
Drug Tolerance 2 18 (21 28 Tumbling
Frenzy 2 18 ) 28 Evasion 2 15 ) 25

Primary Spell Lists:

Prof: Lay Healer. Level: 10. Exp Points: 150,000.
Eyes: Blue. Hair: Light Brown. Build: Light. Blood Mastery 1-20 ......ccccoonveeennennerarensan (Lay Healer Base List)
Height: 4' 9", Weight: 100 Ibs. Hits: 73/77. Concussion Mastery 1-20 (Lay Healer Base List)
Realm: Mentalist. Power Points: 10 (x2 1). Bone Mastery 1-20.......ccocevveines .(Lay Healer Base List)
St-89 (89); Qu-85 (85); Pr-90 (90); In-99 (99); Em-64 (64); Muscle Mastery 1-10 ceincisiesnniinene (Lay Healer Base List)
. . . . Nerve and Organ Mastery 1-10 Lay Healer Base List
Co-87 (87); Ag-101 (101); SD-50 (90); Re-82 (82); Me-82 (82). Prosthetics 1-%0 ............ 1‘}' ............................ ELaz Healer Base List;
AT: 17; DB: 0 (+5 TE); Armor Penalty: 16/0/10. Move: 55' (50'). Secondary Spell Lists:
New Equipment: +15 Crimson Alloy Metal Breast Plate (Apply +10 Attack Avoidance 1-20 .......cccecvviruivmiieinnns (Open Mentalism List)
to Maneuver Penalty, +5 to DB and has 15% chance to Negate a Chest Blood Mastery 1-10 ............ (Lay Healer Base List)
Critical). Spear of Thunder Bolts (+15 Enchanted Steel II Spear with Damage Resistance 1-10 (Open Mentalism List)
an Extra ‘C’ Electricity Critical on Separate Roll). Sense Mastery 1-10.........cceeeee. (Closed Mentalism List)
Shifting 1-10 ...ocvviiiriirnrennricecnisesnecnnees (Closed Mentalism List)
Telekinesis 1-10 ....coveeereverscereninesressnceisanse (Closed Mentalism List)
Movement 1-10.......ocvirviricereneeicencnensensinne (Open Mentalism List)
Stat Special ' Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Alchemy 1 3 (10) 8
Strength 6 23 0, (0,10) 53 Animal Healing 9 3 30) 48
Balance 7 23 0, (0,10) 58 Beast Mastery
Body Development+ 12 1.05 0, (20,0) 73177 Canines (Dogs) 5 5 ) 30
Climbing 4 30 0, (0,0) 50 Ursoids (Bears) 5 5 ©0) 30
Compound Bow 3 23 0, (0,0) 38 Felines (Cats) 5 5 (V)] 30
First Aid 13 18 0, (0,21) 74 Cookery 3 5 (10) 20
General Perception 12 15 0, (10,10) 69 Diagnostics 7 13 30) 48
Linguistics 4 — — R-4 Diplomacy 1 15 (V)] 20
Maneuver Plate 12 20 0, (0,0) 80 Drug Tolerance 2 18 (30) 28
Martial Arts Frenzy 8 18 (10) 58
Sweeps R-1 3 23 0, (0,0) 38 Midwifery 2 7 (30) 17
Riding 6 15 0, (0,0) 45 Philosophy 2 3 ) 13
Runes 1 10 0, (10,10) 15 Poetic Improvisation i 13 (20) 18
Spear 3 17 0, (0,0) 32 Religion 1 3 (20) 8
Staves/Wands 2 10 0, (10,10) 20 Second Aid 6 18 30) 48
Swimming 5 30 0, (0,0) 55 Stunned Maneuvers 7 35 ) 70
Subduing 3 18 (V)] 33
Surgery 6 18 30) 48
Trading 1 3 ()} 8
Tumbling
Evasion 5 15 ) 40
Meditation
Cleanse 1 18 ()] 23
Healing 11 18 ©) 70
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Prof:: Lay Healer. Level: 15. Exp Points: 300,000. Primary Spell Lists:
Eyes: Blue. Hair: Light Brown. Build: Light. Blood Mastery 1-20 ........cccceueeereeernene. (Lay Healer Base List)
Height: 4' 9", Weight: 100 Ibs. Hits: 106/111. Concussion Mastery 1-25 .................... (Lay Healer Base List)
Realm: Mentalist. Power Points: 15 (x2 }). Bone Mastery 1-20...........ccoeivvvrrennnen. (Lay Healer Base List)
St-89 (89); Qu-85 (85); Pr-90 (90); In-99 (99); Em-64 (64); Muscle Mastery 1-20 ..........cccouuenuee. (Lay Healer Base L%St)
Co-87 (87), Ag-lOl (101)’ SD-90 (90)’ Re-82 (82); Me-82 (82). Nerve and Organ Mastery 1-20............ (Lay Healer Base L!St)
' Prosthetics 1-20......cuvvevervevevreeeeneene (Lay Healer Base List)
AT': 17; DB: 0 (+5 TE); Armor Penalty: 16/0/10. Move: 55 Secondary Spell Lists:
(50). Attack Avoidance 1-20 ........................ (Open Mentalism List)
New Equipment: +15 Crimson Alloy Metal Breast Plate Blood Mastery 1-10 .........coccvverernennene (Lay Healer Base List)
(Apply +10 to Maneuver Penalty, +5 to DB and has 15% Damage Resistance 1-20...................... (Open Mentalism List)
chance to-Negate a Chest Critical). Spear of Thunder Bolts (+15 Sense Mastery 1-10.......ccovevveveueneneen. (Closed Mentalism List)
Enchanted Steel II Spear with an Extra ‘C’ Electricity Critical Shifting 1-10 .....coeevevvccrvcrneerrennnnns (Closed Mentalism List)
on Separate Roll). +10 Wyvern Rib-Bone Compound Bow with Telekinesis 1-10 ......covvvevineecrerereenenee (Closed Mentalism List)
30% Range Penalty Reduction and 20% Range Increase. Movement 1-10 ......ccoeevrerrrreerrrrnennnen, (Open Mentalism List)
Cloaking 1-10....c.cccoueerrerererriirenrrrennnen. (Open Mentalism List)
Brilliance 1-10 .......ccvuvvviveerieierrrennne (Open Mentalism List)
Detections 1-10 .....ocovevvevvcerververeeranenn. (Open Mentalism List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Alchemy o1 3 30) 8
Strength 7 23 0, (0,15) 58 Animal Healing 14 3 45) 61
Speed 1 23 0, (0,15) 28 Beast Mastery
Balance 8 23 0, (0,15) 63 Canines (Dogs) 5 5 (1)) 30
Leaping 1 23 0, (0,15) 28 Ursoids (Bears) 10 5 ) 55
Landing 1 23 0, (0,15) 28 Felines (Cats) 5 5 0) 30
Acrobatics 5 18 0, (0,0) 43 Cookery 3 ok *k +15
Body Development+ 17 1.05 0, (30,0) 106/111 Diagnostics 7 13 45) 48
Climbing 9 30 0, (0,0) 75 Diplomacy 1 15 ) 20
Compound Bow 3 23 0, (0,0) 38 Drug Tolerance 2 18 45) 28
Cookery 10 13 0, (0,15) 63 Frenzy 18 18 (15) 84
First Aid 23 18 0, (0,45) 91 Meditation
General Perception 17 15 0, (15,15) 79 Cleanse 1 18 (15) 23
Linguistics 4 —_ — R-4 Healing 21 18 (15) 89
Maneuver Plate 12 20 0, (0,0) 80 Midwifery 2 7 45) 17
Martial Arts Philosophy 2 3 (30) 13
Sweeps R-1 8 23 0, (0,0 63 Poetic Improvisation 1 13 ©0) 18
Riding 11 15 0, (0,0) 67 Religion 1 3 30) 8
Runes 1 10 0, (15,15) 15 Second Aid 6 18 (45) 48
Spear 3 17 0, (0,0) 32 Stunned Maneuvers 12 35 ©0) 89
Staves/Wands 2 10 0, (15,15) 20 Subduing 3 18 (V)] 33
Swimming 10 30 0, (0,0) 80 Surgery 6 18 45) 48
Trading 1 3 ) 8
Tumbling
Evasion 10 15 ) 65
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Prof: Lay Healer. Level: 20. Exp Points: 500,000.
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Primary Spell Lists:

Eyes: Blue. Hair: Light Brown. Build: Light. Blood Mastery 1-25 .....ccnveininvcinennenne (Lay Healer Base List)
Height: 4' 9". Weight: 100 lbs. Hits: 120/126. Concussion Mastery 1-25 .........oeueee. (Lay Healer Base List)
Realm: Mentalist. Power Points: 20 (x2 ). Bone Mastery 1-25 ......ocvvvnninvnennenns (Lay Healer Base List)
St-89 (89); Qu-85 (85); Pr-90 (90); In-99 (99); Em-64 (64); Muscle Mastery 1-25 ........cocevvvernnenene (Lay Healer Base L!St)
Co-87 (87); Ag-101 (101); SD-90 (90); Re-82 (82); Me-82 (82). Nerve ar}d Organ Mastery 1-20............ (Lay Healer Base List)
' Prosthetics 1-20......covveerecriviircceencreeennns (Lay Healer Base List)
AT: 17; DB: 0 (+10 TE); Armor Penalty: 16/0/10. Move: 55 BILlIance 1-10 weevvveeeeoesreeccereeerreereesss (Open Mentalism List)
(507 Secondary Spell Lists:
New Equipment: +15 Crimson Alloy Metal Breast Plate Attack Avoidance 1-20 .......cccocvurvnnene (Open Mentalism List)
(Apply +10 to Maneuver Penalty, +5 to DB and has 15% Blood Mastery 1-20 .........ocecevvveennenene (Lay Healer Base List)
chance to Negate a Chest Critical). Spear of Thunder Bolts (+15 Damage Resistance 1-20...........c.ooueueee. (Open Mentalism List)
Enchanted Steel II Spear with an Extra ‘C’ Electricity Critical Sense Mastery 1-10........cccevnvrverenennn, (Closed Mentalism List)
on Separate Roll). +10 Wyvern Rib-Bone Compound Bow with Shifting 1-10 .....ccoovvivnivinenicnennrennes (Closed Mentalism List)
30% Range Penalty Reduction and 20% Range Increase. Eye of Telekinesis 1-10 .......ccooveivrverivirrenreennens (Closed Mentalism List)
Concentration (9" diameter white pearl offset with 20 carat Movement 1-10 .....cccccevieenirccrnrencrnncnniens (Open Mentalism List)
Sapphire: +20 on all Adrenal Maneuver Skills). Cloaking 1-10......cceremvenreeicenieiiennne (Open Mentalism List)
Brilliance 1-10 ......ccooivvvvninvcnninnenenns (Open Mentalism List)
Detections 1-10 ......covceevreecrecennensceninns (Open Mentalism List)
Concussion Mastery 1-20 .........ccoueneee. (Lay Healer Base List)
Bone Mastery 1-10......ccccvivevvivninenne (Lay Healer Base List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Acrobatics 5 18 0, (0,0) 43 Beast Mastery
Adrenal Moves Canines (Dogs) 5 5 ) 30
Strength 8 23 0, (0,20) 63 Ursoids (Bears) 15 5 ©0) 65
Speed 2 23 0, (0,20) 33 Felines (Cats) 5 5 ) 30
Balance 9 23 0, (0,20) 68 Alchemy 1 3 (40) 8
Leaping 2 23 0,(0,20) 33 Animal Healing 24 3 (60) 77
Landing 2 23 0, (0,20) 33 Cookery 3 *ok ok +15
Body Development+ 17 1.05 0, (40,0) 120/126 Diagnostics 7 13 (60) 48
Climbing 9 30 0, (0,0 75 Diplomacy 1 15 ©) 20
Compound Bow 5 23 0, (0,0) 48 Drug Tolerance 2 18 (60) 28
Cookery 10 13 0, (0,20) 63 Frenzy 28 18 (20) 96
Directed Spells Meditation
Brilliance 8 30 0, (20,0) 70 Cleanse 1 18 (20) 23
First Aid 33 18 0, (0,60) 100 Healing 21 18 (20) 89
General Perception 22 15 0, (20,20) 87 Midwifery 2 7 (60) 17
Linguistics 4 — — R-4 Philosophy 2 3 (40) 13
Maneuver Plate 12 20 0, (0,0) 80 Poetic Improvisation 1 13 0) 18
Riding 14 15 0, (0,0) 73 Religion 1 3 (40) 8
Runes 1 10 0, (20,20) 15 Second Aid 11 18 (60) 70
Spear 6 17 0, (0,0) 47 Stunned Maneuvers 17 35 ) 99
Staves/Wands 2 10 0, (20,20) 20 Subduing 3 18 ) 33
Swimming 10 30 0, (0,0) 80 Surgery 6 18 (60) 48
Stalk & Hide 5 32/35 0, (0,0) 57/60 Trading 1 3 ©) 8
Martial Arts Tumbling
Sweeps R-1 13 23 0, (0,0) 80 Evasion 15 15 0) 75
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(Mug Ki-Pood’E)

aug hailed from the richest
family in the Great River basin.
They were nextin power only to

that of the Great King Aknashir.
With such fortune, one would think that Maug
would become a powerful priest or nobleman
in the lands of Gethrya. But the road to glory
and prestige was not in the destiny of Maug
Ki’Poda. His future lay in a much different and
path, seldom followed by humans and their
kind.

Bom to the rich Ki’Poda family in 6001,
Maug grew up in sheer luxury, enjoying all the
best in life and rarely experiencing anything
but riches of every description. As a child,
Maug was immensely strong and had the con-
stitution of a full-grown elephant. He excelled
in sports and the crafts of war. His bronze-hued
skin and rippling muscles brought bubbling
excitement to all the ladies of the court.

LEVEL 3

The turning point in his life came when a
sluggish barge from the upper reaches of the
river came back with bales of spongy spice that
was said to have the most tantalizing taste. It
was latter learned that it was also a powerful
hallucinogen and very addictive (AF 85). Poor
Maug, wanting to be the first of the members of
his tight circle of rich compatriots to try the
spongy spice, fell head over heels into a spi-
ralling pit of chaos and fear — there, he later
confided to friends, his soul was eaten then
regurgitated several times by demons so hor-
rifying in appearance that their mere appearance
would cause Fighters to collapse and die.

LEVEL §

Maug returned a different person. No longer
a powerful leader, he became a warped Seer of
the future, of the past, and of the “what if?”” He
indulged himself with further drugs and alter-
ing chemicals and sat for hours dreaming of
gods, demons, and places of great technology.
It is even said that once he summoned a great
silver chariot from the sky. The thundering
chariot shattered mason buildings for miles in
all directions and it spewed forth automatons of
black groaning metal and soldiers with flaming
wands of thunder and destruction.

(10 :ROLEMASTER HEROE] ANDROGUES <

LEVEL 7
Soon Maug gathered a following of old friends, advisors, and nobility, who used his
powerful ability to tap into the past and future for their own ends. Maug's wealth and
prestige grew, but later, as his powers became too immense, many of the great priests
and kings openly resented his power and ability.

LeveL 10
Finally, the priests hired a great Mentalist who blocked Maug from reading their
thoughts long enough to summon from the very pits of hell immense black demons,
which set upon Ki’Poda and dragged him into the underworld. . . .forever.

LEVEL 15
From somewhere else, and it is unsure exactly where,
Maug returned, aged, crippled, and racked with hor-
rible nightmares and visions. He took to wandering
the streets screaming at doors and small stones. His
eyes burned with fire from some other plane and he
often fell convulsing on the ground, as if
seized with demons and devils. He man-
aged to survive by telling fortunes and
reading the palms of the lesser folk who
never knew him in his stronger and more
influential days, his shriveled husk of a
body no longer resembling the powerful
moose of only a few years earlier.

LEVEL 20

Maug still haunts the back alleys of
Ketaum where he can be found by
following his echoing, madness-
born screams. No doubt he will be
found having a deep argument with
adead mouse orimmersed in heated
debate with a horse trough. no one
knows if his powers are as sharp
as when he was Court Seer for
the Realm.

DESCRIPTION

After Maug’s overdose, he could
best be described as a wrinkled dish cloth.
After months of catatonia, he arose, revealing
a loss of more than four inches in height and
more than sixty pounds of weight. He looks as
if he was once a powerfully built man, com-
pacted, unevenly, into a smaller body. His head
juts lopsidedly on his pencil-thick shoulders. His
rib cage is gnarled and gaunt, several ribs simply
dissolved away. His legs are elephantine in pro-
portion to the rest of his body, while his face is
smashed and disfigured with bulging, horrible eyes
and a knotted forehead.

Maug limps about, wearing only a large potato
sack for clothing. He wears no sandals or boots,
and no jewelry besides a bluish orb filled j
with swirling mists. He carries withhim = G ca [
a wicked-looking dagger the length of a —_—
short sword, notched and barbed. ——
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Prof: Seer. Level: 1. Exp Points: 10,000.

Eyes: Green/Blue. Hair: Black. Build: Medium.
Height: 6'. Weight: 185 Ibs. Hits: 35/42.
Realm: Mentalism. Power Points: 1 (+2 §).

St-100 (100); Qu-75 (99); Pr-90 (90); In-86 (89); Em-40 (88);
Co-99 (99); Ag-67 (80); SD-90 (90); Re-78 (78); Me-95 (95).
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Background Options: SOC-5 +2 to Qu; SAA-95 +20 Qu
modifier; SAM-85 +15 Em modifier; SOC-4 1 language at
Rank 10 Spoken/Written ; SOC-2 +15 Secondary Skill
(Meditation Trance) }; SIC-84 +2 Spell Adder §.

AT: 2; DB: 25 (+5 AD); Armor Penalty: 0/0/0. Move: 55'.

Primary Spell Lists:
None.
Secondary Spell Lists:
None.
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Defense 1 — 0, (0,2) 5 Drug Tolerance 4 20 0) 30
Body Development+ 5 1.20 0, (0,0) 35/42 Horticulture 2 3 0) 13
Climb 1 — 0, (0,0) 5 Meditation
Dagger+ 5 20 0, (0,0) 45 Trance 3 13 2),15% 43
Disarm Traps 1 3 0, (0,0 18 Sleep 3 13 2) 28
General Perception 4 5 0,(3.3) 25 Poison Perception 1 5 3) 10
Linguistics/Language 10 — t R-10 Region Lore 1 8 (2) 13
Pick Locks 1 7 0, (0,0) 12 Sense Reality warp 2 5 ) 15
Runes 1 10 0,(1,2) 15
Staves/Wands 1 10 0,(1,2) 15
Swimming 2 — 0, (0,0) 10
Prof: Seer. Level: 3. Exp Points: 30,000. Prlmary Spell Lists:
Eyes: Green/Blue. Hair: Black. Build: Medium. Attack Avoidance 1-10 .......ccovvccnenenee (Open Mentalism List)
Height: 5' 6". Weight: 100 Ibs. Hits: 39/35. Past Visions 1-10 ......ccerrinncnicnnens (Seer Base List)
Realm: Mentalism. Power Points: 3 (+2 §). Secondary Spell Lists:
. . . . . Future Visions 1-10......cccccvvineenieinnnn (Seer Base List)
$t-26 (30); Qu-88 (99); Pr-90 (90); In-86 (89); Em-40 (38); Pasts Visions 1-10.....ccccvvvemrernerenennns (Seer Base List)
Co-5 (60); Ag-80 (80); SD-90 (90); Re-78 (78); Me-95 (95).
Armor Type: 2; DB: 25 (+15 AD, + 2 TE); Armor Penalty:
0/0/0. Move: 55'.
Stat  Special Stat  Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Defense 3 — 0, (0,6) 15 Drug Tolerance 6 10 0) 40
Body Development+ 7 0.9 0, (0,0) 39/35 Faerie Lore 1 10 6) 15
Climb 1 5 0, (0,0) 10 Horticulture 2 3 6) 13
Dagger+ 5 3 0, (0,0) 28 Meditation
Disarm Traps 1 13 0, (0,0) 18 Trance 7 13 6),15¢% 63
General Perception 8 5 0, (9.9) 45 Sleep 3 13 (6) 28
Linguistics/Language 10 — i R-10 Healing 1 15 ()] 20
Linguistics 20— — R-2 Mnemonics I 15 ©) 20
Pick Locks 1 7 0, (0,0) 12 Poison Perception 1 3 9) 8
Runes 2 3 0, (3,6) 13 Region Lore i 8 ©6) 13
Staves/Wands 2 3 0, (3,6) 13 Religion 4 10 ©6) 30
Swimming 2 5 0, (0,0) 15 Sanity Healing Lore 2 10 ) 20
Sense Reality Warp 2 3 ) 13
Tumbling
Attack 1 5 ) 10
Evasion 2 15 ) 25
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Prof: Seer. Level: 5. Exp Points: 50,000.

Eyes: Green/Blue. Hair: Black. Build: Medium.
Height: 5' 6". Weight: 125 Ibs. Hits: 39/35.
Realm: Mentalism. Power Points: 5 (+2 §).

St-30 (30); Qu-90 (99); Pr-90 (90); In-89 (89); Em-76 (88);
Co-29 (60); Ag-80 (80); SD-90 (90); Re-78 (78); Me-95 (95).
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Primary Spell Lists:

Attack Avoidance 1-10 .......covvvireericnnennnne (Open Spell List)

Past Visions 1-10 (Seer Base List)
Delving 1-10 ...t (Open Mentalism List)
Secondary Spell Lists:

Future Visions 1-10 ......ccccovevirrnveverneeronens (Seer Base List)

Pasts Visions 1-10 (Seer Base List)

AT: 2; DB: 30 (+25 AD, +4 TE); Armor Penalty: 0/0/0. Move: 60'. True Sight 1-10 ..covervvervreerisineensnsensieesenens (Seer Base List)
New Equipment: Eye of the Storm (+15 bonus to detect Reality
Warps, Dimensional Gateways, or other disturbances in the fabric of
time and space).
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total ||
Adrenal Defense 5 — 0, (0,10) 25 Drug Tolerance 8 10 ) 50
Dagger+ 5 3 0, (0,0) 28 Faerie Lore 1 10 10) 15
Climb 1 5 0, (0,0) 10 Horticulture 2 3 (10) 13
Swimming 2 5° 0, (0,0) 15 Lie Perception 4 5 (15) 25
Body Development+ 7 1.00 0, (0,0 39/35 Locate Secret Opening 1 5 (15) 10
Linguistics/Language 10 — t R-10 Meditation
Linguistics 2 — — R-2 Trance 7 13 10),15 % 63
Staves/Wands 3 13 0, (5,10) 28 Sleep 3 13 (10) 28
Runes 3 13 0, (5,10) 28 Healing 1 15 (10) 20
General Perception 12 5 0, (15,15) 59 Mnemonics 1 15 (10) 20
Stalk & Hide 2 10/15 0, (0,0) 20/25 Poison Perception 1 5 (15) 10
Disarm Traps 1 13 0, (0,0) 18 Region Lore 1 8 (10) 13
Pick Locks 1 7 0, (0,0) 12 Religion 4 10 (10) 30
Star Gazing 2 10 0, (0,10) 20 Sanity Healing Lore 2 10 (15) 20
Sense Ambush/Assassin 3 5 (15) 20
Sense Reality Warp 6 13 15) 43
Tumbling
Attack 1 5 ) 10
Evasion 4 15 (0) 35

el S --
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Prof Seer Level: 7. Exp Points: 90000

Eyes: Green/Blue. Hair: Black. Build: Medium.
Height: 5' 6". Weight: 125 1bs. Hits: 53/53.

Realm: Mentalism. Power Points: 7 (+2 §).

$t-30 (30); Qu-99 (99); Pr-90 (90); In-89 (89); Em-88 (88);
Co-55 (60); Ag-80 (80); SD-90 (90); Re-78 (78); Me-95 (95).

AT: 2; DB: 40 (+35 AD, +6 TE); Armor Penalty: 0/0/0. Move: 70'.

New Equipment: Eye of the Storm (+15 bonus to detect Reality
Warps, Dimensional Gateways, or other disturbances in the fabric of
time and space). Dagger of Venom (+10 Non-Magical Dagger made
from the thigh-bone of a Storm Hound with the ability to secrete 3x/
day 12 AL poison on blade, for each 10/failure paralyzed for 1 hour).

WL LevEL 7 Gy T T L e AT

Primary Spell Lists:
Attack Avoidance 1-10 .........ccoovvivinriiinnne (Open Spell List)
Past Visions 1-10 .....ccoecvvivererenieenrenveciennne (Seer Base List)

Delving 1-10 ..........
Brilliance 1-10
Secondary Spell Lists:
Future Visions 1-10 ...
Pasts Visions 1-10...... (Seer Base List)
True Sight 1-10 .......... (Seer Base List)
Mind Visions 1-10 .......cccevrverreernnernsinsseneens (Seer Base List)

(Open Mentalism List)
(Open Mentalism List)

(Seer Base List)

Stat Special
Skill Rank Bonus Bonus Total
Adrenal Defense 7 —_ 0, (0,14) 35
Dagger+ 5 3 0, (0,0 28
Climb 1 5 0, (0,0) 10
Swimming 2 5 0, (0,0) 15
Body Development+ 9 1.00 0, (0,0) 53/53
Linguistics/Language 10 — T R-10
Linguistics 2 — — R-2

Staves/Wands 3 13 0, (7,14) 18
Runes 7 13 0,(7,14) 48
General Perception 14 5 0, (21,21) 63
Stalk & Hide 2 10/15 0, (0,0 20/25
Disarm Traps 1 13 0, (0,0) 18
Pick Locks 1 7 0, (0,0) 12
Star Gazing 4 10 0,(0,14) 30
(Level 7 continued on next page)
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Stat Special Mnemonics 1 15 (14) 20

Skill . Rank Bonus Bonus Total Poison Perception 3 5 21 20
Contortions 2 10 (V)] 20 Region Lore 1 8 (14) 13
Direction Sense 1 5 21 10 Religion 4 10 (14) 30
Drug Tolerance 8 10 ©) 50 Sanity Healing Lore 2 10 (14) 20
Faerie Lore 1 10 (14) 15 Sense Reality Warp 6 13 21 43
Horticulture 2 3 (14 13 Sense Ambush/Assass 7 5 (21) 40
Lie Perception 6 5 2n 35 Spell Mastery
Locate Secret Opening 3 5 @n 20 Attack Avd/True Sight 2 10 (14) 20
Meditation Tumbling

Trance 8 13 (14), 15 68 Attack 1 5 0) 10

Sleep 3 13 (14) 28 Evasion 6 15 ()] 45

Healing 1 15 (14) 20

Prof: Seer. Level: 10. Exp Points: 150,000. Primary Spell Lists:
Eyes: Green/Blue. Hair: Black. Build: Medium. Attack Avoidance 1-20 ........ccoeeevnnencinnnne (Open Spell List)
Height: 5' 6". Weight: 125 Ibs. Hits: 70/70. Past Visions 1-10 (Seer Base List);
Realm: Mentalism. Power Points: 10 (+2 §). Delving 1-10 ......... (Open Mentalism List)
$t-30 (30); Qu-99 (99); Pr-90 (90); In-89 (89); Em-88 (88); Brilliance 1-10 ... (Open Mentalism List)
Co—60((68);?4g-80((83); SD-9§) (9)0); Re-7(8 (%8); Me-9(5 (35). Self-Healing 1-10 - (Closed Mentalism List)
Secondary Spell Lists:
AT: 2; DB: 40 (+35 AD, +9 TE); Armor Penalty: 0/0/0. Move: 70'. Future Visions 1-10 w.....ooreevevvereneerenses (Seer Base List)
New Equipment: Eye of the Storm (+15 bonus to detect Reality Pasts Visions 1-10.....cuuiiiiinnrienniesiennens (Seer Base List)
Warps, Dimensional Gateways, or other disturbances in the fabric of True Sight 1-10 o (Seer Base List)
time and space). Dagger of Venom (+10 Non-Magical Dagger made Mind Visions 1-10 .....cc.eccveieercenireresinnens (Seer Base List)
from the thigh-bone of a Storm Hound with the ability to secrete 3x/ Sense Through Others 1-10 ....c.ovvveneuvenne. (Seer Base List)
day 12 AL poison along blade — for each 10/failure paralyzed for 1 True Perception 1-10 ....cocevvniiicrvnninnn (Seer Base List)
hour). Chain Shirt of Etherealness (appears as wispy white-silver shirt
and acts as AT 13 but with ‘no’ Maneuver Penalties of any sort — may
treat as having 1% of true weight/encumbrance).
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Defense 7 — 0, (0,20) 35 Acrobatics 1 23 0) 28
Body Development+ 12 1.00 0, (0,0 70/70 Contortions 2 10 ©) 20
Climb 2 5 0, (0,0) i5 Direction Sense 1 5 30) 10
Dagger+ 5 3 0, (0,0) 28 Divination 2 13 (20) 23
Disarm Traps 1 3 0, (0,0) 8 Drug Tolerance 8 10 0) 50
General Perception 18 5 0, (30,30) 71 Faerie Lore 1 10 (20) 15
Linguistics 2 — —_ R-2 Horticulture 2 3 20) 13
Linguistics/Language 10 —_ T R-10 Tai 1 23 ()] 28
Pick Locks 1 7 0, (0,0) 12 Lie Perception 6 5 30) 35
Martial Arts Locate Secret Opening 4 5 30) 25
Striking R-1 1 5 0, (0,0) 10 Meditation
Sweeps R-1 1 5 0, (0,0) 10 Trance 13 13 (20), 15 % 84
Runes 13 13 0, (10,20) 69 Sleep 3 13 (20) 28
Spell Acquisition 5 10 — *x Healing 7 15 (20) 50
Stalk & Hide 2 10/15 0, (0,0) 20/25 Mnemonics 1 15 (20) 20
Staves/Wands 3 13 0, (10,20) i8 Poison Perception 3 5 (30) 20
Swimming 2 5 0, (0,0) 15 Region Lore 1 8 (20) 13
Star Gazing 6 10 0, (0,20) 40 Religion 4 10 (20) 30
“Sanity Healing Lore 2 10 (20) 20
Sense Reality Warp 7 13 30) 48
Sense Ambush/Assassin 7 5 30) 40
Spell Mastery
Attack Avd/True Sight 2 10 20) 20
Sprinting 2 40 ()] 50
Tumbling
- Attack 1 5 ) 10
Evasion 9 23 (V)] 68
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Prof: Seer. Level: 15. Exp Points: 300,000. Primary Spell Lists:
Eyes: Green/Blue. Hair: Black. Build: Medium. Attack Avoidance 1-20 ...........c.ouuue. (Open Spell List)
Height: 5' 6. Weight: 125 Ibs. Hits: 70/70. Past Visions 1-10 .....cccoevvererericninnes (Seer Base List);
Realm: Mentalism. Power Points: 15 (+2 §). Delving 1-10 ...o.couvveveeeeeieeireeeeeeeneens (Open Mentalism List)
. . Ou . Pr. . In. . B . Brilliance 1-10 ......c.coceevvveveciinenee. (Open Mentalism List)
5t-30 (30); Qu-99 (99); Pr-90 (90); In-89 (89); Em-88 (88); Self-Healing 1-50 ........ccoveuervererencnenes (Closed Mentalism List)
Co-60 (60); Ag-80 (80); SD-90 (90); Re-78 (78); Me-95 (95). Future Visions 1-10.....cccccovverveveeenennenn. (Seer Base List)
Armor Type: 2; DB: 40 (+50 AD, +14 TE, +10 S); Armor Secondary Spell Lists:
Penalty: 0/0/0. Move: 70'. Future Visions 1-20.....cceeeveveerenninnn, (Seer Base List)
New Equipment: Eye of the Storm (+15 bonus to detect ?asts S\(lsi:orllszl()-ZO ................................ (geer gase I]?st)
Reality Warps, Dimensional Gateways, or other disturbances in Mr.ue;i \1/g t1- ) 20 """"""""""""""""" (Seer Base L}St)
the fabric of time and space). Dagger of Venom (+10 Non- S in T1hs10nsh b Sy 1 10 .................. (Seer Base L!st)
Magical Dagger made from the thigh-bone of a Storm Hound TenseP roug t2ers T e (Seer Base L!St)
with the ability to secrete 3x/day 12 AL poison along blade 0, rue Perception 1-20...........ccvvuennenene. (Seer Base List)
(0,0) for each 10/failure paralyzed for 1 hour). Chain Shirt of
Etherealness (appears as wispy white-silver shirt and acts as AT
13 but with ‘no’ Maneuver Penalties of any sort — may treat as
having 1% of true weight/encumbrance). Eye of Perception (a
liquid crystal sphere of swirling red and blue mists gives +10
bonus to all Perception skills).
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Defense 10 — 0, (0,30) 50 Acrobatics 1 23 0) 28
Adrena] Moves Boat Pilot 1 10 (30) 15
Strength 2 13 0, (0,30) 23 Contortions 2 10 ©) 20
Speed 2 13 0, (0,30) 23 Demon Lore 8 10 30) 50
Balance 2 13 0, (0,30) 23 Direction Sense 1 5 45) 10
Leaping 2 13 0, (0,30) 23 Divination 2 13 30) 23
Landing 2 13 0, (0,30) 23 Drug Tolerance 8 10 0) 50
Dagger+ 5 3 0, (0,0) 28 Faerie Lore 2 10 (30) 20
Climb 2 5 0, (0,0) 15 Horticulture 2 3 (30) 13
Swimming 2 b 0, (0,0) 15 Iai 1 23 ) 28
Body Development+ 12 1.00 0, (0,0) 70/70 Lie Perception 6 5 45) 35
Linguistics/Language 10 — T R-10 Locate Secret Opening 4 5 (45) 25
Linguistics 10 — — R-10 Meditation
Staves/Wands 3 13 0, (15,30) 18 Trance 14 13 30),15% 86
Runes 18 13 0, (15,30) 79 Sleep 4 13 30) 33
General Perception 28 5 0, (45,45) 83 Healing 8 15 (30) 55
Stalk & Hide 1 10/15 0, (0,0) 25/30 Mnemonics 1 15 (30) 20
Disarm Traps 1 3 0, (0,0) 8 Poison Perception 3 5 45) 20
Pick Locks 1 7 0, (0,0) 12 Region Lore 1 8 30) 13
Martial Arts Religion 14 10 30) 68
Striking R-1 4 5 0, (0,0) 25 Sanity Healing Lore 7 10 (30) 45
Sweeps R-1 3 5 0, (0,0) 20 Sense Reality Warp 7 13 45) 48
Star Gazing 7 10 0, (0,30) 45 Sense Ambush/Assassin 7 5 45) 40
Spell Mastery
Attack Avd/True Sight 2 10 30) 20
Sprinting 7 40 ) 75
Stunned Maneuvers 5 15 ©0) 40
Tumbling
Attack 1 5 (V) 10
Evasion 14 23 0) 81
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Prof: Seer. Level: 20. Exp Points: 500,000. Primary Spell Lists:
Eyes: Green/Blue. Hair: Black. Build: Medium. Attack Avoidance 1-20 ........ccovrvininenn (Open Spell List)
Height: 5' 6". Weight: 125 1bs. Hits: 89/89. Past Visions 1-10 ......ccoeececmenreneneneenens (Seer Base List);
Realm: Mentalism. Power Points: 20 (+2 §). Delving 1-10 ...cocoeeecicieriiineine (Open Mentalism List)
St-30 (30); Qu-99 (99); Pr-90 (90); In-89 (89); Em-88 (88); Bnlhance‘ 1-10 e (Open Mentahsm LlS.t)
Co-60 (60); Ag-80 (80); SD-90 (90); Re-78 (78); Me-95 (95). Self-Hea!lr}g | B § ORI (Closed MenFahsm List)
Future Visions 1-10........ccccccoveeiinnnenen. (Seer Base List)
AT: 2; DB: 40 (+50 AD, +19 TE, +10 S); Armor Penalty: 0/0/ Sense Through Others 1-30 ........cooco.... (Seer Base List)
0. Move: 70'. Secondary Spell Lists:
New Equipment: Eye of the Storm (+15 bonus to detect Future Visions 1-25......ccoocvniicnninans (Seer Base List)
Reality Warps, Dimensional Gateways, or other disturbances in Pasts Visions 1-25......ccooveieeeecreveeernnens (Seer Base List)
the fabric of time and space). Dagger of Venom (+10 Non- True Sight 1-25 ..o, (Seer Base List)
Magical Dagger made from the thigh-bone of a Storm Hound Mind Visions 1-20 .......ccovvviriviennn, (Seer Base List)
with the ability to secrete 3x/day 12 AL poison along blade — Sense Through Others 1-20 ................. (Seer Base List)
for each 10/failure paralyzed for 1 hour). Chain Shirt of True Perception 1-20.........coceverrennnee (Seer Base List)
Etherealness (appears as wispy white-silver shirt and acts as AT
13 but with ‘no” Maneuver Penalties of any sort — may treat as
having 1% of true weight/encumbrance and a 40% chance to
Negate any Chest Critical). Eye of Perception (a liquid crystal
sphere of swirling red and blue mists gives +10 bonus to all
Perception skills).
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Acrobatics 2 23 0, (0,0) 33 Acrobatics 1 Hk Hok +5
Adrenal Defense 10 —_ 0, (0,40) 50 Boat Pilot 1 10 (40) 15
Adrenal Moves Contortions 2 10 ) 20
Strength 7 13 0, (0,40) 48 Demon Lore 8 10 40) 50
Speed 7 13 0, (0,40) 48 Direction Sense 1 5 (60) 10
Balance 7 13 0, (0,40) 48 Divination 7 13 (40) 48
Leaping 7 13 0, (0,40) 48 Dmg Tolerance 13 10 () 66
Landing 7 13 0, (0,40) 48 Faerie Lore 2 10 (40) 20
Body Development+ 15 1.00 0, (0,0) 89/89 Horticulture 2 3 40) 13
Climbing 2 5 0, (0,0) 15 Iai i 23 ©0) 28
Dagger+ 5 3 0, (0,0) 48 Lie Perception 6 5 (60) 35
Disarm Traps 1 13 0, (0,0) 18 Locate Secret Opening 4 5 (60) 25
First Aid 2 18 0, (0,0) 28 Meditation
Gambling 1 13 0, (0,0) 18 Trance 24 13 (40), 15 £ 102
General Perception 38 5 0, (60,60) 89 Sleep 4 13 40) 33
Linguistics/Language 10 — ¥ R-10 Healing 8 15 (40) 55
Linguistics 10 — — R-10 Mnemonics 6 15 (40) 45
Martial Arts Poison Perception 3 5 (60) 20
Striking R-1 4 5 0, (0,0 25 Region Lore 6 8 (40) 38
Sweeps R-1 3 5 0, (0,0) 20 Religion 14 10 (40) 68
Pick Locks 1 7 0, (0,0) 12 Sanity Healing Lore 7 10 (40) 45
Riding 2 13 0, (0,0) 23 Sense Reality Warp 7 13 (60) 48
Runes 18 13 0, (20,40) 79 Sense Ambush/Assassin 7 5 60) 40
Stalk & Hide 1 10/15 0, (0,0) 25/30 Spell Mastery
Star Gazing 9 10 0, (0,40) 55 Attack Avd/True Sight 7 10 40) 45
Staves/Wands 3 13 0, (20,40) 18 Sprinting 12 40 ) 94
Swimming 2 5 0, (0,0) 15 Stunned Maneuvers 5 15 (0] 40
Tumbling
Attack 1 5 ) 10
Evasion 19 23 () 91

""MAUG KIPODA, SEER
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(A’ Kila Sooli’irn)

{n 5990, under the great house
|Jof the Scarlet Moon, in the
lands of Fulcrumia, in the
country of Aranmor, Akila was
born. Akila spent his childhood romp-
ing in the fields and streets like many
children of the lesser village of
Fulchmaria, but by the age of fourteen
those close to him could tell he was
different.

It all became clear one day when he
came home talking in a foreign tongue.
At first, his mother thought he was pos-
sessed by demons and was actually
speaking demonic languages of some
sort, but his father, being a local grain
merchant, knew enough of distant lan-
guages to recognize it as Jaimanian.
When they asked how the child knew
this language so well, Akila answered,
“I talked to a Jaimanian this afternoon
for an hour or so!” Later, he displayed
that he could read and write Jaxmakian,
a language of unsurpassed age, as a
scholar. With this revelation, the family
moved to the Capital of Fulcrumia. His
father struck a deal with a local school
so that Akila would work work as a tutor
and professor for two years for every
year spent at the school, allowing the
young genius access to the vast wonders
of knowledge.

During this time he started his new
hobby of spell-casting and manipula-
tion. He found that he liked working
with the elements and the weather, and
thus chose the realms of Sorcery as his
field of specialty.

LEVEL 3

The six-year program was finished in
three, with an emphasis in meteorology
and magical scripts, specifically Runes.
Over the next six years, Akila worked
off his debt to the school. During this
time he also studied intensely his new
skills with sorcery and learned about its
many intricacies.
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LEVEL §

Akila’s studies continued, and he was |

eventually appointed to a teaching posi-

tion at the school. His life was unevent-
ful, but his power was growing.

LEVEL 7

As Akila was beginning to despair that
his debts would never be paid, he heard
of an expedition to go into the ruins of
an ancient citadel to the south. In
hopes of earning some quick money,
he joined the expedition. His sorcer-
ous talents were put to good use as
the party encountered
unsprung traps and various
monsters that dwelled in the ruin.
The party escaped withmuch treasure,
both magical and monetary, and
without any losses. Akila returned to
the school triumphantly.

LEvEL 10
After his debt was paid, circa 6013, Akila
took his knowledge to a local Fulcrumian
Chieftain and offered his Weather Watching and
Sorcery knowledge to him. He undertook em-
ployment with the chief for almost twenty years
deciphering the complex weather patterns of the
country of Aranmor, helping more than once in
military maneuvers, exercises, and military cam-
paigns, and in the planting and harvesting of
crops. His services were well rewarded and soon
he lived in a plush mansion outside the protective
walls of the wooden fort, serviced by an elite
guard of thirty well-trained soldiers.

LEVEL 15

After his long service he de-
cided to take a voyage to Halak
Toor, a island containing an ruined city !
of great age and ancient wealth. With his < \ ! /
incredible personality and knowledge ) /
Akila organized the most expansive ex- P’
pedition to date of the deserted city, consisting hous?
of 100 well-armed Fighters, ten Warrior Monks, ‘
three Lay Healers, two Mystics, four Sorcerers, including .
himself, two Clerics of the elder gods, fifty pack mules and \
horses, sixteen long boats, and enough food and stores to
last four months. In a land where food for even two
months is celebrated with a great holiday, the power and
abilities of Akila were extraordinary indeed.
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The trip was nothing less than legendary, as the group encountered
two lesser drakes and a powerful demon. The epic was retold for
generations all across Kulthea.

The city of Halak Toor and Akila’s booty became favorite
campfire-story and children’s bedtime-story subjects, told for a
hundred generations. In this land, his group of dwindling soldiers
met with other furious beasts and enemies. In the story, Akila
brought back a number of marvelous magical devices, of which he
took half, offering the other half of the treasure and booty to his
men and his local chieftain, making all as wealthy as the greatkings
to the east.

LEVEL 20
With eight longboats filled with booty Akila contacted Navigators
from all across the nether world, summoning riches and splendors
from all over the planet, building an expansive ‘stone’ castle and
small village called Akillia. From here he started a school of
sorcery and another of combat, hiring only the best warriors from
Fulcrumia and from abroad to teach.

Aemeq evertmeipuntss tan _.-.-s-na.

Prof: Sorcerer. Level: 1. Exp Points: 10,000.

ST N ] Level 1 Eneiian

By 6040, Akila was recognized as a powerful local chieftain
with military plans grand enough to swallow the entire island under
the Akillia Imperium.

DESCRIPTION

Akila is a tall, gaunt man, standing six feet tall and weighing
more than 175 pounds. His eyes, the color of the brightest jade,
scan the world with sharp attention and awareness. His face is a
blank slate of emotion, yet he is well-known for his outbursts of
anger and love. His hair, a tossle of black and white strands,
cascades around his face, neatly cut just over the ears and nape of
his neck.

Akila wears only red robes made from the finest silks and cotton
weaves. He adorns himself with rings and brooches of various
kinds and quality, but tends to like highly expensive gold and
diamond earrings (placed only in his right earlobe). He relies
almost entirely on his quickness and directed spells in combat,
preferring to attack from a distance — he would rather run back
then face multiple opponents in melee. He uses his staff only in
pure defense.
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AT: 2; DB: 15; Armor Penalty: 0/0/0. Move: 50'.
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Eyes: Green. Hair: White/Black. Build: Average. Primary Spell Lists:
Height: 5' 11". Weight: 1.65 ITbs. Hits: 8./ 8. Fluid Dgstril)lction 1-10 eireevrceniceennens (Sorcerer Base List)
Realm: Essence/Channeling. Power Points: 1. Flesh DesStruction 1-10 .......ccccccerssnnee (Sorcerer Base List)
St-42 (42); Qu-55 (80); Pr-94 (94); In-90 (90); Em-90 (90); Co- Secondary Spell Lists:
84 (84); Ag-87 (93); Sd-65 (85); Re-72 (75); Me-50 (94). Soul Destruction 1-10 ......cccccvvvnrininnn. (Sorcerer Base List)
Background Options: SOC-4 Language at Rank 10 Spoken/ Spell Enhancement 1-10 ........cccccevvnee. (Closed Essence List)
Written; SOC-4 Language at Rank 10 Spoken/Written; SAA-62
+15 Qu modifier; SAM-84 +15 Em modifier; SOC-1 +10
Primary Skill (Runes) 1; SOC-1 +10 Primary Skill (Directed
Spells) §.
Stat Special Stat Special :
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Basic Math 1 — 0, ©,1) 5 Contortions 1 5 ) 10
Climbing+ 3 5 0, (0,0) 20 Cookery 1 3 ) 8
Directed Spelis+ Dragon Lore 1 — (4] 5
Flesh Dest/Soul Dest 7 5 0,(2,2),10% 50 Lip Reading 1 5 (V)] 10
General Perception 1 7 0, (0,1) 12 Magical Language 8 — — R-8
Linguistics 10 — — R-10 Music 1 5 0) 20
Linguistics 10 — — R-10 Painting 2 8 ) 18
Riding 1 15 0, (0,0) 20 Planetology 1 13 ()] 18
Runes 2 18 0,23 10+ 38 Streetwise 1 10 ©0) 15
Staff 1 5 0, (0,0) 10
Staves/Wands 3 18 0,(2,3) 33
Swimming 1 5 0, (0,0) 10
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Prof: Sorcerer. Level: 3. Exp Points: 10,000.
Eyes: Green. Hair: White/Black. Build: Average.

Height: 6'. Weight: 173 Ibs. Hits: 17/18.

Realm: Essence/Channeling. Power Points: 3.

St-42 (42); Qu-63 (80); Pr-94 (94); In-90 (90); Em-90 (90);
Co-84 (84); Ag-93 (93); Sd-67 (85); Re-72 (75); Me-57 (94).

e -..y.-..

{ ‘p‘~
Primary Spell Lists:

Fluid Destruction 1-10
Flesh Destruction 1-10

Secondary Spell Lists:

Gas Destruction 1-10 ......

Soul Destruction 1-10 .....

............................

""’“"3 LEVEL 3 Li_wg)z_ UL ) L3 “-"':...'.“ '-.."."a-"__‘." Ry

....(Sorcerer Base List)
...(Sorcerer Base List)
(Sorcerer Base List)

(Sorcerer Base List)

Spell Enhancement 1-10 .......c...cccoceveenenee. (Closed Essence List)
AT: 5; DB: 15; Armor Penalty: 0/0/0. Move: 50'. Spirit Mastery 1-10 .....covennceniereverivirnecens (Closed Essence List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Basic Math 1 — 0, (0,3) 5 Dragon Lore 1 3 3 8
Body Development 2 1.05 0, (0,0) 17/18 First Aid 2 15 ©) 25
Channeling 1 10 0, (6,9) 15 Jumping 1 8 ()] 13
Climbing+ 3 10 0, (0,0) 25 Lip Reading 1 8 ) 13
Directed Spells+ Magical Language 8 — — R-8
Flesh Dest/Soul Dest 9 10 0,(6,6),10 % 65 Meditation
General Perception 1 8 0, (0,3) 13 Heal 1 15 3) 20
Linguistics 10 — + R-10 Trance 1 8 3) 13
Linguistics 10 — + R-10 Ki 1 8 3) 13
Riding 2 15 0, (0,0) 25 Music 1 18 0) 23
Runes 4 18 0,(6,9,10% 48 Painting 2 10 ©0) 20
Staff 1 7 0, (0,0) 12 Philosophy 2 3 3) 13
Staves (Attune) 7 18 0, (6,9) 53 Planetology 1 15 3 20
Swimming 2 10 0, (0,0) 20 Second Aid 1 13 ()] 18
Basic Math 1 Kok *oke +5 Streetwise 2 10 ()] 20
Circle Lore 1 3 (3) 8 Time Sense 1 8 (3) 13
Contortions 1 8 ©) 13 Weather Watching 1 18 3 23
Cookery , 3 8 ©0) 23
R }'":T'."i:.:?.’-’ SRR, i WS R R e

Prof: Sorcerer. Level: 5. Exp Points: 50000
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Primary Spell Lists
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Eyes: Green. Hair: White/Black. Build: Average.
Height: 6'. Weight: 177 1bs. Hits: 29/30.
Realm: Essence/Channeling. Power Points: 5.

St-42 (42); Qu-63 (80); Pr-94 (94); In-90 (90); Em-90 (90);

Fluid Destruction 1-10
Flesh Destruction 1-10
Gas Destruction 1-10 ....
Light’s Way 1-10..........

(Sorcerer Base List)
(Sorcerer Base List)
(Sorcerer base List)

.............................. (Closed Channeling List)

Co-84 (84); Ag-93 (93); Sd-67 (85); Re-72 (75); Me-57 (94).
AT: 5; DB: 15; Armor Penalty: 0/0/0. Move: 50'.
New Equipment: Staff of Fulcrumia (+5 non-magical Black Oak Staff

that attacks on the War Hammer table).

Blood Way 1-10
Secondary Spell Lists:

Gas Destruction 1-10

Soul Destruction 1-10 .....
Spell Enhancement 1-10 ...
Spirit Mastery 1-10 .........
Weather Ways 1-10 ......

......... (Closed Channeling List)

(Sorcerer Base List)

... (Closed Essence List)
....(Closed Essence List)
...(Open Channeling List)
(Sorcerer Base List)

Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Basic Math 1 — 0, (0,5) 5 Direction Sense 2 8 ) 18
Body Development 4 1.05 0, (0,0 29/30 Dragon Lore 1 3 5) 8
Channeling 2 10 0, (10,15) 20 First Aid 4 15 ()] 35
Climbing+ 3 10 0, (0,0) 25 Jumping 2 8 ) 18
Directed Spells+ Lip Reading 1 8 ) 13
Flesh Dest/Soul Dest 10 10 0,(10,10), 10 70 Magical Language 8 — — R-8
General Perception 3 8 0, (0,0) 23 Meditation
Linguistics 11 ki R-11 Heal 3 15 5) 30
Linguistics 10 —_ 1 R-10 Trance 1 8 5) 13
Riding 3 15 0, (0,0) 30 Ki 1 8 5) 13
Runes 5 18 0,(10,15),10+ 53 Music 1 18 ) 23
“Staff 1 7 0, (0,0) 12 Painting 2 10 ) 20
Staves/Wands 8 18 0, (10,15) 58 Philosophy 2 3 &) 13
Swimming 3 10 0,.(0,0) 25 Planetology 1 15 (&) 20
Basic Math 2 *k Rk +10 Second Aid 2 13 (1) 23
Circle Lore 2 3 ®) 13 Streetwise 3 10 © 25
Contortions 1 8 © 13 Time Sense 2 8 G) 18
Cookery 5 8 ) 32 Weather Watching 3 18 ) 32
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Prof: Sorcerer. Level. 7. Exp Points: 90,000.
Eyes: Green. Hair: White/Black. Build: Average.
Height: 6'. Weight: 177 Ibs. Hits: 29/30.

Realm: Essence/Channeling. Power Points: 7.
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Primary Spell Lists:

Fluid Destruction 1-10
Flesh Destruction 1-10
Gas Destruction 1-10 .......

(Sorcerer Base List)
(Sorcerer Base List)
(Sorcerer base List)

St-42 (42); Qu-73 (80); Pr-94 (94); In-90 (90); Em-90 (90); Light’s Way 1-10 ....cocevviurncnnne. (Closed Channelrng Lrst)
Co-84 (84); Ag-93 (93); Sd-70 (85); Re-T5 (75); Me-69 (94) Blood Way 1-10 s (Closed Channeling List)
’ ’ ’ d : Concussion Ways 1-10 (Closed Channeling List)
AT: 5; DB: 15; Armor Penalty: 0/0/0. Move: 50'. Blood Way 1-10.....ccccnvnnnicininnnincennnas (Closed Channeling List)
New Equipment: Staff of Fulcrumia (+15 Magical Black Oak Staff Secondary Spell Lists: _
that attacks on the War Hammer table with an Extra ‘A’ Critical on Soul Destruction 1-10 ......cccocevrvenavsininnens (Sorcerer Base Lrsr)
Same Roll). Spf:l} Enhancement 1-10 (Closed Essence Lrst)
Spirit Mastery 1-10 .......oovviiieirivenniesniennens (Closed Essence List)
Weather Ways 1-10 .....covininninnicienns (Open Channeling List)
Gas Destruction 1-10 .......cceeeeverrncerrecrnenens (Sorcerer Base List)
Spell Enhancement 1-10 ......cccouvvvivunennne (Closed Essence List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Basic Math 1 3 0, (0,7) 8 Basic Math 2 ok Aok +10
Body Development 6 1.05 0, (0,0 45/47 Circle Lore 3 3 1 18
Channeling 2 10 0, (14,21) 20 Contortions 2 8 ) 18
Climbing+ 3 10 0, (0,0) 25 Cookery 7 8 0) 43
Directed Spells+ Diagnostics 1 8 ) 13
Flesh Dest/Soul Dest 10 10 10 % 70 Direction Sense 3 8 @) 23
Directed Spells Dragon Lore 1 3 @) 8
Light Ways/Spirit Mast 4 10 10% 40 First Aid 4 15 ) 35
General Perception 5 8 0, (0,7) 33 Jumping 2 8 0) 18
Linguistics 11 — t R-11 Lip Reading 2 8 (] 18
Linguistics 10 — + R-10 Magical Language 8 ©) — R-8
Riding 3 15 0, (0,0) 30 Meditation
Runes 6 18 0,(14,21),10+ 58 Heal 4 15 @) 35
Spell Mastery Trance 2 8 @) 18
Con Ways/Weath Ways 1 10 0, (0,21) 15 Ki 1 8 @) 13
Staff 1 7 0, (0,0) 12 Music 1 18 ) 23
Stalk/Hide 2 8/5 0, (0,0) 18/15 Painting 2 10 (1)) 20
Staves/Wands 11 18 0, (14,21) 70 Philosophy 2 3 @ 13
Swimming 3 10 0, (0,0 25 Planetology 1 15 @) 20
Administration 1 8 ) 13 Second Aid 2 13 ©) 23
Advance Math 1 8 ) 13 SLA 1 10 ©) 15
Animal Healing 1 15 © 20 Streetwise 3 10 © 25
Architecture 1 8 0 13 Time Sense 2 8 ) 18
Weather Watching 5 18 N 43
i
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Prof: Sorcerer. Level: 10. Exp Points: 150,000. Primary Spell Lists:
Eyes: Green. Hair: White/Black. Build: Average. Fluid Destruction 1-10 ........coconvirireernrearenns. (Sorcerer Base List)
Height: 6'. Weight: 167 1bs. Hits: 47/49. Flesh Destruction 1-10 .....cccoevvivcricerenineneen. (Sorcerer Base List)
Realm: Essence/Channeling. Power Points: 10. Gas Destruction 1-10 .....ccceervnicncnisrininns (Sorcerer base List)
St-42 (42); Qu-80 (80); Pr-94 (94); In-90 (90); Em-90 (90); Iﬁiﬁ‘;‘dsv‘v’:;ylﬁ B0 Eg}g::g E‘ﬁﬁﬁiﬁﬁi T
Co-84 (84); Ag-93 (93); Sd-85 (85); Re-75 (75); Me-94 (94). Concussion Ways 1-10 .......coocceniveieniennne (Closed Channeling List)
AT: 5; DB: 15; Armor Penalty: 0/0/0. Move: 55'. Bl00d LaW 1-10 coceeerrererersecerssccereccrrnccsinee (Closed Channeling List)
New Equipment: Staff of Fulcrumia (+15 Magical Black Oak Staff Shield Mastery 1-10 ....ccoveiirinrnnnereennencnnnns (Closed Essence List)
that attacks on the War Hammer table with an Extra ‘A’ Critical on Secondary Spell Lists: .
Same Roll and Returns to Thrower via Flight). Soul Destruction 1-10 .......ccceovivnnesensccrnease (Sorcerer Base List)
Spell Enhancement 1-10 .... (Closed Essence List)
Spirit Mastery 1-10 ............ (Closed Essence List)
Weather Ways 1-10 ......ocovveviinnneiinnnnennes (Open Channeling List)
Gas Destruction 1-10 .....coccveevivivrccsinnrennns (Sorcerer Base List)
Spell Enhancement 1-10 .......covvevvenrenrenns (Closed Essence List)
Purification 1-10 ......cooviiiievennienininreens (Open Channeling List)
Plant’s Law 1-10 c.c..ocnviiirninreeinnneiniinione (Open Channeling List)
Barrier Law 1-10...ccoocevvvcvrecerecencorensennnes (Open Channeling List)
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(Level 10 continued on next page)
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Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total{l
Adrenal Moves Basic Math 2 ok ** +10 |1
Landing 3 10 0, (0,10) 25 Circle Lore 3 8 30) 24
Basic Math 1 8 0,(0,10) 13 Contortions 3 10 ©) 25
Body Development 7 1.05 0, (0,0) 47/49 Cookery 11 8 0) 60
Ch.ann.eling 4 10 0, (20,30) 30 Diagnostics 1 8 ©) 13
Climbing+ 3 10 0, (0,0) 25 Direction Sense 3 8 (10 23
Directed Spells+ Dragon Lore 1 8 (10 13
Flesh Dest/Soul Dest 10 10 0,(20,20),10% 70 First Aid 6 18 (V)] 48
Directed Spells, Jumping 2 8 ()] 18
Light Ways/Spirit Mast 4 10 0, (20,20),10% 40 Lip Reading 3 8 0) 23
General Perception 6 8 0, (0,10) 38 Magical Language 8 — — R-8
Linguistics 13 — t R-13 Meditation
Linguistics 10 — i R-10 Heal 5 18 10 43
Riding 3 15 0, (0,0) 30 Trance 3 10 (10) 25
Runes 10 18 0,(20,30), 10 + 78 Ki 1 8 (10) 13
Spell Mastery Music 4 18 ©) 38
Con Ways/Weath Ways 1 10 0, (0,30) 15 Painting 2 10 0) 20
Staff 3 7 0, (0,0) 22 Philosophy 2 8 (10) 18
Stalk/Hide 2 10 0, (0,0) 20 Planetology 1 15 (10) 20
Staves/Wands 15 18 0, (20,30) 78 Second Aid 3 15 ) 30
Swimming 3 10 0, (0,0 25 SLA 1 10 0) 15
Administration 1 8 (10 13 Streetwise 3 10 © 25
Advance Math 2 8 10) 18 Time Sense 2 8 (10 18
Animal Healing 1 15 0) 20 Weather Watching 9 18 (10) 63
Architecture 1 8 (10) 13
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Prof: Sorcerer. Level: 15. Exp Points: 300,000. Blood Way =10 (Closed Channeling List)
Eyes: Green. Hair: White/Black. Build: Average. Concussion Ways 1-10 ..(Closed Channeling List)

Height: 6'. Weight: 179 lbs. Hits: 47/49.

Realm: Essence/Channeling. Power Points: 15.

St-42 (42); Qu-80 (80); Pr-94 (94); In-90 (90); Em-90 (90);

Co-84 (84); Ag-93 (93); Sd-85 (85); Re-75 (75); Me-94 (94).

AT: 6; DB: 15; Armor Penalty: 0/5/0. Move: 55'.

New Equipment: Staff of Fulcrumia (+15 Magical Black Oak Staff
that attacks on the War Hammer table with an Extra A Critical on

Same Roll, Returns to Thrower via Flight, and is a +1 Spell Adder of
Essence +2 Spell Adder of Channeling).

Blood Law 1-10 ...........

Shield Mastery 1-10..........cccovvueueee
Mind Destruction 1-20.......cceevuees
Soul Destruction 1-10 ...................

Secondary Spell Lists:

Soul Destruction 1-10 ...................

Spell Enhancement 1-10

Spirit Mastery 1-10 .....cccccovveveeceens
Weather Ways 1-10 .......ccoeeeeneee
Gas Destruction 1-10 ........ccevunnne.

Spell Enhancement 1-10

..(Closed Channeling List)

(Closed Essence List)
(Sorcerer Base List)
(Sorcerer Base List)

(Sorcerer Base List)
(Closed Essence List)
(Closed Essence List)
(Open Channeling List)
(Sorcerer Base List)
(Closed Essence List)

Primary Spell Lists: . Purification 1-10 (Open Channeling List)
Fluid Destruction 1-10 ......cccevvvervecneernnnnne (Sorcerer Base List) Plant’s Law 1-10 (Open Channeling List)
Flesh Destruction 1-10.... (Sorcerer Base List) Barrier Law 1-10 (Open Channeling List)
Gas Destruction 1-10 ...... (Sorcerer base List) LOTE 1-20 . erecercmmesmmscsmvessesssrsesssessees (Closed Channeling List)
Light’s Way 1-10......... (Closed Channeling List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Runes 13 18 0,(30, 45),10% 84
Landing 6 10 0, (0,15) 40 Spell Mastery
Balance 2 10 0, (0,15) 20 Con Ways/Weath Ways 7 10 0, (0,45) 45
Leaping 2 10 0, (0,15) 20 Staff 3 7 0, (0,0) 22
Basic Math 1 — 0,(0,15) 5 Stalk/Hide 2 10 0, (0,0 20
Body Development 7 1.05 0, (0,0 47/49 Staves/Wands 18 18 0, (30,45) 84
Channeling 5 10 0, (30,45) 35 Swimming 5 10 0, (0,0 35
Climbing+ 3 10 0.(0,0) 25 Administration 3 8 15) 23
Directed Spells+ Advance Math 7 8 (15) 43
Flesh Dest/Soul Dest 11 10 0,(30,30),10% 72 Alchemy 2 8 (15) 18
Directed Spells Animal Healing 1 15 (0) 20
Light Ways/Spirit Mast 7 10 0,(30,30),10% 55 Architecture 3 8 (15) 23
General Perception 9 8 0, (0,15) 53 Basic Math 2 *% wok +10
Linguistics 13 — T R-13 Circle Lore 3 8 45) 24
Linguistics 10 — t R-10 Contortions 3 10 ©0) 25
Maneuver Soft Leather 4 8 0, (0,0) 28 Cookery 11 8 (V] 60
Pick Locks 4 8 0, (0,0) 28 Diagnostics 1 8 ) 13
Riding 5 5 0, (0,0) 40 (Level 15 continued on next page)
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Direction Sense 8 (15) 23
Dragon Lore 1 8 (15 13
First Aid 11 18 ©) 70
Jumping 2 8 ) 18
Lip Reading 3 8 ()] 23
Magical Language 8 — — R-8
Meditation
Heal 10 18 (15) 68
Trance 3 10 (15) 25
Ki 1 8 (15) 13
Death 1 8 (15) 13

Sleep 1 8 (15) 13
Music 4 18 R (V)] 38
Painting 2 10 ©) 20
Philosophy 2 8 (15) 18
Planetology 1 15 (15) 20
Second Aid 8 15 ©) 55
SLA 1 10 (V)] 15
Streetwise 3 10 0) 25
Time Sense 2 8 (15) 18
Weather Watching 9 18 (15) 63

Prof: Sorcerer. Level: 20 Exp Points: 500 000.
Eyes: Green. Hair: White/Black. Build; Average.
Height: 6'. Weight: 191 1bs. Hits: 55/58.

Realm: Essence/Channeling. Power Points: 20.

St-42 (42); Qu-80 (80); Pr-94 (94); In-90 (90); Em-90 (90);

Co-84 (84); Ag-93 (93); Sd-85 (85); Re-75 (75); Me-94 (94).

AT: 6; DB: 15; Armor Penalty: 0/5/0. Move: 55'.

New Equipment: Staff of Fulcrumia (+15 Magical Black Oak Staff
that attacks on the War Hammer table with an Extra ‘A’ Critical on

Same Roll, Returns to Thrower via Flight, is a +2 Spell Adder of
Essence +3 Spell Adder of Channeling, and can throw a Ice Bolt (Ice

Law, Magician’s Base list) a number of times a day equal to the square

root of the Power Points of Caster (e.g. if caster has 36 pp, he can do
use the Ice Bolt 6 times per day).

IO Leve 20 B

Blood Way 1-10......ccccimmiinivnniinnnninens (Closed Channelmg List)
Concussion Ways 1-20 .......ceeivncininreann (Closed Channeling List)
Shield Mastery 1-10....... ....(Closed Essence List)
Mind Destruction 1-20... ...(Sorcerer Base List)

Soul Destruction 1-10 ......ccccevnecrnvrsncnnene (Sorcerer Base List)
Rune Mastery 1-20........ccoovvnvvnvinniineninnns (Closed Essence List)
Secondary Spell Lists:

Soul Destruction 1-20 ........ccoceveveervcrecencnnne (Sorcerer Base List)
Spell Enhancement 1-10 .......ccoooviiineicnnnne (Closed Essence List)
Spirit Mastery 1-10 .....coccovenninnninnnrinnnns (Closed Essence List)

Weather Ways 1-10 .......
Gas Destruction 1-10 .........
Spell Enhancement 1-10 ....
Purification 1-10 .....
Plant’s Law 1-10.....

...(Open Channeling List)
....(Sorcerer Base List)
....(Closed Essence List)

... (Open Channeling List)
.... (Open Channeling List)
...(Closed Channeling List)

Primary Spell Lists: Fluid Destruction 1-10... -...(Sorcerer Base List)
Fluid Destructl_on 110 e cvrceeeenne (Sorcerer Base L}st) Dispelling Ways 1-10 ... ....(Closed Essence List)
gl::};jg:;u“;ciggli 11'30 """""""""""""""" gg;g:::: E:‘Ss: I]:ilsstt)) Spell Reins 1-10............. ....{Closed Essence List)
Light’s Way 1-10 ..c..ccoviviiininiinnniiinanne (Closed Channeling List) Barrier Law 1-10 oo (Open Channeling List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Circle Lore 3 8 (60) 24
Landing 7 10 0, (0,20) 45 Contortions 4 10 ©0) 30
Balance 2 10 0, (0,20) 20 Cookery 11 8 ©0) 60
Leaping 2 10 0, (0,20) 20 Diagnostics 4 8 ©) 28
Basic Math 6 8 0, (0,20) 38 Diplomacy 2 10 ©) 20
Body Development 8 1.05 0, (0,0) 55/58 Direction Sense 3 8 (20) 23
Channeling 5 10 0, (40,60) 35 Dragon Lore 1 8 (20) 13
Climbing+ 5 10 0, (0,0) 35 First Aid 11 18 ) 70
Directed Spells+ Foraging 1 10 ()] 15
Flesh Dest/Soul Dest 11 10 0,(40,40),10% 72 Hostile Environments
Directed Spells Vacuum 1 10 ) 15
Light Ways/Spirit Mast 7 10 0,(40,40),10% 55 Jumping 5 8 ) 33
General Perception 11 8 0, (0,20) 60 Lip Reading 3 8 0) 23
Linguistics 13 — + R-13 Magical Language 8 — — R-8
Linguistics 14 — + R-14 Meditation
Maneuver Soft Leather 6 8 0, (0,0) 38 Heal 10 18 20) 68
Pick Locks 4 8 0, (0,0) 28 Trance 3 10 (20) 25
Riding 6 15 0, (0,0) 45 Ki 1 8 20) 13
Runes 18 18 0,(40,60),10t 94 Death 1 8 (20) 13
Spell Mastery Sleep 1 8 (20) 13
Con Ways/Weath Ways 17 10 0, (40,40) 74 Music 7 18 ) 53
Staff 5 7 0, (0,0) 32 Painting 10 10 0) 60
Stalk/Hide 2 10 0, (0,0) 20 Philosophy 2 8 20) 18
Staves/Wands 21 18 0, (40,60) 89 Planetology 1 15 (20) 20
Swimming 7 10 0, (0,0) 45 Second Aid 8 15 (V) 55
Administration 3 8 (20) 23 SLA 1 10 ©) 15
Advance Math 7 8 (20) 43 Streetwise 3 10 © b
Tight Rope Walking 5 8 (V) 33
Alchemy 2 8 (20) 18 Tire S 2 8 20) 13
Animal Healing 2 15 ) 25 1me Sense 2 by
Architecture 3 8 (0) 23 Ventriloquism 3 10 (20)
Basic Math 9 sk ok +10 Weather Watching 9 18 (20) 63
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(F’Resta Ku’Krool’Ki)

{} orn circa 5876 in the lands of G’thal, Fresta is one of the oldest living

men to still walk the lands of the Star Crown Empire. Born to a sheep
herdsmen in Odrenol Danris, in the Drenok of Thastmon, he lived his
first twenty years as a simple farmer, learning nothing no skills other
than what were needed for such a profession. At the age of twenty-three, he
married a beautiful brown-haired girl named Ni’noola, and settled down with a
burgeoning family.

It was about this time that the small Drenok Wars commenced, as Danris went
through its first of many rebellions. Fresta was conscripted into the local militia,

and, with pitchfork in hand, went off to defend his home. During a short but ('

bloody battle, he was captured and spent six years
inahorrible dungeon before he wasreleased. He
returned home and settled down.

LeveL 3 . ’\m N‘& \

War broke out again when he was thirty- g AL [If
five, and once more Fresta went off to war. | YA
Again he was captured and thrown ey
into a hole to stay for two years. His
return was marked as a miracle.
This time, however, he decided
that his gift of survival was not
just luck, but perhaps a message
from the gods. Thus, he started to
learn to read and write and practice
the skills of a person who works
with the esoteric realms of magic.
He found it all quite easy. Fresta
later realized, to his surprise,
that he had been casting magic
all along — and that his pro-
ficiency allowed him to sur-
vive in those dungeons.

LeveL 5
He turned to the arts of
Mysticism late in life, around
the age of 50, but the year M/
was still only 5881, ancient
history to most contemporary
people. With his children grown,
Frestamovedto Fydon Fey and setup

shop in Ebon City. There his art grew
at an astonishing rate.

LEVEL 7

Fresta used his mystic arts for all
sorts of jobs, finally coming to the
attention of the local nobility, who
hired him as their Esoteric Advisor
of the Realms. He held this job
until his wife died, around 5906.
Torm by grief, he tried to commit
suicide by taking a highly dan-
gerous potion, considered poisonous
to all except Elves, called Iluridi. There
he fell into a coma that lasted three
months.

e
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H it had not been for his young apprentice, Fresta
would have probably been buried alive — as most
thought the old man was dead! When he awoke his
skin felt like a layer of egg shells, which his appren-
tice had to chip away. To both their shock, Fresta
emerged looking no older than 20 years of age. Such
an appearance and vitality he has kept to this day.

LEvVEL 10
Withhis new life, he began anew, and after along

\ period of depression (still stricken by the loss of his

wife), Fresta finally remarried and sired seven

children over the next forty years. At about this

time, his one-time apprentice and now full-time

| partner was growing old — nearly sixty-three —
and it was decided that he too would take the
poisonous potion Illuridi, in the hopes that he,
t00, would return youthful.

LEVEL 15

The experiment didn’t fare the same, and the
apprentice died. While Fresta no longer con-
sidered suicide, he did have great bouts with
depression, for although he remarked that he
was ‘immortal’ the pain of seeing friends and
loved ones grow old and die repeatedly steals
something from the soul — one never grows

used to it.

LEVEL 20
After the death of his second wife and a
number of his older children, Fresta walked
away from the Ebony City not to return for
more than 50 years. What he did and where he
went is a mystery. It is believed he simply
. wandered off into the backwoods and medi-
tated about time and space.
He eventually returned, around the year
1 6048, and once again set up shop. No one
knew who he was, most treating him as an
upstart prodigy, not realizing how old he
truly was. On occasion, Fresta would meet up
with an elf or dwarf and swap stories of the
old days. . . .which they found remarkable
that he knew. To this day Fresta can be found
in the Ebony City doing odd jobs and various
magical functions.
He is finally showing grey hairs and
wrinkles. As of 6050, he is 174 years old.

DESCRIPTION

By fifth level Fresta was more than 50
years old, standing six feet tall and weighing
slightly less than 170 pounds. Fresta’s or-
ange red hair, by this time, was dusty and
shot with streaks of grey. His eyes show his
age, as well, with the left eye beginning to

cloud over with a malignant disease.




Fresta wears grey robes, edged around the collar and hemmed
with red silk and gold-embossed signs of ancient. runes and
symbols. It is unclear if these have any importance or significance

to his ability to cast or work magic.
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Prof: Mystic. Level: 1. Exp Points: 10,000.

Eyes: Green. Hair: Orange/Red. Build: Average.

Height: 6'. Weight: 155 Ibs. Hits: 21/21.

Realm: Essence/Mentalism. Power Points: 1 (+2 1).

St-77 (77); Qu-64 (80); Pr-90 (90); In-91 (91); Em-99 (101);
Co-37 (88); Ag-76 (86); Sd-64 (64); Re-56 (85); Me-87 (90).

Background Options: SOC-5 +2 points to Em; SOC-4 One

The old man is not a warrior of any nature. What weapons he can
use, he does so in total defense, preferring to run from any armed
conflict. He has been known to use his magic in combat to quell his
opponents, but he does not like to kill.
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SAM-79 +15In modlﬁer, SIC-83 +2 Spell Adder (Ornate bone
wand) t; SIC-88 Daily II Spell Item (Sustain Self x1, Creations
Closed Channeling List)

AT: 6; DB: 0; Armor Penalty: 0/5/0. Move: 50.

Primary Spell Lists:
Confusing Ways 1-10 (Mystic Base List)
Mystic Change 1-10......cccovivvvinennene. (Mystic Base List)

Language at Rank 10 Spoken/Written i; SAA-42 May deter- Secondary Spell Lists:
mine magic bonuses to armor and weapons automatically; Attack Avoidance 1-10........c.ccceveenenene. (Open Mentalism List)
Spirit Mastery 1-10 .....c.cceervnicnnecnnne (Closed Essence List)
Stat Special Stat Special

Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total

Body Development+ 3 — 0, (0,0) 21721 Basic Math 1 3 ¢))] 8

General Perception 1 17 0, (1,1) 22 Dance 1 15 ) 20

Linguistics 13 — i R-13 Detecting Traps 1 25 (1) 30

Maneuver Soft Leather 2 8 0, (0,0) 18 Direction Sense 1 13 1) 18

Riding 1 13 0, (0,0) 18 Disguise 4 8 0) 28

Runes 3 23 0,(1,2) 38 Diving 1 5 ) 10

Short Sword+ 3 8 0, (0,0) 23 Juggling 2 15 ) 25

Staves/Wands 2 23 0, (1,2) 33 Locate Secret Opening 2 13 1 23

Swimming 1 5 0, (0,0) 10 Poetic Improvisation 2 13 ©) 23
L—. aie "_-'- 3 ‘L—: LY "-.'... AR --..4:3 LEVEL 3 k ik L_uxxﬂ 3:.- R et @.J
Prof: Mystic. Level: 3. Exp Points: 30,000. Primary Spell Lists:

Eyes: Green. Hair: Orange/Red. Build: Average. Confusing Ways 1-10 ......cccecvvvivnenenns (Mystic Base List)
Height: 6'. Weight: 155 Ibs. Hits: 33/33. Mystic Change 1-10 .......ccccvvnivninninnee {Mystic Base List)
Realm: Essence/Mentalism. Power Points: 3 (+2 1). Hiding 1-10 c.coevvreerecreenencereeeeeneens Mystic Base List)

. . . - Em. . Secondary Spell Lists:
St-77 (77); Qu-66 (80); Pr-90 (90); In-91 (91); Em-100 (101); h . .

g . Ao . QA . Re. . Me. Attack Avoidance 1-10 ......c.cceveevvvennnee (Open Mentalism List)
Co-47 (88); Ag-81 (86); Sd-64 (64); Re-64 (85); Me-89 (90). Spirit Mastery 1-10 .......coeeurerrncereannncn. (Closed Essence List)
AT: 6; DB: 0; Armor Penalty: 0/5/0. Move: 50. Essence Hand 1-10........coovvomerenreeeneens (Closed Essence List)

Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Acting 4 15 (V)] 35
Landing 1 8 0, (0,9 13 Basic Math 2 3 3) 13

Body Development+ 5 — 0, (0,0) 33/33 Dance 2 15 ()] 25

General Perception 3 17 0,(3,3) 32 Detecting Traps 2 25 3) 35

Linguistics 13 — i R-13 Direction Sense 2 13 3) 23

Maneuver Soft Leather 3 8 0, (0,0) 23 Disguise 8 8 ()] 48

Riding 2 13 0, (0,0) 23 Diving 2 5 ©) 15

Runes 4 23 0, (3,6) 43 Juggling 4 15 ©0) 35

Short Sword+ 3 8 0, (0,0) 23 Locate Secret Opening 4 13 3) 33

Staves/Wands 3 23 0,(3,6) 38 Poetic Improvisation 4 13 ©0) 33

Swimming 2 5 0, (0,0) 15

" FRESTA.( Q’KRUULKI MYSTIC . 123}




f SRRRITE YL SRR oY
[

L___ e,

Prof: Mystic. Level: 5. Exp Points: 50,000.
Eyes: Green. Hair: Orange/Red. Build: Average.
Height: 6. Weight: 165 Ibs. Hits: 43/43.
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STC RO I LeveL 5

4&!‘: ~'u....-c-..-.l}

Primary Spell LlstS°

Confusing Ways 1-10 .......cc.ccconnne.e.. (Mystic Base List)
Mystic Change 1-10 (Mystic Base List)

Realm: Essence/Mentalism. Power Points: 5 (+2 1). Hiding 1-10 ....coveervvreiereeeerereeennen Mystic Base List)
St-77 (77); Qu-70 (80); Pr-90 (90); In-91 (91); Em-101 (101); Siiﬁﬁ’ﬁi‘i;’gsﬁ;i?ﬁ;;- """"""""""""" (Open Mentalism List)
Co-59 (88); Ag-86 (86); Sd-64 (64); Re-74 (85); Me-90 (90). Attack Avoidance 1-10 ... (Open Mentalism List)
AT: 6; DB: 0; Armor Penalty: 0/5/0. Move: 50. Spirit Mastery 1-10 ........ccovuerrvererrienas (Closed Essence List)
Essence Hand 1-10........coccouvrereevennnne (Open Essence List)
Lesser Illusions 1-10 ..........cocveeverennen. (Open Essence List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Acting 4 15 ()] 35
Landing 2 8 0,(0,15) 18 Anthropology 4 28 5) 48
Strength 1 8 0, (0,15) 13 Basic Math 2 3 5) 13
Body Development+ 5 — 0, (0,0) 33/33 Dance 2 15 ) 25
General Perception 6 17 0, (5.5 47 Detecting Traps 2 25 (&) 35
Linguistics 13 — I R-13 Direction Sense 2 13 ) 23
Maneuver Soft Leath 4 8 0, (0,0) 28 Disguise 8 8 ©0) 48
Riding 3 18 0, (0,0 33 Diving 2 5 ()] 15
Runes 4 23 0, (5,10) 43 Horticulture 2 15 4) 25
Short Sword+ 3 8 0, (0,0) 23 Juggling 4 15 0) 35
Staves/Wands 4 23 0, (5,10) 43 Loading 2 15 (V)] 25
Swimming 3 5 0, (0,0) 20 Locate Secret Opening 4 13 (&) 33
Meditation
Cleanse 4 18 (15) 38
Music 2 i8 ()] 28
Planetology 1 15 S) 20
Poetic Improvisation 4 13 ) 33
Propaganda 2 28 ) 38
Public Speaking 4 20 ©) 40
S .':.';’ RIE Ay N‘B LEVEL 7 L‘MM& *’~ Tl m.;.*_._@.‘
Prof: Mystic. Level: 7. Exp Points: 90,000. Primary Spell Lists:
Eyes: Green. Hair: Orange/Red. Build: Average. Confusing Ways 1-10 (Mystic Base List)
Height: 6'. Weight: 162 Ibs, Hits: 53/56. Mystic Change 1-10 ........cccoervererrnenene. (Mystic Base List)
Realm: Essence/Mentalism. Power Points: 7 (+2 1). Hiding 1-10 ....eevreeeetererecrneseeeeneee, Mystic Base List)
St-77 (77); QU'SO (80); Pr-90 (90); In-91 (91); Em-101 (101); Self Heallng l'-lO ................................. (Open Mentallsm LlSt)
Co-80 (88), Ag-86 (86), Sd-64 (64), Re-85 (85), Me-90 (90) quuld Alteration 1-10 ....vvvververreennens MySth Base LlSt?
Rune Mastery 1-10.....ccccocervrecvnecnnne (Open Essence List)
AT: 6; DB: 0; Armor Penalty: 0/5/0. Secondary Spell Lists:
Attack Avoidance 1-20 ..........cceeunn.e. (Open Mentalism List)
Spirit Mastery 1-10 ......ccevvreerrerrrnrenns (Closed Essence List)
Essence Hand 1-10.........ccooevvvereeeeenne. (Open Essence List)
Lesser Ilusions 1-10 .........ccoeeervemnnnne. (Open Essence List)
Stat Special Maneuver Soft Leath 5 8 0, (0,0) 33
Skill Rank Bonus Bonus Total Martial Arts
Adrenal Moves Sweeps R-1 2 5 0, (0,0) 15
Landing 3 8 0, (0.21) 23 Riding 3 18 0, (0,0) 33
Strength 2 8 0,(0,21) 18 Runes 4 23 0,(7,14) 43
Ambush 1 — - +-1 Short Sword+ 3 8 0, (0,0) 23
Body Development+ 6 1.05 0, (0,0) 53/56 Stalk & Hide 2 5/5 0, (7,0) 15/15
Climbing i 5 0, (0,0) 10 Staves/Wands 4 23 0,(7,14) 43
General Perception 6 17 0, (1,7 47 Swimming 5 5 0, (0,0) 30
Linguistics 14 —_ i R-14 (Level 7 continued on next page)
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Stat Special Locate Secret Opening 4 15 @) 35
Skill Rank Bonus Bonus - Total Meditation
Acting 4 20 ©) 40 Cleanse 8 18 @1 48
Anthropology 6 28 Q) 58 Ki 2 8 @n 18
Basic Math 2 8 @) 18 Sleep 3 15 1 30
Dance 2 15 O 25 Music 2 18 0 18
Detecting Traps 2 25 @) 35 Philosophy 4 8 %) 28
Direction Sense 2 15 @) 25 Planetology 1 18 Q) 23
Disguise 8 8 ©0) 48 Poetic Improvisation 4 15 ) 35
Diving 2 5 () 15 Propaganda 2 28 ©) - 38
Horticulture 2 18 ) 28 Public Speaking 4 20 ) 40
Juggling 4 15 (V) 35 Religion 4 8 ) 28
Loading 2 18 ©) 28
e ot o £ e g e e s T 1 S e - . - mrme —eem
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Prof: Mystic. Level: 10. Exp Points: 150,000. Primary Spell Lists: ‘
Eyes: Green. Hair: Orange/Red. Build: Average. Confusing Ways 1-20 ....ccoecevevenieencne (Mystic Base List)
Height: 6'. Weight: 162 lbs. Hits: 61/64. Mystic Change 1-20 .......ccoenneieceniee (Mystic Base List)
Realm: Essence/Mentalism. Power Points: 10 (+2 ). Hiding 1-10 ..o (Mystic Base List)
St-77 (77); Qu-80 (80); Pr-90 (90); In-91 (91); Em-101 (101); Self !—Iealmg 1-10 ................................. (Open Mentalls_m List)
Co-88 (88); Ag-86 (86); Sd-64 (64); Re-85 (85); Me-90 (90). Liquid Alteration 1-10 ........ccccceveneneen. (Mystic Base LISF)
' Rune Mastery 1-10.....ccoceivrinceerennencne (Open Essence List)
AT: 6; DB: 0; Armor Penalty: 0/5/0. Move: 55'. Secondary Spell Lists:
Attack Avoidance 1-20 .....ccoevveennnnens (Open Mentalism List)
Spirit Mastery 1-10 ....ccoervnciicences (Closed Essence List)
Essence Hand 1-10..cc..cocvveiieininvensnnnns (Open Essence List)
Lesser Ilusions 1-10 .......cconeevevunnens (Open Essence List)
Mystic Change 1-10 .....ooeveevceicsicnens {(Mystic Base List)
Solid Alteration 1-10.......ccccvvvrircennnannes {(Mystic Base List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Acting 4 20 ) 40
Landing 3 8 0, (0,30) 23 Administration 1 28 (10) KX]
Strength 2 8 0, (0,30) 18 Anthropology 6 28 (10) 58
Ambush 1 — — +-1 Basic Math S 8 (10) 32
Body Development+ 7 1.05 0, (0,0) 61/64 Dance 2 15 ) 25
Climbing 3 5 0, (0,0) 20 Detecting Traps 8 25 10) 65
General Perception 9 18 0, (10,10) 63 Direction Sense 5 15 (10) 40
Linguistics 15 —_ I R-15 Disguise 8 8 0) 48
Maneuver Soft Leath 9 8 0, (0,0) 53 Diving 2 5 ©0) 25
Martial Arts Horticulture 2 18 10) 28
Sweeps R-1 2 5 0, (0,0) 15 Juggling 4 15 ) 35
Riding 6 18 0, (0,0) 48 Loading 2 18 0) 28
Runes 10 28 0, (10,20) 78 Locate Secret Opening 7 15 10) 50
Short Sword+ 5 8 0, (0,0) 33 Meditation
Stalk & Hide 5 5/5 0, (10,0) 30/30 Cleanse 8 18 30) 58
Staves/Wands 4 28 0, (10,20) 48 Ki 5 8 (30) 48
Swimming 5 5 0, (0,0) 30 Sleep 3 15 (30) 30
Heal 6 18 (30) 48
Music 2 18 ()} 28
Philosophy 4 8 10) 28
Planetology 1 18 (10) 32
Poetic Improvisation 4 15 ) 35
Propaganda 2 28 0) 38
Public Speaking 4 20 )} 40
Religion 4 8 (10) 28
Use Remove Poison 3 15 ) 30
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Prof: Mystic. Level: 15. Exp Points: 300,000.
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Primary Spell Lists:

Eyes: Green. Hair: Orange/Red. Build: Average. Confusing Ways 1-20 .........occcniiveiuens {Mystic Base List)
Height: 6'. Weight: 172 Ibs. Hits: 79/83. Mystic Change 1-20 ........ccccevrerrcecerneerne (Mystic Base List)
Realm: Essence/Mentalism. Power Points: 15 (+2 ). Hiding 1-10 ..o (Mystic Base List)
St-77 (77); Qu-80 (80); Pr-90 (90); In-91 (91); Em-101 (101); Self Healmg 1-20 ................................. (Open Mentallsm List)
Co-88 (88); Ag-86 (86); Sd-64 (64); Re-85 (85); Me-90 (90). Liquid Alteration 1-10 ........cccoveeuvnnen. (Mystic Base LlS?)
, Rune Mastery 1-20.....c.cccrvevievccnncnncns (Open Essence List)
AT: 6; DB: 0; Armor Penalty: 0/5/0. Move: 55'. Secondary Spell Lists:
New Equipment: Globe of Mysticism (Beyond The Pale Attack Avoidance 1-20 .........cccevnnennnn. (Open Mentalism List)
Demon Eye, crystallized. Endows holders with x3 Spell Spirit Mastery 1-20 ......coovvvvvivenvnninnnnnn. (Closed Essence List)
Multiplier for Mysticism and +25% Experience Bonus from all Essence Hand 1-10........ccccovverinvrnnnnnn. (Open Essence List)
activities). Lesser Illusions 1-20 .......ccccovceveerneennes (Open Essence List)
Mystic Change 1-10 .......ccccvirceurencne (Mystic Base List)
Solid Alteration 1-20.......ccccceevvvevrnvnenne (Mystic Base List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Acting 4 20 ) 40
Landing 5 8 0, (0,45) 33 Administration 10 28 (15) 78
Strength 2 8 0, (0,45) 18 Anthropology 6 28 (15) 58
Ambush 6 — — +/-6 Basic Math 5 8 (15) 33
Body Development+ 10 1.05 0, (0,0) 79/83 Dance 2 15 0) 25
Climbing 3 5 0, (0,0) 20 Detecting Traps 13 25 (15) 81
General Perception 14 18 0, (15,15) 76 Diplomacy 5 18 ()] 43
Linguistics 15 —_— b3 R-15 Direction Sense 5 15 (15) 40
Maneuver Soft Leath 9 8 0, (0,0) 53 Disguise 18 8 0) 74
Maneuver Chain 10 8 0,(0,0) 58 Diving 2 5 ) 15
Martial Arts Horticulture 2 18 (15) 28
Sweeps R-1 2 5 . 0,(0,0) 15 Juggling 4 15 ) 35
Riding 6 18 0, (0,0) 48 Loading 2 18 ) 28
Runes 15 23 0, (15,30) 83 Locate Secret Opening 12 15 (15) 69
Short Sword+ 5 8 0, (0,0) 33 Meditation
| Stalk & Hide 10 5/5 0, (15,0) 55/55 Cleanse 13 18 (45) 74
Staves/Wands 10 23 0, (15,30) 73 Ki 5 8 45) 33
Swimming 5 5 0, (0,0) 30 Sleep 3 15 45) 30
Heal 16 18 45) 80
Music 2 18 ) 28
Philosophy 9 8 (15) 53
Planetology 1 18 (15) 23
Poetic Improvisation 4 15 ) 35
Propaganda 2 28 ()] 38
Public Speaking 4 20 (V) 40
Religion 9 8 (15) 53
Use Remove Poison 3 15 (V)] 30
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Prof: Mystic. Level: 20. Exp Points: 500,000. Primary Spell Lists:
Eyes: Green. Hair: Orange/Red. Build: Average. Confusing Ways 1-25 .........cccceveuennene. (Mystic Base List)
Height: 6'. Weight: 178 lbs. Hits: 79/383. Mystic Change 1-25 .......cccovevcenuennnne. (Mystic Base List)
Realm: Essence/Mentalism. Power Points: 20 (+2 1). Hiding 1-20 ......coovevreceeieieirenene, (Mystic Base List)
St-77 an; Qu-80 (80), Pr-90 (90); In-91 (91); Em-101 (101); Self Healmg 1.-25 ................................. (Open. Mentahsm List)
Co-88 (88); Ag-86 (86); Sd-60 (60); Re-85 (85); Me-90 (90). Liquid Alteration 1-10 ............coueun.... (Mystic Base LISF)
, Rune Mastery 1-20......ccvvvvvveueireernennnee. (Open Essence List)
AT: 6; DB: 0; Armor Penalty: Q/S_/O. Move: Move: 55'. Physical Enhancement 1-10 ................. (Open Essence List)
New Equipment: Globe of Mysticism (Beyond The Pale Secondary Spell Lists:
Demon Eye, crystallized. Endows holders with x3 Spell Attack Avoidance 1-20 .....ocovvveerennnn. (Open Mentalism List)
Multiplier for Mysticism and +25% Experience Bonus from all Spirit Mastery 1-20 ......coovvieriinnnnne. (Closed Essence List)
activities). Sword of Striking (+30 Eog Short Sword with Extra Essence Hand 1-10........cc.ccoovvvrreinnneee. (Open Essence List)
‘E’ Impact Critical on Different roll). Lesser Ilusions 1-20 c..c.ccovvecnrereernnns (Open Essence List)
Mystic Change 1-10.....cccocoeivnivnennnnns (Mystic Base List)
Solid Alteration 1-20.........cccecvneerennnene. (Mystic Base List)
Unbarring Ways 1-20.........ccoccrrevreenenne. (Open Essence List)
Physical Enhancement 1-20 ................. (Open Essence List)
Rapid Ways 1-10.....c.ccoecvvnirenncnnnnen. (Closed Essence List)
Self-Healing 1-10 .....cccovvvenenniererennnn (Closed Mentalism List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Acting 4 20 )] 40
Landing 5 8 0, (0,0) 33 Administration 10 28 20) 78
Strength 2 8 0, (0,0) 18 Anthropology 9 28 20 73
Ambush 11 — — +/- 11 Basic Math 5 8 20 33
Body Development+ 10 1.05 0, (0,0 79/79 Dance 2 15 () a5
Climbing 5 5 0, (0,0) 30 Detecting Traps 18 25 (20) 91
General Perception 19 18 0, (20,20) 87 Diplomacy 5 18 0 33
Linguistics 15 — ¥ R-15 Direction Sense 10 15 20) 65
Maneuver Soft Leath 9 8 0, (0,0) 18 Disguise 28 8 ) 6
Maneuver Chain 10 8 0, (0,0) 58 Diving 2 5 ()] 15
Maneuver Plate 3 8 0, (0,0) 23 Falsification 5 5 M 30
Martial Arts Horticulture 5 18 (20) 43
Sweeps R-1 3 5 0, (0,0) 20 Juggling 4 15 W\ 35
Riding 6 18 0, (0,0) 48 Loading 5 18 0 43
Runes 20 28 0, (20,40) 98 Locate Secret Opening 17 15 Q0 79
Short Sword+ 8 8 0, (0,0) 48 Meditation
Stalk & Hide 20 5/5 0, (20,0) 75175 Cleanse 13 18 (60) 74
Staves/Wands 20 28 0, (20,40) 98 Ki 15 8 (60) o8
Swimming 5 5 0, (0.0) 30 Sleep 3 15 (60) 30
Heal 26 18 60) 94
Music 2 18 () 28
Philosophy 9 8 20 53
Planetology 1 18 Q0 23
Poetic Improvisation 4 15 (U] 35
Propaganda 2 28 ) 38
Public Speaking 4 20 (U] 40
Religion 9 8 2m 53
Use Remove Poison 7 15 (V)] S50
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(De’ Lmoo Thraank)
elmu Thrank, Del for short, was born in 6022 in Odrenol
KerQ, in the city of Jostin. While his fathier and he were
out gathering roots, berries, and the delicate Misha
Mushroom, Delmu was visited by “One Of Them,” as
they are called in Odrenol. These “Others” took Del off to a strange
place and did many bizarre things to him — things that to Del
seemed idiotic and childish. Later, the village elders told him that
he had been escorted to the Halls of the Realms Beyond by Heroes

of the Gods, beings so righteous and powerful that they did the
bidding of gods and powerful demons. Normally recipients of

was not the case with Del. He can briefly recall “One of the
Others” seemingly quite frantic, yelling and causing
flashes of intense red light to radiate throughout the
room.

Del had only vague memories of what hap-
pened, but from that day on became an avid
Astrologer and astronomer.

LEVEL 3

He spent the next several years working two
extra jobs in order to attend a prestigious uni-
versity. Luckily for him, above his family’shome,
there lived a retired professor of Physics and
Chemistry. One way the old man earned his keep
was teaching Del and his four sisters how toread,
write, and count, as well as of the basics in
chemistry and the physical universe.

LEVEL §

Delmu finally earned enough money and attended
the university for seven years, walking away with
the prestigious Helm of the Star Kind. This mystical
item was given to the university by a travelling
merchant (a strange, wispy looking fellow), who
offered it as a prize for anyone enabling to master a
written exam on Astronomy. Del was the first to
score 100% and thus won the coveted prize.

LEVEL 7
With the item and his fame, Delmu received a
position at the university as a star-gazer, professor,
and scientist, spending the next fifteen years generat-
ing all sorts of papers and scrolls on the effects of the
heaven on Kulthea.
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LEvEL 10
His next break came about on a small outing where, once
again, Del was visited by, as the elders called them, “Heroes
of the Gods.” This time, the wispy individual attached himself
to a strange mystical device and absorbed most of his memory
about his earlier contact, but also gave him vast insight into
incredible other knowledges. Why the Heroes did this is
a mystery.

LEVEL 15 v

Del returned to the university a different man. Heno
longer talked about his early days and the strange
encounter with the “Heroes of the Gods.” Few truly
believed he had a visit with “One Of Them”
and most around the campus thought he
finally had become tired of being ridi-
culed about it. They did, however,
notice his increased ability to detect
star movements, the paths of meteors
and comets, exact positions of plan-
ets, and his discovery of nine other
stellar bodies. He also invented the
telescope and increased its pow-

ers ten-fold.

LEVEL 20
Del still works at the univer-
sity, spending most of the day
sleeping or researching and the
nights looking at the stars. He is not
married and, as far as all know, has no
children.

DESCRIPTION
Delmu is a tall, lanky man standing
well over most people at six foot, three
inches tall. Though tall and lanky, he still
weighs more than 190 pounds, most of the
weight concentrated in his large bones
and well-defined muscles. Del is an As- -
trologer by coincidence; if not for the
freak occurrence early in his life, he would
have probably become a freight hauler or
blacksmith — something more appro-
priate to his physical stature. Delmu
has a full-length beard and mustache,
a shade darker than his greying hair.
o He wears simple cotton clothing
and leather sandals. Delmu is not well
known for his combative skills and
/", thinks those that carry weapons to be
& ‘ﬁo rash bullies or bloodletting mercenar-
* ies. He will not deal with anyone insist-
ing on carrying a weapon or outfitted in

full battle armor.
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Prof; Astrologer. Level: 1. Exp Points: 10,000.
Eyes: Amber. Hair: Grey. Build: Tall.

Height: 6' 3". Weight: 185 lbs. Hits: 16/17.
Realm: Mentalism. Power Points: 1 (+1 ).

SIC-61 +1 Spell Adder (spy scope) t; SAA-54 +15 Sd modifier;
SAM-42 +15 Me modifier.

AT: 2; DB: 0 (+15 AD); Armor Penalty: 0/0/0. Move: 50'.

St-85 (96); Qu-46 (89); Pr-90 (90); In-90 (90); Em-85 (85); Primary Spell Lists: :
Co-87 (87): Ae-46 (90% Sd.50 (96): Re-57 (86): Me-101 (101 Holy Visions 1-10 ...c.vvmiiiiriiiennens (Astrologer Base List)
0-87 (87); Ag-46 (90); (96); Re-57 (86); Me-101 (101). Calm SPrits 1-10 .eeeeeeeerreerrrerrrssscnee (Closed Channeling List)
Background Options: SOC-5 +2 points to Me; SOC-5 +2 Secondary Spell Lists:
points to Sd; SOC-3 +15 to Secondary Skills (Star Gazing) ¥; Starsense 1-10 ....oocverereecreereernerneennns (Astrologer Base List)
Weather Ways 1-10........cocoiveiiniinnns (Open Channeling List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Defense+ 3 — 0, 0,1 15 Astronomy 4 23 ) 43
Body Development 2 1.05 0, (0,0) 16/17 Basic Math 1 23 ) 28
Climbing 1 — 0, (0,0) 5 Demon Lore 1 23 2) 28
General Perception 2 7 0,(,1) 17 Dragon Lore 1 23 2) 28
Linguistics 1 — — R-1 Faerie Lore 1 23 2) 28
Riding 1 3 0, (0,0) 8 Fauna Lore 1 23 2) 28
Runes 2 8 0, (2,1) 18 Gambling 1 28 0) 33
Sling+ 4 3 0, (0,0 23 Metal Lore 1 23 ) 28
Swimming 1 — 0, (0,0) 5 Star Gazing 4 28 @2),15% 63
Stone Lore 1 23 2) 28
Xeno-Lore
Heroes of the Gods 1 23 ) 28

T S0 Level 3 &

Primary Spell Lists:

Prof: Astrologer Level 3. Exp Points: 30,000.
Eyes: Amber. Hair: Grey. Build: Tall. Holy Visions 1-10 .....ccocoveveenecniennen (Astrologer Base List)
Height: 6' 3". Weight: 195 1bs. Hits: 23/24 Calm Spirits 1-10 ....ccoervrvevinieirncnnnes (Closed Channeling List)
Realm: Channeling/Mentalism. Power Points: 3 (+1 $). Far Voice 1-10 ..irieiiveecrecvicniinnes (Astrologer Base List)
St-94 (96), QU-SO (89), Pr-90 (90)’ In-90 (90), Em-85 (85), Starllghts 1-10....... e s (Astrologer Base LlSt)
Co-87 (87);Ag: 50-46 (90); Sd-56 (96); Re-60 (86); Me-101 Secondary Spell Lists: :
(101). Starsense 1-10 .....coovvveveeevcmnicieeniinninnnns (Astrologer Bage L1s't)
Weather Ways 1-10.....cccvveiiiivinnne (Open Channeling List)
AT: 2; DB: 0 (+25 AD); Armor Penalty: 0/0/0. Move: 50'. LoTe 1-10cueiieiieeieiieceieeneeesreeeeeeenns (Closed Channeling List)
Movement 1-10 .....cooveeieecreenieninnninnnes (Closed Mentalism List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Defense+ 5 — 0, (0,3) 25 Astronomy 8 23 (6) 63
Body Development 3 1.05 0, (0,0) 23/24 Basic Math 2 23 6) 33
Climbing 1 — 0, (0,0) 5 Demon Lore 2 23 (6) 33
General Perception 4 8 0, (6,3) 28 Dragon Lore 2 23 (6) 33
Linguistics 4 —_ — R-4 Faerie Lore 2 23 6) 33
Riding 1 3 0, (0,0) 8 Fauna Lore 2 23 6) 33
Runes 2 8 0, (6,6) 18 Gambling 2 28 0) 38
Sling+ 4 4 0, (0,0) 24 Metal Lore 2 23 (6) 33
Staves/Wands 1 8 0, (6,6) 13 Star Gazing 8 28 6),15% 83
Swimming 1 — 0, (0,0) 5 Stone Lore 2 23 6) 33
Xeno-Lore
Heroes of the Gods 2 23 6) 33
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Prof: Astrologer. Level: 5. Exp Points: 50,000. Primary Spell Lists:
Eyes: Amber. Hair: Grey. Build: Tall. Holy Visions 1-10 .....ccocvceveevviveerinns (Astrologer Base List)
Height: 6' 3". Weight: 193 Ibs. Hits: 28/29 Calm Spirits 1-10 ....cccccorvvvmivercrrrrenenne (Closed Channeling List)
Realm: Channeling/Mentalism. Power Points: 5 (+1 ). Far Voice 1-10 ..o (Astrologer Base List)
St-94 (96), Qu-56 (89), Pr-90 (90), In-90 (90)’ Em-85 (85), St.arh’ghts 1-10 ...................................... (Astrologer,Base LlS"Z)
Co-87 (87),Ag 52-46 (90)’ Sd-56 (96), Re-60 (86), Me-101 Time’s Brldge 1-10 i, (Astrologer S Ba_se LIS't)
(101). ; Lore 1-10...cccncevinierreceereecrennene (Closed Channeling List)
, Secondary Spell Lists:
AT: 2; DB: 0 (+25 AD); Armor Penalty: 0/0/0. Move: 50'. Starsense 1-10 .......oovevvvcverrennviriveeennnens (Astrologer Base List)
New Equipment: Helm of Star-Kind (transparent aluminum- Weather Ways 1-10.......cceovevvevnrennnnne (Open Channeling List)
steel helm with telepathic link to holder. Endows +15 bonus to Lore 1-10.....coivimvmriinenieenienneeniecieenns (Closed Channeling List)
Astronomy, Navigation, Star Gazing and any other related skill. Starlights 1-10 ....covreevvccreerreeecrcernnnns (Astrologer Base List)
May or may not be an advanced technology — GM’s discre- Movement 1-10......cccccvvrvevivinvrerninnnnns (Closed Mentalism List)
tion). Self Healing 1-10 .....cccocvvvervveernvrercnnnns (Closed Mentalism List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Defense+ 6 — 0, (0,5) 30 Demon Lore 2 23 (10) 33
Body Development 4 1.05 0, (0,0 28/29 Disguise 1 15 ©0) 20
Climbing 1 — 0, (0,0) 5 Dragon Lore 2 23 (10) 33
General Perception 6 8 0, (10,5) 38 Faerie Lore 2 23 (10) 33
Linguistics 4 — 0, (0,0) R-4 Fauna Lore 2 23 10) 33
Martial Arts First Aid 1 13 (1)} 18
Striking R-1 2 10 0, (0,0) 20 Gambling 4 28 ) 48
Riding 2 3 0, (0,0) 13 Mapping 2 23 (10) 33
Runes 3 8 0, (10,10) 23 Metal Lore 2 23 (10) 33
Sling+ 4 7 0, (0,0 27 Navigation 1 8 (10) 13
Staves/Wands 2 8 0, (10,10) 18 Philosophy 1 23 (10) 28
Swimming 2 — 0, (0,0) 10 Sense Reality warp 1 8 (10) 13
Advance Math 1 23 (10) 28 Star Gazing 9 28 (10), 15 88
Appraisal 1 23 10) 28 Stone Lore 2 23 (10) 33
Astronomy 10 23 (10) 73 Tale Telling 1 28 (10) 33
Basic Math 2 23 (10) 33 Xeno-Lore
Heroes of the Gods 2 23 (10) 33
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Prof: Astrologer. Level: 7. Exp Points: 90,000. Primary Spell Llsts:
Eyes: Amber. Hair: Grey. Build: Tall. Holy Visions 1-10 ....ccccceevniennvnnrrennnns (Astrologer Base List)
Height: 6' 3". Weight: 200 Ibs. Hits: 32/33 Calm Spirits 1-10 ....ccccvvvvvvrereerevrernenes (Closed Channeling List)
Realm: Channeling/Mentalism. Power Points: 7 (+1 1). Far Voice 1-10 w.cocvveivvieeieeeeiiceinene (Astrologer Base List)
St-96 (96); Qu-65 (89); Pr-90 (90); In-90 (90); Em-85 (85); St'arh’ghts ‘1-10 ...................................... (Astrologer’Base LlSt-)
Co-87 (87);Ag: 57-(90); Sd-66 (96); Re-74 (86); Me-101 (101). Time’s Bridge 1-10 ...ccccevvevvrrecrecrnnnes (Astrologer’s Ba§e LlS't)
Lore 1-20 ... iiiieiieieceeeeeereesns (Closed Channeling List)
AT: 2; DB: 0 (+35 AD); Armor Penalty: 0/0/0. Move: 50'. Concussion Ways 1-10 .......c...coeverrunen. (Closed Channeling List)
New Equipment: Helm of Star-Kind (transparent aluminum- Secondary Spell Lists:
steel “magic” helm with telepathic link to holder. Endows +15 Starsense 1-10 .....ovvevnenienicnieeeceninenae (Astrologer Base List)
bonus to Astronomy, Navigation, Star Gazing and any other Weather Ways 1-10......ccccoemvecnienrnnnnns (Open Channeling List)
related skill. May or may not be an advanced technology — Lore 1-10...iriniiciicsiscseecaene (Closed Channeling List)
GM’s discretion). Starlights 1-20 ......ccorvveenvrrienevenieneernnns (Astrologer Base List)
Self Healing 1-10 .....ccoovveveiineererreenens (Open Mentalism List)
Movement 1-10 .......cocoveevvrereerecrreennnen (Closed Mentalism List)
Blood Law 1-10 ......ccoevvvvevveveenrecereennen. (Closed Channeling List)
Stat Special Martial Arts
Skill Rank Bonus Bonus Total Striking R-1 3 10 0, (0,0) 25
Adrenal Defense+ 7 -— 0,(0,7) 35 Riding 2 3 0, (0,0) 13
Body Development 5 1.05 0, (0,0) 32/33 Runes 5 8 0, (14,14) 33
Climbing 1 — 0, (0,0) 5 Sling+ 5 7 0, (0,0) 32
General Perception 7 8 0,(14,7) 43 Staves/Wands 2 8 0, (14,14) 18
Linguistics 8 — — R-8 Swimming 2 — 0, (0,0) 10
(Level 7 continued on next page)
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Stat Special Lip Reading 1 5 (1)) 10
Skill Rank Bonus Bonus Total Mapping 2 23 14) i3
Administration 2 5 a4 15 Meditation Healing 1 13 %) 18
Advance Math 1 23 (14 28 Metal Lore 2 23 (14) 33
Appraisal 1 23 © 28 Navigation 3 5 (14) 20
Astronomy 12 23 (14) 78 Philosophy 3 23 (14) 38
Basic Math 2 23 a4 33 Poison Lore 1 23 (14) 28
Demon Lore 2 23 (14) 33 Sense Reality Warp 1 8 %) 13
Disguise 1 15 © 20 Star Gazing 11 28 (14), 15 95
Dragon Lore 2 23 (14 33 Stone Lore 2 23 (14) 33
Faerie Lore 3 23 (14) 38 Tale Telling 1 28 (0) 33
Fauna Lore 2 23 (14) 33 Trading Lore 1 23 (14 28
First Aid 1 13 () 18 Xeno-Lore
Gambling 4 28 O 48 Heroes of the Gods 2 23 (14) 33
Herb Lore 1 23 (14) 28 '
- e '.".._._L'-{-v.ﬂ‘A* -——NQL-EVEL IOL_;"V_ ..\4\1 w--.'-‘si" A.a',- ,:..-"- 2N ;
Prof: Astrologer. Level: 10. Exp Points: 150,000. Primary Spell Lists:
Eyes: Amber. Hair: Grey. Build: Tall. Holy Visions 1-10.....c.ccoovniniimnnenns (Astrologer Base List)
Height: 6' 3". Weight: 205 1bs. Hits: 44/46 Calm Spirits 1-10 .......cocoevrvverinviiinnienes (Closed Channeling List)
Realm: Channeling/Mentalism. Power Points: 10 (+1 }). Far Voice 1-10 ...covviireecvrienirenrieenricensene (Astrologer Base List)
St-96 (96); Qu-80 (89); Pr-90 (90); In-90 (90); Em-85 (85); St.arh’ghts 1-10 ...................................... (Astrologer,Base LlSt')
Co-87 (87),Ag 80-(90); Sd-80 (96); Re-86 (86); Me-101 (101). Time’s Brldge 1-10 e (AStl’OlOgCI’ S Bage LlS.t) .
, LOre 1220 uiiiireieninerensieererinneessaneessenes (Closed Channeling List)
AT: 2; DB: 5 (+45 AD); Armor Penalty: 0/0/0. Move: 55'. Concussion Ways 1-10 .....cccccevvcrrnrecn. (Closed Channeling List)
New Equipment: Helm of Star-Kind (transparent aluminum- Way Of The Voice 1-20.......coverrenenenn. (Astrologer’s Base List)
steel “magical” helm with telepathic link to holder. Endows +15 Secondary Spell Lists:
bonus to Astronomy, Navigation, Star Gazing and any other Starsense 1-20 ....oovivveceerveneervereeriennnennes (Astrologer Base List)
related skill. May or may not be an advanced technology — Weather Ways 1-10......coouviiniennncinnnns (Open Channeling List)
GM’s discretion). +10 Magical Sling (+10 to OB). +10 Magical Lore 1-10...iiceinenennsinncnnion (Closed Channeling List)
Drake Skinned gloves (adds +10 bonus to any Climbing or Starlights 1-20 .....coreeereeerevnienencinnens (Astrologer Base List)
grasping related skills). Self Healing 1-10 .....c.cooevvvvvvrivnninnne .-..(Open Mentalism List)
Blood Law 1-10 ..eveeieeiicieeeceecenne (Closed Channeling List)
Muscle Law 1-10 ....ceeiviininiieiirennnns (Closed Channeling List)
Movement 1-10 .....ccccevveerveenieenreenrecsnins (Closed Mentalism List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Defense+ 9 —_— 0, (0,10) 45 Disguise 1 23 () 28
Adrenal Moves Dragon Lore 3 25 20) 40
Landing 1 15 0, (0,10) 20 Faerie Lore 4 25 200 45
Body Development 7 1.05 0, (0,0 44/46 Fauna Lore 3 25 20) 40
Climbing 2 5 0, (0,0) 15 First Aid 2 15 ()] 25
General Perception 10 8 0, (20,10) 58 Gambling 4 28 ) 48
Linguistics 9 — — R-9 Herb Lore 2 25 20) 35
Martial Arts Lip Reading 1 5 ©) 10
Striking R-1 4 15 0, (0,0) 35 Mapping 2 23 20) 33
Riding 3 8 0, (0,0) 23 Meditation Healing 3 23 (10) 38
Runes 6 8 0, (20,20) 38 Metal Lore 3 25 (20) 40
Sling+ 5 7 0, (0,0) 32 Navigation 3 8 20) 23
Stalk/Hide 1 13/20 0, (0,0 18/25 Philosophy 3 23 0) 38
Staves/Wands 4 8 0, (20,20) 28 Poison Lore 2 25 0 35
Swimming 3 5 0, (0,0) 20 Sense Reality warp 1 8 (10) 13
Administration 4 8 0) 28 Star Gazing 14 28 Q.15+ 101
Advance Math 1 23 (20) 28 Stone Lore 3 2 (20) 40
Appraisal 1 23 (O) 28 Tale :Fellnng 3 28 (0) 43
Astronomy 14 25 (20) 83 Tradmg Lore 2 25 (20) 35
Basic Math 4 23 (20) 48 Use/Remove Poison i 8 (0) 13
Demon Lore 3 25 (0) 40 Xeno-Lore
Direction Sense 2 8 (10) 18 Heroes of the Gods 3 5 20) 40
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Prof: Astrologer. Level: 15. Exp Points: 300,000. Primary Spell Lists:
Eyes: Amber. Hair: Grey. Build: Tall. Holy Visions 1-10 .......ccvieviirvnnnncnnnns (Astrologer Base List)
Height: 6' 3". Weight: 185 lbs. Hits: 64/67 Calm Spirits 1-10 ..cvvervevreererrenrresrenenees (Closed Channeling List)
Realm: Channeling/Mentalism. Power Points: 15 (+1 ). Far Voice 1-10 auuvveeeeirireeeenieeeineens (Astrologer Base List)
St-96 (96); Qu-89 (89); Pr-90 (90); In-90 (90); Em-85 (85); St.arll’ghts 1-10 ...................................... (Astrologer,Base LISF)
Co-87 (87),Ag 90-(90); Sd-96 (96); Re-86 (86); Me-101 (101) Time’s Brldge 1-20 o (Astrologer S Ba§e LlS.t)
' Lore 1-20...iieiieiieeeccenereceeenr e (Closed Channeling List)
AT: 2; DB: 5 (+52 AD) ; Armor Penalty: 0/0/0. Move: 55'. Concussion Ways 1-20 ......cccccverevenenes (Closed Channeling List)
New Equipment: Helm of Star-Kind (transparent aluminum- Way Of The Voice 1-20........c.ceeeue.n. (Astrologer Base List)
steel “magical” helm with telepathic link to holder. Endows +15 Secondary Spell Lists:
bonus to Astronomy, Navigation, Star Gazing and any other Starsense 1-20 .....cocoveveeiieinceneeninnniennens (Astrologer Base List)
related skill. May or may not be an advanced technology — Weather Ways 1-10.........ccccoevernennnene (Open Channeling List)
GM’s discretion). +10 Magical Sling (+10 to OB). +10 Magical Lore 1-10....iciiiirienerniinieeeenrneenrenniennees (Closed Channeling List)
Drake Skinned gloves (adds +10 bonus to any Climbing or Starlights 1-20 ....cocenvvivnninriceienicencenens (Astrologer Base List)
grasping related skills). Ring of Assassins (Gold ring with no Movement 1-10 ......cccooeveevrvcevenennnne. (Closed Mentalism List)
inset or inscription. Endows wearer with a +/- 5 Ambush bonus Blood Law 1-10 ....ccceevervievvieveecrecnnne (Closed Channeling List)
and a +15 Detect Ambush/Assassin bonus). Muscle Law 1-10 ....coceveeiineiieciveeiene (Closed Channeling List)
Organ Law 1-10 .....occeorencevvrnvecricnsennes (Closed Channeling List)
Purifications 1-10......cccoevvveenrvrivveerinenn. (Closed Channeling List)
Self Healing 1-10 ....cccoveveeveveneereernnnnens (Open Mentalism List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Defense+ 11 — 0, (0,15) 52 Administration 4 8 30) 28
Adrenal Moves Advance Math 1 23 (30) 28
Strength 1 23 0, (0,15) 28 Appraisal 1 23 ()] 28
Speed 1 23 0, (0,15) 28 Astronomy 14 25 (30) 83
Balance 1 23 0, (0,15) 28 Basic Math 4 23 30) 43
Leaping 1 23 0, (0,15) 28 Demon Lore 8 25 30) 65
Landing 5 23 0, (0,15) 48 Direction Sense 2 8 (15) 18
Ambush 2 — — +/-2 Disguise 1 23 () 28
Body Development 9 1.05 0, (0,0) 64/67 Dragon Lore 8 25 (30) 65
Channeling 2 10 0, (15,30) 20 Faerie Lore 9 25 (30) 70
Climbing 2 10 0, (0,0) 20 Fauna Lore 8 25 30) 60
General Perception 14 8 0, (30,15) 62 First Aid 2 15 ) 25
Linguistics 9 — — R-9 __Gambling 4 28 0) 48
Martial Arts Herb Lore 7 25 (30) 60
Striking R-1 8 17 0, (0,0) 57 Lip Reading 1 5 ©) 10
Riding 3 8 0, (0,0 23 Mapping 2 23 30) 33
Runes 8 8 0, (30,30) 48 Meditation Healing 3 23 (15) 38
Sling+ 5 13 0, (0,0) 38 Metal Lore 8 25 30) 65
Stalk/Hide 4 23/35 0, (0,0) 43/55 Navigation 3 8 (30) 23
Staves/Wands 12 8 0, (30,30) 62 Philosophy 3 23 (30) 38
Swimming 3 10 0, (0,0) 25 Poison Lore 7 25 30) 60
Sense Reality warp 1 8 (15) 13
Star Gazing 14 28 (30),15 ¢ 101
Stone Lore 8 25 (30) 65
Tale Telling 3 28 0) 43
Trading Lore 7 25 (30) 60
Use/Remove Poison 1 8 (V)] 13
Xeno-Lore
Heroes of the Gods 8 25 30) 65
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Prof: Astrologer. Level: 20. Exp Points: 500,000. Prlmary Spell Llsts.
Eyes: Amber. Hair: Grey. Build: Tall. Holy Visions 1-10 ......c.cccovevnivinvcnnenen. (Astrologer Base List)
Height: 6' 3". Weight: 198 Ibs. Hits: 92/97 Calm Spirits 1-10 ....cccvevvevrincvirinnnnene (Closed Channeling List)
Realm: Channeling/Mentalism. Power Points: 20 (+1 1). Far Voice 1-10 ....cccveiriceeecierceeeene (Astrologer Base List)
St-96 (96); Qu-89 (89); Pr-90 (90); In-90 (90); Em-85 (85); St'arll’ghts '1-20 cveereesnesnssreeeensnneennennenesens (AStrologer Base List.)
Co-87 (87);Ag: 90-(90); Sd-96 (96); Re-86 (86); Me-101 (101). Time’s Bridge 1-20 .....oooevvvvrnrecinnnnnen. (Astrologer’s Base List)
. ] ' Lore 1-20uicoiieeinecneerecrenieneenreseenienes (Closed Channeling List)
AT: 2; DB: 5 (+52 AD); Armor Penalty: 0/0/0. Move: 55'. Concussion Ways 1-20 ........c.cccevueee.. (Closed Channeling List)
New Equipment: Helm of Star-Kind (transparent aluminum- Way Of The Voice 1-20.........c..cc.c...... (Astrologer Base List) &
steel helm with telepathic link to holder. Endows +15 bonus to Mind Shout @ 25th
Astronomy, Navigation, Star Gazing and any other related skill. Damage Resistance 1-10........c.ccoccnnen. (Open Mentalism List)
May or may not be an advanced technology — GM'’s discre- Attack Avoidance 1-10 ....coervivennenene (Open Mentalism List)
tion). +10 Magical Sling (+10 to OB). +10 Magical Drake Secondary Spell Lists:
Skinned gloves (adds +10 bonus to ary Climbing or grasping Starsense 1-20 .......coovviiiieiiennninnnene (Astrologer Base List)
related skills). Ring of Assassins (Gold ring with no inset or Weather Ways 1-10......ccoiiiniinninnne (Open Channeling List)
inscription. Endows wearer with a +/- 5 Ambush bonus and a Lore 1-10 ..o (Closed Channeling List)
+15 Detect Ambush/Assassin bonus); Potion of Anykind (a Starlights 1-20 ...c.ccovvvivinnincnniineinens (Astrologer Base List)
copper bottle that can be drank from but 10 times, each time Self Healing 1-10 ...cccocoviniciinivnnnnncnne (Open Mentalism List)
upon the choice of the GM or player, the potion can be of any Blood Law 1-10 ..o (Closed Channeling List)
known type. The 11th and subsequent draughts are of an 11th Muscle Law 1-10 ... (Closed Channeling List)
level nerve poison). Organ Law 1-10 ..o, (Closed Channeling List)
Purifications 1-10.......cccccevvevviverrrvneeen. (Closed Channeling List)
Transferring Ways 1-10 .....ccococovrinnnnnn (Healer Base List)
Delving 1-10 ..ot (Open Mentalism List)
Movement 1-10 ....ccoerieeverrrniireeeaeeeeen (Closed Mentalism List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Defense+ 11 — 0, (0,20) 52 Administration 6 8 (40) 38
Adrenal Moves Advance Math 1 23 (40) 28
Strength 1 23 0, (0,20) 28 Appraisal 1 23 ) 28
Speed 1 23 0, (0,20) 28 Astronomy 19 25 40) 96
Balance 5 23 0, (0,20) 43 Basic Math 9 25 (40) 70
Leaping 5 23 0, (0,20) 43 Demon Lore 8 25 (40) 65
Landing 8 23 0, (0,20) 63 Direction Sense 2 8 20) 18
Ambush 4 — — +/- 4 Disguise 1 23 (V)] 28
Body Development 14 1.05 0, (0,0) 92/97 Dragon Lore 8 25 (40) 65
Channeling 2 10 0, (20,40) 20 Faerie Lore 9 25 (40) 70
Climbing 4 10 0, (0,0) 30 Fauna Lore 8 25 (40) 60
General Perception 16 8 0, (40,20) 70 First Aid 2 15 0) 25
Linguistics 15 — — R-15 Gambling 4 28 ()] 48
Martial Arts Herb Lore 7 25 40) 60
Striking R-1 8 17 0, (0,0) 57 Lip Reading 1 5 ) 10
Striking R-2 4 17 0, (0,0) 37 Mapping 2 23 @0y 33
Striking R-3 1 17 0, (0,0) 22 Meditation Healing 4 23 (20) 43
Riding 5 8 0, (0,0) 33 Meditation Sleep 1 23 - (20) 28
Runes 8 8 0, (40,40) 48 Metal Lore 8 25 40) 65
Sling+ 5 13 0, (0,0 32 Navigation 3 8 (40) 23
Stalk/Hide 3 23/35 0, (0,0) 38/50 Philosophy 8 25 (40) 70
Staves/Wands 12 8 0, (40,40) 62 Poison Lore 7 25 (40) 60
Swimming 5 10 0, (6,0 35 Sailing 3 10 ) 25
Sense Reality warp 4 8 (20) 28
Star Gazing 19 28 40), 151 111
Stone Lore -9 25 ) (40) 70
Tale Telling 3 28 ) 43
Trading Lore 7 25 40) 60
Use/Remove Poison 1 8 () 13
Xeno-Lore
Heroes of the Gods 8 25 40) 65
E& " DELMU THRANK, ASTROLOGER . 133 ]
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(Ri’I'Ji Cha’So)

iiji Cha’so was born in 6020 in the back country of The
Fell Lands to an immigrant family of saja-pickers. (Saja
are potato-like tubes eaten throughout the area) At an
early age, Riiji showed great aptitude in the mastery of
mental powers. In one instance, he cut his arm severely, yet used
concentration to lower his heartbeat and blood pressure, thus enabling
the local leach to save the arm and his life. From that point, many of
the villagers and immigrant families talked about Riiji and his gift.
The whispers eventually reached the ears of a travelling Monk, who
visited the Cha’so family and ‘bought’ Riiji from the boy’s father for
the price of a entire piece of gold. It is believed that Cha’so’s family
was very protective of their children and that only after the offer of
such wealth would it agree to sell one of them.

Riiji was brought to the travelling Monk’s stoic monastery where
he was given the task of relearning the very basics of life: heartbeat,
breathing, blood flow, walking, sight, smell, hearing. It was a task
much more difficult than one could
believe, Yet, in those early years
Riiji excelled, surpassing a num-
ber of other adept Monks who had

arrived before him. His teachers
said that the boy had a unique and
powerful Presence.

LEVEL 3

Riiji spent several more
years learning how to con-
trol other facets of his
mental and physiologi-
cal person. Helearned
thow to move and
twist, how to strike
and throw, and how
to move with great
strength, speed, and agil-
ity. It wasatime when
all seemed
possible.
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LEVEL 5§

During his free time, Riiji wandered through the scrub lands
looking for saja and for hares or ground squirrels for the dinner
pot. This is where he met up with the Bitaaru, the Little People.
At first they gave him nothing but problems: tying his shoes
together, making rat nests in his hair, breaking off all his buttons
that held up his trousers, souring his canteen's drinking water,
and the like. Eventually, however, the little people grew to enjoy
the boy’s company and even sat with him, teaching him some of
their ways (they, too, thought he had a special Presence). This is
where he learned his greatest spell-casting capability.

LEVEL 7

It was during the later part of his life that Riiji's adventures
began, at a point at which he thought he could learn no more. He
left his house and home of fifteen years and wandered through
the Fell Lands. He eventually met up with KarChaum, amercenary
and adventurer, who was searching for the Rathshava and its
buried riches. For several long months, he journeyed with the
man and his company of Fighters until they found the great field
of battle. There, they camped and prepared to scour the battle-
field for any long-forgotten war relics. That night, with a raging
Essence storm brewing, they were set upon by foul black things.
Some say now that they were the Unlife; regardless, the battle
was quick and fierce. All members of the mercenary band died,
save for Riiji, who, in his disgrace, pretended to be dead and
allowed himself to be stripped and left naked on the great
battlefield.

LEVEL 10

When he awoke from his ‘death-trance’ Riiji felt so ashamed
that he could barely return to his home. Once there, however, he
didn’t leave again for nearly ten years.

LEVEL 15
Riiji finally left his home and journeyed about, encountering
both friends and foes as he did. At first, as he travelled, he took
on tasks of heroism to atone for his past mistake. He slew great
evil beasts as well as bandits and thieves that plagued the
countryside. He gradually gained fame as a hero and a righter of
wrongs.

LEVEL 20

Riiji still wanders the land. His skills are twice as great as
when he last left, and his guilty conscience is no more. Now he
searches the land as did his first mentor, for children with
incredible gifts of Presence, Empathy, or Memory. He has found
several children in the lands of Gethrya, and he has purchased
many from their families with the gold he carries with him. Some
say the Monk carries as much as 100 to 500 gold pieces, but its
more likely that he carries only ten to fifteen.




DESCRIPTION
Riiji is a very controlled individual, both mentaliy and physi-
cally. Everything about him is always perfect — there is never a
hair out of place. He stands six foot tall, and weighs 180 pounds.
His muscles appear like wrought bands of steel, as though they are
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Prof: Monk. Level: 1. Exp Points: 10,000.

Eyes: Brown. Hair: Black. Build: Average,

Height: 6'. Weight: 150 Ibs, Hits: 41/49.

Realm: Essence. Power Points: 1.

St-82 (99); Qu-83 (83); Pr-101 (101); In-52 (86); Em-90 (90);
Co-87 (87); Ag-82 (93); SD-90 (90); Re-71 (71); Me-91 (95).

TR Lever 1 @ S

always flexed. Riiji never lets his guard down, and he is always
prepared for anything. He wears s1mp1e clothing and a plain silver
necklace around his neck. There is always a dagger at his side,
though he rarely draws it unless the situation is very serious.
Sometimes he is seen with a halberd of fine make.

SAA-73 +15 Co bonus SAM-12 +10 to Base Attack/Elemental
Spell Rolls §; SIC-87 Daily II Spell Item (Water walking,
Animist Base List)

AT 2; DB 5 (+20 AD, +4 TE); Armor Penalty 0/0/0. Move 55'
Primary Spell Lists:

:.._.'.._...-f.
T =h

Body Renewal 1-10......coocnvinnnncnnes (Monk’s Base List)
Background Options: SOC-5 +1 8t, Pr, Me; SOC-2 +10 to Secondary Spell Lists:
Martial Arts Sweeping T; SOC-2 +10 to Adrenal Defense sl Evasions 1-10.....ceeeirvinieeniveneecrerconans (Monk’s Base List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Acrobatics 2 5 0, (0,2) 15 General Perception 2 — 0, (1,1 10
Adrenal Defense 2 — 0,(0,0),10% 20 Martial Arts
Adrenal Moves Striking R-1 2 8 1, (--) 18
Strength 1 23 0, (0,0) 28 Sweeps R-1 2 7 L, (), 107 28
Speed 1 23 0, (0,0) 28 Meditation
Balance 1 23 0, (0,0) 28 Trance ) 73 0) 33
Leaping 1 23 0,(0,0) 28 Stunned Maneuvers 4 15 ) 35
Landing 1 23 0, (0,0) 28 Tumbling
Quick Draw 1 23 0, (0,0) 28 Attack ) 8 o)) 18
Ambush 2 — — +-2 Evasion 4 5 1) 25
Body Development+ 7 1.20 0, (1,1 41/49 Yado (Bare Handed) 2 5 1) 15
Dagger+ 3 8 1, () 24
L— T, o N '\J".-_ s L’": v ._, -_.J:{.¢~ *4:3 LEVEL 3 kg..;‘-— N .:u e _y*i— DR

Prof: Monk. Level: 3. Exp Points: 30,000.
Eyes: Brown. Hair: Black. Build: Average.

AT: 2; DB: 5 (+25 AD, +8 TE); Armor Penalty 0/0/0 Move: 55'

¢ Wi = " Primary Spell Lists:
Height: 6. Weight: 150 lbs. Hits: 60/72. Body Renewal 1-10.......cooocnerirnerroneens (Monk’s Base List)
Realm: Essence. Power Points: 3. Secondary Spell Lists:
St-90 (99); Qu-83 (83); Pr-101 (101); In-73 (86); Em-90 (90); Evasions 1-10.....ccerverccinnerinenensennennns (Monk’s Base List)
Co-87 (87); Ag-93 (93); SD-90 (90); Re-71 (71); Me-94 (95).
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Acrobatics 2 8 0, (0,6) 18 Sweeps R-1 4 13 3,(--), 10 % 46
Adrenal Defense 3 — 0,(0,0),10 % 25 Sweeps R-2 2 13 3,(-,-),10% 36
Adrenal Moves Sweeps R-3 1 13 3,(--), 10t 18
Strength 3 23 0, (0,0 38 Spell Acquisition 1 10 — —
Speed 3 23 0,(0,0) 38 Meditation
Balance 3 23 0, (0,0) 38 Cleansing 2 13 © 23
Leaping 3 23 0, (0,0) 38 Death 2 23 0) 33
Landing 3 23 0,(0,0) 38 Healing 2 13 (0) 23
Quick Draw 3 23 0, (0,0) 38 Ki 2 23 0) 33
Ambush 2 — — +/-2 Sleep 2 8 ) 18
Body Development+ 11 1.20 0,3.3) 60/72 Trance 4 23 ) 43
Dagger+ 3 13 3,60 31 Stunned Maneuvers 8 15 3) 35
General Perception 2 — 0,(3,3) 10 Tumbling
Martial Arts Attack 2 8 3 18
Striking R-1 4 13 3,7 36 Evasion 8 8 3 48
Striking R-2 2 13 3, () 26 Yado (Bare Handed) 4 5 3) 25
Striking R-3 1 13 3,(¢) 21
E& T RIJICHA'SO, MONK . 135 |




Prof: Monk. Level: 5. Exp Points: 50,000.

Eyes: Brown. Hair: Black. Build: Average.

Height: 6'. Weight: 150 1bs. Hits: 60/72.

Realm: Essence. Power Points: 5.

St-99 (99); Qu-83 (83); Pr-101 (101); In-81 (86); Em-90 (90);
Co-87 (87); Ag-93 (93); SD-90 (90); Re-71 (71); Me-95 (95).

AT: 2; DB: 5 (+35 AD, +12 TE); Armor Penalty 0/0/0. Move: 55'.
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New Equipment: Charm of Body Control (Silver necklace with
intricate gold ornament: acts as a permanent Unpain enabling the
wearer to withstand an additional 50% hits before going unconscious.
Also it gives a +10 bonus to Body Damage Stabilization, Control
Lycanthropy, Frenzy, and Adrenal Moves Skills).

Primary Spell Lists:
Body Renewal 1-10 .......cccoeniniivnniiinnens (Monk’s Base List)
Secondary Spell Lists:

Evasions 1-10......ccccceveevevrrrevnvcennenesseeneaes (Monk’s Base List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Acrobatics 3 8 0, (0,10) 23 Pick Locks 1 5 0, (0,0) 10
Adrenal Defense 5 — 0, (0,0), 10 % 35 Runes 1 8 0, (5,0) 13
Adrenal Moves Spell Acquisition 1 10 — —
Strength 3 23 0, (0,0) 38 Stalk & Hide 4 13/15 0, (5.5) 33/35
Speed 3 23 0, (0,0) 38 Staves & Wands 1 8 0, (5,0) 13
Balance 3 23 0, (0,0) 38 Swimming 2 10 0, (5,10) 20
Leaping 3 23 0. (0,0) 38 Faerie Lore 1 8 &) 13
Landing 3 23 0, (0,0) 38 ‘Fauna Lore 1 8 &) 13
Quick Draw 3 23 0, (0,0 38 Flora Lore 1 8 &) 13
Ambush 2 — — +-2 Herb Lore 1 8 (5) 13
Body Development+ 11 1.20 0,(5,5) 60/72 Meditation
Climbing 2 10 0, (5,10) 20 Cleansing 2 13 ©) 23
Dagger+ 3 13 5, (=) 33 Death 2 23 (0) 33
Disarm Traps 1 8 0,(5.5) 13 Healing 2 13 © 23
General Perception 6 3 0, (5,5) 33 Ki 2 23 0) 33
Martial Arts Sleep 2 8 (V) 18
Striking R-1 5 20 5, () 50 Stunned Maneuvers 12 15 (5) 69
Striking R-2 3 20 5,(-) 40 Tumbling
Striking R-3 2 20 5, (~") 35 Attack 4 8 ) 28
Striking R-4 1 20 5, () 30 Evasion 12 8 ()] 62
Sweeps R-1 4 15 5,(-), 10 50 Trance 4 20 (5) 40
Sweeps R-2 3 15 5,(-), 10 % 45 Yado (Bare Handed) 6 5 (5) 35
Sweeps R-3 1 15 5,(--), 10% 35
T T G S T S 0] LEVEL 7 e i e e i o it

Prof: Monk. Level: 7. Exp Points: 90,000.

Eyes: Brown. Hair: Black. Build: Average.

Height: 6'. Weight: 150 Ibs. Hits: 86/103.

Realm: Essence. Power Points: 7.

St-99 (99); Qu-83 (83); Pr-101 (101); In-86 (86); Em-90 (90);
Co-87 (87); Ag-93 (93); SD-90 (90); Re-71 (71); Me-95 (95).

AT: 2; DB: 5 (+45 AD, +16 TE); Armor Penalty 0/0/0. Move: 55'.

wearer to withstand an additional 50% hits before going unconscious.
Also it gives a +10 bonus to Body Damage Stabilization, Control
Lycanthropy, Frenzy, and Adrenal Moves Skills); +10 Crimson Alloy
Dagger with an additional ‘A’ Critical Roll on the Heat Table.

Primary Spell Lists:

Body Renewal 1-10 (Monk’s Base List)
Body Reins 1-10 .....oovivivviviiineinirincnenens (Monk’s Base List)
Secondary Spell Lists:

New Equipment: Charm of Body Control (Silver necklace with EVasions 1-10...cccveeevecrmmcneerersermesnannss (Monk’s Base List)
intricate gold ornament: acts as a permanent Unpain enabling the Physical Enhancement 1-10....................nns (Open Essence List)
Stat Special General Perception 7 3 0,(7,7) 38
Skill Rank Bonus Bonus Total Martial Arts
Acrobatics 5 8 0, (0,14) 33 Striking R-1 7 20 7, () 62
Adrenal Defense 7 — 0,(0,0), 10 % 45 Striking R-2 5 20 7, (--) 52
Adrenal Moves Striking R-3 4 20 7, (--) 47
Strength 3 23 0, (0,0 38 Striking R-4 3 20 7, (=) 42
Speed 3 23 0, (0,0) 38 Sweeps R-1 6 15 7,(--), 10 ¥ 62
Balance 3 23 0, (0,0) 38 Sweeps R-2 5 15 7,(--), 10 ¥ 57
Leaping 3 23 0,(0,0) 38 Sweeps R-3 3 15 7,5, 10 % 47
Landing 3 23 0, (0,0 38 Pick Locks 1 5 0, (0,0) 10
Quick Draw 3 23 0, (0,0) 38 Runes 1 8 0, (7,0) 13
Ambush 2 — — +-2 Stalk & Hide 5 13/15 0, (1,7) 38/40
Body Development+ 15 1.20 0,(7,7 86/103 Staves & Wands 1 8 0,(7,0) 13
Climbing 2 10 0,(7,14) 20 Swimming 2 10 0,(7,14) 20
Disarm Traps 1 8 0,(7.7) 13 (Level 7 continued on next page)
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Stat Special

Skill Rank Bonus Bonus Total
Weapon Kata

Dagger+, Stick 3 13 7, (-5-) 30
Diagnostics 1 3 @) 8
Drug Tolerance 1 18 0] 23
Faerie Lore 1 8 0] 13
Fauna Lore 1 8 (@) 13
First Aid 1 13 @) 18
Flora Lore 1 8 (@) 13
Herb Lore 1 8 ) 13
Meditation

Cleansing 2 13 ()] 23

Death 2 23 0) 33

Healing 2 13 0) 23

Ki 2 20 ©) 30

Sleep 2 8 ()] 18

Trance 4 23 (V)] 43
Poison Perception 1 3 @) 8
Sense Ambush/Assass 1 3 N 8
Stunned Maneuvers 16 15 (@] 77
Tight-Rope Walking 1 13 (14) 18
Time Sense 1 10 O] 15
Tumbling

Attack 6 8 €)) 38

Evasion 16 8 D 70
Yado (Bare Handed) 8 5 ) 45

TG S T RO S Leve, 10

Prof: Monk. Level: 10. Exp Points: 150,000.

Eyes: Brown. Hair: Black. Build: Average.

Height: 6'. Weight: 150 1bs. Hits: 104/125.

Realm: Essence. Power Points: 10.

S$t-99 (99); Qu-83 (83); Pr-101 (101); In-86 (86); Em-90 (90);
Co-87 (87); Ag-93 (93); SD-90 (90); Re-71 (71); Me-95 (95).

AT: 2; DB: 5 (+60 AD, +20 TE); Armor Penalty 0/0/0. Move: 55'.

New Equipment: Charm of Body Control (Silver necklace with
intricate gold ornament: acts as a permanent Unpain enabling the

Dagger with an addmonal ‘A’ Critical Roll on the Heat Table;
Bandages of Aid (Silk bandages with gold thread that when applied to
any wound will clot up to 3 hits/round and reduce the severity of any
injury one degree (e.g. a broken arm will become sprained).

Primary Spell Lists:

Body Renewal 1-20 (Monk’s Base List)
Body Reins 1-20 ...... (Monk’s Base List)
Monk’s Bridge 1-10 (Monk’s Base List)
Secondary Spell Lists:

Evasions 1-20.....eceiiinvennenicnnicicnnnennnens (Monk’s Base List)

wearer to withstand an additional 50% hits before going unconscious. Physical Enhancement 1-20 .... (Open Essence List)
Also it gives a +10 bonus to Body Damage Stabilization, Control Rune Mastery 1-10......oeiiinniinniecnnes (Open Essence List)
Lycanthropy, Frenzy, and Adrenal Moves Skills); +10 Crimson Alloy
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Acrobatics 8 8 0, (0,20) 48 Athletic Game (Hurdle) 2 13 20) 23
Adrenal Defense 10 — 0, (0,0), 10 60 Body Damage Stab. 4 10 0 30
Adrenal Moves Diagnostics 1 3 (10) 8
Strength 3 23 0, (0,0) 38 Disarm Foe, Unarmed 2 10 (10) 20
Speed 3 23 0, (0,0) 38 Distance Running 4 20 (20) 40
Balance 3 23 0, (0,0) 38 Drug Tolerance 1 18 (10) 23
Leaping 4 23 0, (0,0) 43 Faerie Lore 2 8 (10) 18
Landing 3 23 0, (0,0) 38 Fauna Lore 2 8 (10) 18
Quick Draw 3 23 0, (0,0) 3 First Aid 1 13 (10) 18
Ambush 3 —_ — +/-3 Flora Lore 2 8 (10) 18
Body Development+ 18 1.20 0,(10,10)  104/125 Frenzy 2 13 (V) 23
Climbing 4 10 0, (10,20) 30 Herb Lore 2 8 (10) 18
Contortions 2 8 0, (0,20) 18 Meditation
Disarm Traps 1 8 0, (10,10) 13 Cleansing 2 13 0) 23
General Perception 9 3 0, (10,10) 48 Death 2 23 0) 33
Martial Arts Healing 2 13 (V) 23
Striking R-1 10 20 10, (-,-) 80 Ki 2 23 ©) 33
Striking R-2 8 20 10, (-,-) 70 Sleep 2 8 () 18
Striking R-3 7 20 10, (-,-) 65 Trance 4 23 0) 43
Striking R-4 6 20 10, (-,-) 60 Poison Perception 1 3 (10) 8
Sweeps R-1 9 15 10, (-,-), 10 T 80 Sense Ambush/Assass 1 3 (10) 8
Sweeps R-2 8 15 10, (-,-), 10 ¥ 75 Stunned Maneuvers 20 15 (10) 85
Sweeps R-3 6 15 10, (-,-), 10 T 65 Tight-Rope Walking 1 13 20) 18
Sweeps R-4 3 15 10, (-,-), 10 ¥ 50 Time Sense 1 10 10) 15
Pick Locks 1 5 0, (10,10) 10 Tumbling
Runes 1 8 0, (10,0) 13 Attack 8 8 (10) 48
Stalk & Hide 7 13/15 0, (10,10) 48/50 Evasion 20 8 (10) 78
Staves & Wands 1 8 0, (10,0) 13 Yado (Bare Handed) 8 5 (10) 45
Swimming 2 10 0, (10,20) 20
Weapon Kata
Dagger, Stick 3 13 10, (-,-) 33
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Prof: Monk. Level 15 Exp Points: 300,000.

Eyes: Brown. Hair: Black. Build: Average.

Height: 6'. Weight: 150 lbs. Hits: 104/125.

Realm: Essence. Power Points: 15.

S5t-99 (99); Qu-83 (83); Pr-101 (101); In-86 (86); Em-90 (90);
Co-87 (87); Ag-93 (93); SD-90 (90); Re-71 (71); Me-95 (95).
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Primary Spell Lists:
Body Renewal 1-20..........coceverrreneee. (Monk’s Base List)
Body Reins 1-20 .....ccoeeerevrneinnnnee. (Monk’s Base List)
Monk’s Bridge 1-20 ........cccoecrvrnennn.e. (Monk’s Base List)
Invisible Ways 1-10 .....ccooevvevvireennnn. (Essence Closed List)

Secondary Spell Lists:
Evasions 1-20......coveveevviieeeeeecvrnenanen. (Monk’s Base List)

AT: 2; DB: 5 (+60 AD, +20 TE); Armor Penalty 0/0/0. Move: Physical Enhancement 1-20.................. (Open Essence List)
55 Rune Mastery 1-10.......cccoovervrerevererenana, (Open Essence List)
New Equipment: Charm of Body Control (Silver necklace with Elemental Shield 1-10...............on........ (Open Essence List)
intricate gold ornament: acts as a permanent Unpain enab]mg Body Reins 1-10 ......covvceeeennvennnnann, (Monk’s Base List)
the wearer to withstand an additional 50% hits before going
unconscious. Also it gives a +10 bonus to Body Damage
Stabilization, Control Lycanthropy, Frenzy, and Adrenal Moves
Skills); +10 Crimson Alloy Dagger with an additional ‘C’
Critical Roll on the Heat Table; Bandages of Aid (Silk bandages
with gold thread that when applied to any wound will clot up to
3 hits/round and reduce the severity of any injury one degree
(e.g. a broken arm will become sprained).
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Acrobatics 8 8 0, (0,30) 48 Athletic Game (Hurdle) 2 13 30) 23
Adrenal Defense 10 —_— 0, (0,0), 10 % 60 Body Damage Stab. 14 10 ) 68
Adrenal Moves Diagnostics 1 3 15) 8
Strength 8 23 0, (0,0) 63 Disarm Foe, Unarmed 7 10 (15) 45
Speed 8 23 0, (0,0 63 Distance Running 9 20 30) 65
Balance 8 23 0, (0,0) 63 Drug Tolerance 1 18 (15) 23
Leaping 9 23 0, (0,0) 68 Faerie Lore 2 8 (15) 18
Landing 8 23 0, (0,0) 63 Fauna Lore 2 8 (15) 18
Quick Draw 8 23 0, (0,0) 63 First Aid 6 13 (15) 43
Ambush 8 — — +/- 8 Flora Lore 2 8 (15) 18
Body Development+ 18 1.20 0, (15,15) 104/125 Frenzy 12 13 ©) 67
Climbing 9 10 0, (15,30) 55 Herb Lore 2 8 (15) 18
Contortions 2 8 0, (0,30) 18 Meditation
Disarm Traps 1 8 0, (15,15) 13 Cleansing 2 13 () 23
General Perception 9 3 0, (15,15) 48 Death 2 23 0) 33
Martial Arts Healing 2 13 (O] 23
Striking R-1 15 20 15, (-,-) 95 Ki 2 23 (1)) 33
Striking R-2 13 20 15, (-,-) 91 Sleep 2 8 ©) 18
Striking R-3 12 20 15, (--) 89 Trance 4 23 ©) 43
Striking R4 11 20 15, (-, 87 Poison Perception 1 3 (15) 8
Sweeps R-1 14 15 15, (--), 10 ¥ 98 Sense Ambush/Assass 1 3 (15) 8
Sweeps R-2 13 15 15,(-,-), 10 ¥ 96 Stunned Maneuvers 20 15 (15) 85
Sweeps R-3 11 15 15, (-,-), 10 92 Tight-Rope Walking 6 13 (30) 43
Sweeps R-4 8 15 15,(-,-), 10 ¢ 80 Time Sense 1 10 (15) 15
Pick Locks 1 5 0, (15,15) 10 Tumbling
Runes 1 8 0, (15,0) 13 Attack 13 8 (15) 64
Stalk & Hide 7 13/15 0, (15,15) 48/50 Evasion 20 8 (15) 78
Staves & Wands 1 8 0, (15,0) 13 Yado (Bare Handed) 13 5 (15) 61
Swimming 2 10 0, (15,30) 20
Weapon Kata
Dagger, Mace, Stick,
Halberd 3 13 15, (-,-) 43
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Prof: Monk. Level: 20. Exp Points: 500,000. Primary Spell Lists:
Eyes: Brown. Hair: Black. Build: Average. Body Renewal 1-20..........ccevvvvuvvennnnns (Monk Base List)
Height: 6'. Weight: 150 Ibs. Hits: 120/144. Body Reins 1-20 ....ocvuvrvinreiiinnenniens (Monk Base List)
Realm: Essence. Power Points: 20. Monk’s Bridge 1-20.......ccocconevenreeneenene (Monk Base List)
St-99 (99), Qu-83 (83); Pr-101 (101); In-86 (86); Em-90 (90); Inv1s‘1ble Ways 1-10 creereeeccriereeccnnes (ESSCI’ICC Close?d List)
Co-87 (87); Ag-93 (93); SD-90 (90); Re-71 (71); Me-95 (95). Evasions 1-20 .......cccovveeirmencnecniecrnccsnnns (Monk Base L%St)
' Monk’s Sense 1-10 ....coovrveeiciiieniiecnonns (Monk Base List)
AT: 2; DB: 5 (); Armor Penalty 0/0/0. Move: 55'. Secondary Spell Lists:
New Equipment: Charm of Body Control (Silver necklace with Evasions 1-20........ccociniviinninnienieniins (Monk Base List)
intricate gold ornament: acts as a permanent Unpain enabling Physical Enhancement 1-20 ................. (Open Essence List)
the wearer to withstand an additional 50% hits before going Rune Mastery 1-20......cccovvverivevnnens (Open Essence List)
unconscious. Also it gives a +10 bonus to Body Damage Elemental Shield 1-10.......cccoevvuennvennnn, (Open Essence List)
Stabilization, Control Lycanthropy, Frenzy, and Adrenal Moves Body Reins 1-20 .....ccccocvvenivinicerineraens (Monk Base List)
Skills); +10 Crimson Alloy Daggerwith an additional ‘C’ Body Renewal 1-10........cccccvevinurnnnnns (Monk Base List)
Critical Roll on the Heat Table; Bandages of Aid (Silk bandages
with gold thread that when applied to any wound will clot up to
3 hits/round and reduce the severity of any injury one degree
(e.g. a broken arm will become sprained); +5 White Alloy
Halberd with an Extra ‘B’ Electricity Critical on Same Dice
Roll. .
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Acrobatics 8 8 0, (0,40) 48 Athletic Game (Hurdle) 2 13 40) 23
Adrenal Defense 10 — 0, (0,0), 10 % 60 Body Damage Stab. 19 10 ) 78
Adrenal Moves Diagnostics | 3 (20) 8
Strength 13 23 0, (0,0) 79 Disarm Foe, Unarmed 12 10 (20) 64
Speed 13 23 0, (0,0) 79 Distance Running 9 20 (40) 65
Balance 13 23 0, (0,0) 79 Drug Tolerance 1 18 20 23
Leaping 14 23 0, (0,0) 81 Faerie Lore 3 8 20 23
Landing i3 23 0, (0,0) 79 Fauna Lore 3 8 20 23
Quick Draw 13 23 0, (0,0) 79 First Aid 6 13 20) 43
Ambush 8 B — +/- 8 Flora Lore 3 8 20 23
Body Development+ 22 1.20 0, (20,20) 120/144 Frenzy 12 13 ©) 67
Climbing 9 10 0, (20,40) 55 Herb Lore 2 8 (20) 18
Contortions 2 8 0, (0,40) 18 Meditation
Disarm Traps 1 8 0, (20,20) 13 Cleansing 7 13 (V)] 48
General Perception 14 3 0, (20,20) 61 Death 7 23 0) 58
Martial Arts Healing 7 13 (1) 48
Striking R-1 20 20 20, (-,-) 110 Ki 7 23 (V) 58
Striking R-2 18 20 20, (-,-) 106 Sleep 7 8 (1)) 43
Striking R-3 17 20 20, (-,-) 104 Trance 9 23 (V) 68
Striking R-4 16 20 20, (-,-) 102 Poison Perception 1 3 (20) 8
Sweeps R-1 19 15 20, (--), 10t 113 Sense Ambush/Assass 1 3 (20) 8
Sweeps R-2 18 15 20, (-,-), 10 T 111 Stunned Maneuvers 20 15 20) 85
Sweeps R-3 16 15 20, (-,-), 10 107 Tight-Rope Walking 6 13 (40) 43
Sweeps R-4 13 15 20, (-,-), 10 ¥ 101 Time Sense 6 10 (20) 40
Pick Locks 1 5 0, (20,20) 10 Tumbling
Runes 1 8 0, (20,0 13 Attack 13 8 (20) 64
Stalk & Hide 12 13/15 0, (20,20) 67/69 Evasion 30 8 20) 88
Staves & Wands 1 8 0, (20,0) 13 Yado (Bare Handed) 18 5 20) 71
Swimming 2 10 0, (20,40) 20
Weapon Kata
—Dagger, Mace, Stick,
Halberd 3 13 15, (-,-) 43
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(Dalas Saltek)

alas, The Range Runner, as he was
eventually called, was born on one
of the distant archipelagos of the

distant islands of Tharda, in the
year (circa) 6009. There, he spent his childhood
in the company of his mother, who fished and
processed her catch into valuable oils, and his
father, who haphazardly made glass beads to sell
to the seagoing vessels. In his free time, he
helped both parents, but eventually fell in love
with the mighty coniferous forests that lay for-
ever cloaked in mist. He spent much of his time
there.

When he was ten, his family’s abode was beset
by Lugroki pirates/slavers from the large island
of Tyrpal. His mother was raped and killed, his
father hauled away in chains. His last glimpse of
his father was one of him being severely whipped
and lashed by large Lugroki brutes. Fortunately
for Dalas, he was able to hide in the woods.
There he managed to survive for another
year, eating grubs and catching hares,
grouses, and other small woodland creatures.
It was then that he learned the ideologies and
dogma of being a Ranger. The woods became
his home.

.-

LEvVEL 3

Upon reaching the age of seventeen, Dalas
walked into a nearby town and signed onto a
ocean going merchant vessel to the distant land
of Jaiman. The voyage took nearly a year and
during that time, he learned a smattering of all
shipboard procedures. Eventually, the ship
reached Meluria and traded the rare fish oils and
colorful beads of Dalas's homeland for steel ores,
which were very rare on the volcanic islands of
Tharda, medicines, perfumes, textiles, and gold
and silver ornaments, another rarity there.

LEVEL §

Meluria seemed like a fine place to him, so the
night before they were to return to the far-off
islands, Dalas jumped ship and swam to the
mainland. He wandered around for a couple of
years picking up the Melurian language, but
mostly experiencing and enjoying the new vari-
eties of fauna and flora.

LEVEL 7

Dalas never became any great figure in history
or time, nor did he contribute to the development
of any nation, religion, or culture. Dalas has
simply led a quiet rural life with the Melurians,
who eventually came to call the stranger the
Range Runner for his ability to run day and night,
never seeming to stop.
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Itis still told around fires that Dalas could out-sprint a racing horse and out run the
best war horse in all of the united kingdoms. In several of his journeys, it is told,
adventurers would see him sprinting along a road, keeping pace with a trotting horse,
mile after mile. It was even reported that he carried an injured child more than twenty

leagues to a local Healer in less than 5 hours — an average speed of twelve miles
per hour.

LEVEL 15

Later in life, Dalas
briefly took up a job as a
tracker and hunting guide for
the gentry who came into the
surrounding lands. There, he
helped track down all sorts of big
game, and helped in flushing the
beasts out, killing them, and skin-
ning and gutting the creatures.
: After awhile, though, he tired
of the snobbery all the
gentry seemed to exude.
He left the job behind
and resumed his
journeys across the

open savannah.

LEVEL 20
Dalas is a bit shy, but will help trav-
ellers in Meluria find their way. He
asks no payment or service of grati-
tude. He takes offense, however,
at those that mistreat the envi-
ronment, and he also has a par-
ticular dislike, if not frenzied
hatred, towards Lugroki and
their kind.

DESCRIPTION
Dalas is a bashful man, rarely responding
with more than three or four words to any
question. He stands six feet, two inches tall
and weighs more than 185 pounds. He has
shaggy, unkempt, hair and a long, waxed,
mustache that sticks out from his face. His eyes
are light blue and soft, almost watery in appear-
ance. He has a large scar, presumably present
since childhood, running the length of his left
cheek.
Dalas wears only the finest buckskin jackets
and pants, with a slightly heavier woolen robe
during winter or colder months. He uses anumber
of weapons in combat, but favors the broadsword
and longbow. Later in life, he can be found don-
ning chain for extra protection.

e e
(i40_ : ROLEMASTER HEROES AND KOGUES . .:




. .--...—.-vngw

Prof: Ranger. Level: 1. Exp Points: 10,000.
Eyes: Blue. Hair: Yellow. Build: Average.
Height: 6°2". Weight: 185 lbs. Hits: 29/38
Realm: Channeling. Power Points: 1.

St-98 (98); Qu-98 (98); Pr-78 (78); In-90 (90); Em-73 (73);

Co-101 (101); Ag-90 (90); SD-94 (94); Re-93 (93); Me-62 (98).

Background Options: SAA-62 +15 Qu bonus; SAM-41 +15
Me Bonus; SOC-5 +1 to St, Qu, Co; SOC-5 +1 to St, Qu, SD;
+5 Magical Broadsword 1; SAC-13 +25 to Tracking } but -5/
1000' above Sea Level.

e T T R DY LEVEL 1 B e i i e e b e .3

AT: 2; DB: 20 (+10 S), Armor Penalty 0/0/0. Move: 70'.
Primary Spell Lists:

Light’s Way 1-10 ......ccoviiennnnennnne (Open Channeling List)
Secondary Spell Lists:
Nature’s Guises 1-10......ccervverviennnnnes (Ranger Base List)

Note: If using Secondary Spell Lists, hange Directed Spell
Hobby to an additional +3 Ranks to Broadsword skill.

Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Body Development 3 1.3 0, (0,0) 29/38 Appraisal 2 10 2) 20
Broad Sword+ 7 20 L(-),5% 61 Camouflage 2 10 ) 20
Climbing 2 10 0,3.1) 20 Detecting Traps 2 10 ) 20
Directed Spells+ Direction Sense 4 10 (¢)) 30
Light’s Way 3 10 0, (0,0 25 Foraging 2 13 3) 23
General Perception 3 10 0, (1,1 25 Locate Secret Openings 2 10 )] 20
Long Bow 2 15 1, (-,-) 27 Read Tracks 2 10 4] 20
Riding 2 5 0,(3.3) 15 Signaling 2 15 ) 25
Spell Acquisition 1 10 — —_ Skinning 2 10 2) 20
Stalk & Hide 4 13/15 0,(1,1) 33/35 Time Sense 2 13 0)) 23
Swimming 2 10 0,(3.1) 20 Tracking 4 10 (1),25% 55
G Mo, o T ST KR A e o 20 Level 3 e e o ot e e 2
Prof: Ranger. Level: 3. Exp Points: 30,000. Primary Spell Lists:
Eyes: Blue. Hair: Yellow. Build: Average. Light’s Way 1-10 ...ccovveiicmnianiincnnnenes (Open Channeling List)
Height: 6°2". Weight: 185 ibs. Hits: 29/38 Concussions’ Way 1-10 ......ccecverennene. (Open Channeling List)
Realm: Channeling. Power Points: 3. Secondary Spell Lists:
St-98 (98), Qu_98 (98), Pr-78 (78), In-90 (90), Em-73 (73), Nature:s Guises 1-10..ccicvveereciieniiiinn (Ranger Base L!S[)
Co-101 (101)’ Ag-90 (90)’ SD-94 (94), Re-93 (93), Me-77 (98) Nature’s Way 1-10 s (Ranger Base LlSt)
AT: 16; DB: 10; Armor Penalty 57/20/20. Move: 70'.
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Animal Healing 1 5 0, (0,0) 10 Appraisal 2 10 6) 20
Body Development 3 1.30 0,(0,0) 29/38 Camouflage 2 10 3) 20
Broad Sword+ 9 20 3,57 73 Detecting Traps 2 10 3) 20
Climbing 4 10 0,(9,3) 30 Direction Sense 4 10 3) 30
Contortions 1 13 0, (0,3) 18 Distance Running 2 30 3) 40
Cookery 1 10 0,(0,2) 15 First Aid 2 8 ©) 18
General Perception 5 10 0,@3.3) 35 Foraging 2 13 ) 23
Long Bow 4 15 3,(-,) 38 Locate Secret Openings 2 10 3) 20
Maneuver in Chain 14 15 0, (0,3) 85 Read Tracks 6 10 3) 40
Navigation 1 10 0,(9,0) 15 Signaling 2 15 © 25
Riding 2 5 0,(9.9) 15 Skinning 2 10 ?3) 20
Stalk & Hide 4 13/15 0,(3.,3) 33/35 Sprinting 4 30 3) 50
Swimming 2 10 0,(9,3) 20 Time Sense 2 13 3) 23
Tumbling 1 13 0,(0,3) 18 Tracking 8 10 3),25% 75
Directed Spells+
Light’s Way 3 10 0, (0,0) 25
&5 T DALAS SAALTAK, RANGER. - 141 |
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Prof: Ranger Level: 5 Exp Pomts 50 000. Primary Spell Lists:
Eyes: Blue. Hair: Yellow. Build: Average. Light’s Way 1-10 ...ccccoevvevrvevcvennenrnnne (Open Channeling List)
Height: 6°2". Weight: 185 1bs. Hits: 49/64 Concussions’ Way 1-10 .....c.ccovevceeneene (Open Channeling List)
Realm: Channeling. Power Points: 5. Blood Law 1-10 ...cc.coveervineriinereecnn (Closed Channeling List)
St-98 (98); Qu-98 (98); Pr-78 (78); In-90 (90); Em-73 (73); Secondary Spell Lists: ,
Co-101 (101); Ag_go (90); SD-94 (94), Re-93 (93); Me-87 (98) Nature’s Guises 1-10.......cccoevveerervnennen (Ranger Base L}St)
Nature’s Way 1-10 .....cocoveeveveereenne. (Ranger Base List)
AT: 16; DB: 10; Armor Penalty : 37/20/20. Move: 70'. Path Mastery 1-10 .....ccocorvevrrecerrrennenee (Ranger Base List)
New Equipment: +20 Adamantium Chain Mail Hauberk
(Applies to all penalties).
Stat Special Stat Special
Skili Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Animal Healing 1 5 0, (0,0) 10 Appraisal 2 10 (10) 20
Body Development 7 1.30 0, (0,0) 49/64 Camouflage 2 10 5 20
Broad Sword+ 11 20 5, (), 5% 79 Detecting Traps 2 10 (5) 20
Climbing 4 10 0, (15,5) 33 Direction Sense 4 10 5) 30
Contortions 1 13 0, (0,5 18 Distance Running 6 30 5) 60
Cookery 1 10 0, (0,10) 15 First Aid 4 8 ()} 28
Directed Spells+ Foraging 2 13 (15) 23
Light’s Way 3 10 0, (0,0) 25 Locate Secret Opening 2 10 5) 20
General Perception 5 10 0, (5,5 35 Read Tracks 6 10 5) 40
Long Bow 6 15 5, (--) 50 Signaling 2 15 0) 25
Maneuver in Chain 28 15 0,(0,5) 155 Skinning 2 10 (10) 20
Navigation 1 10 0, (15,0) 15 Sprinting 6 30 5) 60
Riding 2 5 0, (15,15) 15 Stunned Maneuvers 2 15 (5) 25
Stalk & Hide 4 13/15 0, (5.5) 33/35 Time Sense 2 13 ) 23
Swimming 2 10 0, (15,5) 20 Tracking 12 10 (5),25% 89
Tumbling 1 13 0, (0,0) 18
bR ST O] LeveL T G i

Prof: Ranger. Level: 7. Exp Points: 90, 000
Eyes: Blue. Hair: Yellow. Build: Average.

Height: 6°2". Weight: 185 lbs. Hits: 61/79
Realm: Channeling. Power Points: 7.

St-98 (98); Qu-98 (98); Pr-78 (78); In-90 (90); Em-73 (73);

Co-101 (101); Ag-90 (90); SD-94 (94); Re-93 (93); Me-98 (98).

AT: 16; DB: 10; Armor Penalty: 31/20/20. Move: 70'.

New Equipment: +20 Adamantium Chain Mail Hauberk
(Applies to all penalties). +10 Dwarven Steel Mace with Extra
‘B’ Critical on Same Roll.

Primary Spell Lists:

Light’s Way 1-10 .c.cccoveeevcevcnenncnnenee (Open Channeling List)
Concussions’ Way 1-10 ........ccccvuenenee. (Open Channeling List)
Blood Law 1-10 .....ccveevvrveerrereeennenne. (Closed Channeling List)
Nerve Law 1-10 .....ovvvvvvievveiiceeerenen, (Closed Channeling List)
Secondary Spell Lists:

Nature’s Guises 1-10.......ccovereverienrennns (Ranger Base List)
Nature’s Way 1-10....cccoecevveereevercvenenne (Ranger Base List)

Path Mastery 1-20 ....c.cccovevvvceirrveernnns (Ranger Base List)

Stat Special

Skill Rank Bonus Bonus Total
Ambush 2 — — +/-2
Animal Healing 1 5 0, (0,0) 10
Body Development 9 1.30 0, (0,0) 61/79
Broad Sword+ 11 20 7,(¢-), 5% 82
Channeling 2 10 0, (0,0) 20
Climbing 5 10 0,21,D 35
Contortions 2 13 0, (0,7) 23
Cookery 1 10 0, (0,14) 15
Directed Spells+

Light’s Way 3 10 0, (0,0) 25

General Perception 6 10 0,77 40
Linguistics 5 — — R-5
Long Bow 6 15 7, (-~) 52
Maneuver in Chain 38 15 0, (0,7) 205
Navigation 1 10 0, (21,0) 15
Riding 3 5 0, (21,21) 20
Stalk & Hide 6 13/15 0,(1,7) 43/45
Swimming 3 10 0,(21,7) 25
Tumbling 1 13 0, (0,7) 18
(Level 7 continued on next page)
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Stat Special
Skill Rank Bonus Bonus Total
Appraisal 2 10 (14) 20
Boat Pilot 2 23 0) 33
Camouflage 2 10 0] 20
Detecting Traps 2 10 ) 20
Direction Sense 4 10 ©) 30
Distance Running 8 30 @) 70
Diving 2 13 0] 23
First Aid 4 8 ©) 28
Foraging 2 13 @2n 23
Locate Secret Opening 2 10 @) 20
Navigation 2 *ok ok +10

Read Tracks 6 10 N 40
Rope Mastery 4 23 (14) 43
Rowing 2 20 ) 30
Sailing 2 10 (O] 20
Signaling 2 15 ©) 25
Skinning 2 10 (14) 20
Sprinting 8 30 O] 70
Stunned Maneuvers 2 15 (@) 25
Time Sense 2 13 @) 23
Tracking 12 10 (70),25 % 89
Wood-Crafts

Ship Wright 2 5 (14) 15
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Prof: Ranger. Level: 10. Exp Points: 150,000. Primary Spell Lists:

Eyes: Blue. Hair: Yellow. Build: Average. Light’s Way 1-10 ....cccccvvvininivrnnnnnne. (Open Channeling List)

Height: 6°2". Weight: 185 Ibs. Hits: 91/118. Concussions’ Way 1-10 ....cc.coceveccenens (Open Channeling List)

Realm: Channeling. Power Points: 10. Blood Law 1-10 ...ccovvvvvreiecrenenencnns (Closed Channeling List)

St-98 (98); Qu-98 (98); Pr-78 (78): In-90 (90); Em-73 73); gg;\geLI;E::Vll -lt)o ................................... Egigzzg gﬁ:ﬁ:}zi:gg tizg

Co-101 (101); Ag-90 (90); SD-94 (94); Re-93 (93); Me-98 O8). -y 1 gy 110 - (Closed Channeling List)

AT: 16; DB: 10; Armor Penalty : 31/20/20. Move: 70'. Secondary Spell Lists:

New Equipment: +20 Adamantium Chain Mail Hauberk Nature’s Guises 1-20.....occcvinenveninnnn (Ranger Base List)

(Applies to all penalties). +10 Dwarven Steel Mace with Extra Nature’s Way 1-20 .....cccoovcrviiinincnnens (Ranger Base List)

‘B’ Critical on Same Roll; +25 Mithril tri-hook (+25 to Climb- Path Mastery 1-20 ...ccccocoenevnnvnninnnnnns (Ranger Base List)

ing with rope and +25 bonus to Repelling).

Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Ambush 5 — — +/-5 Dragon Lore 1 23 (V)] 28
Animal Healing 1 5 0, (0,0) 10 Faerie Lore 1 23 ) 28
Body Development 9 1.30 0, (0,0) 91/118 Fauna Lore 1 23 0 28
Broad Sword+ 13 20 10, (-,-), 5 T 91 First Aid 4 8 0) 28
Channeling 5 10 0, (0,0) 35 Flora Lore 1 23 0) 28
Climbing 8 10 0, (30,10) 50 Foraging 2 13 (30) 23
Contortions 2 13 0, (0,10) 23 Heraldry 1 23 ©0) 28
Cookery 1 10 0, (0,20) 15 Herb Lore 1 23 (V)] 28
Directed Spells+ Locate Secret Opening 2 10 (10) 20
Light’s Way 3 10 0, (0,0) 25 Lock Lore 1 23 ) 28

General Perception 9 10 0, (10,10) 55 Navigation 2 Hk ok + 10
Linguistics 5 — — R-5 Poison Lore 1 23 0) 28
Long Bow 6 15 10, (-,-) 55 Read Tracks 6 10 (10) 40
Maneuver in Chain 38 15 0, (0,10) 205 Rope Mastery 4 23 (20) 43
Naivigation 1 10 0, (30,0) 15 Rowing 2 20 (10) 30
Riding 9 5 0, (30,30) 50 Sailing 2 10 (10) 20
Stalk & Hide 12 13/15 0, (10,10) 67/69 Sanity Healing Lore 1 23 ©) 28
Swimming 3 10 0, (30,10) 25 Signaling 2 15 ) 25
Tumbling 1 13 0, (0,10) 18 Skinning 2 10 20) 20
Animal Handling 2 3 30) 13 Sprinting 1 30 (10) 82
Appraisal ) 10 (20) 20 Stunned Maneuvers 2 15 10) 25
Boat Pilot 5 23 (0) 48 Time Sense 2 13 (10) 23
Camouflage 2 10 10) 20 Tracking 18 10 (10),25 ¢ 101
Detecting Traps 2 10 (10) 20 Trading Lore 1 23 © 28
Direction Sense 4 10 (10) 30 Woo.d-Cra.fts
Distance Running 14 30 (10) 88 Ship Wright 2 5 20) 15
Diving 2 13 (10) 23
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Prof: Ranger. Level: 15. Exp Points: 300,000.

Primary Spell Lists:

Eyes: Blue. Hair: Yellow. Build: Average. Light’s Way 1-10 w.ccooevveencieniicsnnnenne (Open Channeling List)
Height: 6°2". Weight: 185 Ibs. Hits: 115/150. Concussions’ Way 1-10 .......cccoceeiine (Open Channelln‘g Lls.t)
Realm: Channeling. Power Points: 15. 113100(1 iaw i-ig ................................... (goseg gﬁannei}ng Iigst)
5198 (99, Q9B O8) PrT8 (T6) 1190 00 BT T35 e Law 1110 (Closed Chianeling L
Co-101 (101); Ag-90 (90); SD-94 (94); Re-93 (93); Me-98 (98). Muscle Law 1-10 ...ccoevveenrninviniunennenne (Closed Channeling List)
AT: 16; DB: 10; Armor Penalty : 31/20/20. Move: 70'. Path Mastery 1-10 ......cccocevvnvininnnnnn. (Ranger Base List)
New Equipment: +20 Adamantium Chain Mail Hauberk Nature’s Way 1-10: .............................. (Ranger Base List)
(Applies to all penalties). +10 Dwarven Steel Mace with Extra Secondary Spell Lists: )
‘B’ Critical on Same Roll; +25 Mithril tri-hook (+25 to Climb- Nature,s Guises 1-20....cccevieecinceernnenees (Ranger Base L!St)
ing with rope and +25 bonus to Repelling); Helm of QW&S (Full Nature’s Way 1-20 e (Ranger Base L%St)
Helm with 50% Negation of Head Critical and +20 ESF bOHUS). Path Mastery 1-20 e (Ranger Base L?St)
Moving Ways 1-20 ......cccecneevneennennns (Ranger Base List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Animal Handling 2 3 45) 13
Strength 3 10 0, (0,0) 25 Appraisal 2 10 (30) 20
Leaping 3 10 0, (0,0) 25 Boat Pilot 5 23 ) 48
Landing 4 10 0, (0,0) 30 Camouflage 2 10 (15) 20
Ambush 10 — — +/- 10 Detecting Traps 2 10 (15) 20
Animal Healing 1 5 0, (0,0) 10 Direction Sense 4 10 (15) 30
Body Development 9 1.30 0, (0,0) 115/150 Distance Running 24 30 (15) 104
Broad Sword+ 15 20 15,(--),5 % 101 Diving 2 13 15) 23
Channeling 10 10 0, (0,0) 60 Dragon Lore 1 23 ©) 28
Climbing 13 10 0, (45,15) 66 Faerie Lore 1 23 ()} 28
Contortions 2 20 0, (0,0) 30 Fauna Lore 1 23 ) 28
Cookery 1 10 0, (0,30) 15 First Aid 4 8 () 28
Directed Spells+ Flora Lore 1 23 ) 28
Light’s Way 3 10 0, (0,0) 25 Foraging 2 i *k +10
Foraging 5 23 0, (45,45) 48 Heraldry 1 23 (V)] 28
General Perception 14 10 0, (15,15) 68 Herb Lore 1 23 0) 28
Linguistics 5 — — R-5 Locate Secret Opening 7 10 (15) 45
Long Bow 8 15 15,(-,-) 70 Lock Lore 1 23 (V)] 28
Mace 2 23 15, (-,-) 48 Navigation 2 *k * +10
Maneuver in Chain 38 15 0, (0,15) 205 Poison Lore 1 23 ()} 28
Martial Arts Read Tracks 11 10 (15) 62
Striking R-1 3 17 15, (-,-) 47 Rope Mastery 9 23 30) 68
Sweeps R-1 2 13 15, (-,-) 38 Rowing 2 20 (15) 30
Navigation 1 10 0, (45,0) 15 Sailing 2 10 (15) 20
Riding 9 5 0, (45,45) 50 Sanity Healing Lore 1 23 ©) 28
Stalk & Hide 17 13/15 0, (15,15) 77/79 Signaling 2 15 ©) 25
Staves & Wands .5 5 0, (0,0) 30 Skinning 7 10 (30) 45
Swimming 8 10 0, (45,15) 50 Sprinting 21 30 (15) 101
Tumbling 1 13 0, (0,15) 18 Stunned Maneuvers 2 15 (15) 25
Time Sense 2 13 (15) 23
Tracking 18 10 (15),25% 101
Trading Lore 1 23 ()] 28
Wood-Crafts
Ship Wright 2 5 (15 15
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Prof: Ranger. Level: 20. Exp Points: 500,000.
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Primary Spell Lists:

Eyes: Blue. Hair: Yellow. Build: Average. Light’s Way 1-10 ...ccccovvrvenreererercernens (Open Channeling List)
Height: 6°2". Weight: 185 lbs. Hits: 120/156. Concussions’ Way 1-20 ........cceveeeeenn. (Open Channeling List)
Realm: Channeling. Power Points: 20. Blood Law 1-10 ..coovcceivvmerienrreeniinen, (Closed Channeling List)
St-98 (98); Qu-98 (98); Pr-78 (78); In-90 (90); Em-73 (73); Nerve Law 1-10 ..c.cooccevnnrvnnnireceenns (Closed Channelgng L¥st)
Co-101 (101); Ag-90 (90)’ SD-94 (94); Re-93 (93), Me-98 (98). Bone Law I-IO(CIOSGd Channel*ng List)
' Muscle Law 1-10 ..cocveenviniiniveceevenennne (Closed Channeling List)
AT: 16; DB: 10; Armor Penalty : 27/20/20. Move: 70'. Path Mastery 1-20 .....cccourveivereerenrerenens (Ranger Base List)
New Equipment: +20 Adamantium Chain Mail Hauberk Nature’s Way 1-20 ...ccvvrvvvereeseeneennne (Ranger Base List)
(Applies to all penalties). +10 Dwarven Steel Mace with Extra Bone Law 1-10.....ccccccevrveirerieeee, (Closed Channeling List)
‘B’ Critical on Same Roll; +25 Mithril tri-hook (+25 to Climb- Secondary Spell Lists:
ing with rope and +25 bonus to Repelling); Helm of Qwas (Full Nature’s Guises 1-25....cvverrrrerrureneeenens (Ranger Base List)
Helm with 50% Negation of Head Critical and +20 ESF bounus); Nature’s Way 1-25 ....cccoovvnenevnccnnenn (Ranger Base List)
+15 Non-magical Longbow (+15%Range Increase). Path Mastery 1-25 ...coovvnivirceecceienen (Ranger Base List)
Moving Ways 1-25 .....occeceecnienninnnns (Ranger Base List)
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Animal Handling 2 3 (60) 13
Strength 3 10 0,(0,0) 25 Appraisal 2 10 (40) 20
Leaping 3 10 0, (0,0) 25 Boat Pilot 5 23 (0) 48
Landing 9 10 0, (0,0) 30 Camouflage 2 10 (20) 20
Ambush 15 — — +/- 15 Detecting Traps 2 10 (20) 20
Animal Healing 1 5 0, (0,0) 10 Direction Sense 4 10 20) 30
Body Development 9 1.30 0, (0,0) 120/156 Distance Running 24 30 . 20) 104
Broad Sword+ 20 20 20, (-,-), 5 120 Diving 2 13 20) 23
Channeling 10 10 0, (0,0) 60 Dragon Lore 6 23 ©0) 53
Climbing 13 10 0, (60,20) 66 Faerie Lore 6 23 ) 53
Contortions 2 13 0, (0,20) 23 Fauna Lore 6 23 ) 53
Cookery 1 10 0, (0,40) 15 First Aid 4 8 0) 28
Directed Spells+ Flora Lore 6 23 ©0) 53
Light’s Way 3 10 0, (0,0) 25 Foraging 2 Hok *k +10
Foraging 5 23 0, (60,60) 48 Heraldry 6 23 ©) 53
General Perception 24 10 0, (20,20) 84 Herb Lore 6 23 0 53
Linguistics 5 — — R-5 Locate Secret Opening 7 10 (20) 45
Long Bow 13 13 20 (-,-) 89 Lock Lore 6 23 (V)] 53
Mace 7 17 20 (-,-) 72 Navigation 2 *k ok +10
Maneuver in Chain 43 15 0, (0,20) 230 Poison Lore 6 23 ) 53
Martijal Arts Read Tracks 11 10 (20) 62
Striking R-1 3 20 15 (-,-) 50 Rope Mastery 9 23 40) 68
Sweeps R-1 2 15 15 (-,-) 40 Rowing 2 20 (20) 30
Navigation 1 10 0, (60,0) 15 Sailing 2 10 (20) 20
Riding 14 5 0, (60,0) 63 Sanity Healing Lore 6 23 (V)] 53
Stalk & Hide 27 13/15 0, (20,20) 90/92 Signaling 7 15 ) 50
Staves & Wands 5 5 0, (0,0) 30 Skinning 7 10 (40) 45
Swimming 8 10 0, (60,20) 50 Sprinting 21 30 (20) 101
Tumbling 1 13 0, (0,20) 18 Stunned Maneuvers 2 15 (20) 25
Time Sense 2 13 20) 23
Tracking 18 10 20),25 % 101
Trading Lore 6 23 ) 53
Two-Weapon Combo
Broadsword (Left) 5 20 20),5 1 75
Mace (Right) 5 20 20) 65
Wood-Crafts
Ship Wright 2 5 (20) 15

DALAS SAALTAK, RANGER . 145




e s 1 &t o i e rm———any .._ o e e TR et s 0 ey et mte e T i - e tee S e, A0S et ot a7 0 s o SOt _—-\—IM\

.m"m‘m«m ,—m~ .) ,.Wmm

8.3 e i MICKI POOLYS BARD g
(Mi’ki Pul’ls) Micki decided that if he was telling her the truth, this may be one of the
om in 6036, Micki was a prodigy of music and greatest tales that could be told. Though deep down she disapproved of
lyrics, surprising everyone with her precocious such an act, her sense of adventure compelled her to go with him.
mastery of song and rhyme. Her talents destined It turned out that Filhal’s spell worked on the black obelisk, and the two
her for greatness. of them were transported into the treasure chamber of a powerful king.
At the tender age of three, she composed her first song Aftertaking as much treasure as the duo could, they returned to the obelisk
and by eight was quite exceptional at the lyre and flute. Her via another of Filhal’s mysterious spells.
amazing gifts of song and music quickly brought her fame When they tried to attempt another such journey, Filhal disappeared
and fortune. She was escorted to the royal house of the Star after casting the spell. Micki immediately realized that they had blithely
Crown Empire where she was made a special guest of assumed that the Navigators would either not notice or would not be
the royal family. , angered. Filhal, it is assumed, had been taken to wherever the
As apresent from the royal house Micki was given /&% A ‘ Navigators were for punishment. Micki ran away from the obelisk,

a glorious suit of well-fitted chainmail and a number ’/
of prizes, including a purple and pink horse. (It is said { ,
that the court had to get an Animist completely

drunk to make him cast a permanent Hue spell on
the poor beast.)

fearing for her life, and never told anyone nor made any songs
about the experience.

LEVEL 15
After that, she returned the court of the Star Crown Empire,
singing ballads of great heroes and villains, of savage and
distant countries, and of perilous quests full of treasure and

glory.

LEVEL 3
There she stayed learning the
ways of the Bard from the
greatest and most talented
musicians of the land. She
went on more than one
expedition with her
mentor and saw such
wonders as the great
temples of Ketaum, the
Library of Nomikos, the
great Animal Reserve of
Trelkinaarkest, and the sun-
burnt towers of Tarek Nev.

LEVEL 20

Micki remains at the Court, having achieved great
fame throughout many lands for
her talents. In the back of her
S mind, she always dreads that
Y the Navigators will return for
her, but a long time has passed.
Surely they would have come for her by
now if they were to. But she will never be

sure.

ua

X‘\/ i /

DESCRIPTION
Micki is a beautiful little girl standing five foot,
two inches tall and weighing a mere 125 pounds —
though she tells everyone she is too fat and needs to lose
weight. Micki’s curly hair is a black that slowly fades to
a summer golden-blond at the shoulder-length ends. Her
‘eyes are somber and the color of a shallow ocean, a dusky

green.

Micki loves music and will always be found with one
of her many marvelously crafted instruments, though she
prefers her lyre to any other. She wears baggy cotton
shirts and pants, sometimes skirts. In combat, when
she must, she wears a loose-fitting mail shirt, though

LEVEL §

Micki advanced (in levels) yearly and -
was as good as the best musicians of the
court by fourteen. By the age of twenty, she |
had mastered and conceived more than six
dozen ballads .

LEVEL 7
Micki decided to take her abilities on the
road, to become a travelling minstrel. In this
way, she could not only practice and refine
her skills, but see much of what she sang

about. Asshe travelled, she encountered many she tends to think it makes her look too boyish and
of the important people of the time, both the - prefers not to wear armor. When it comes to melee,
heroes and the rogues. She accompanied some she uses a slim but hard steel-bladed longsword,
of them for short periods, encountering dan- weighted and balanced specifically for a young
gers and facing hardships along with them, A~ I N\ Wwoman of her size and shape. Many men, and
Micki's journeys spawned many new and ] women, are amazed to see the well-rounded, but

beautiful songs. delicately small, muscles in her legs and arms —
1 ‘bands of wrought eog,” one surprised soldier
LEvEL 10 remarked.

During this time of adventure, she encoun-
tered a man named Filhal Degrass. He told her
that he had determined a way to tap into the
power of the Navigators' Obelisks, allowing
him to travel anywhere he wished, without the 7/

help of any Navigator.
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Prof: Bard. Level: 1. Exp Points: 10,000.
Eyes: Aquamarine. Hair: Black. Build: Average.

Z ;- --'"Ll¢~ —‘—3 LEVEL 1 t-ﬂ— R 4 stﬂ w ;:—": '—.::: ‘:-: :--':;::-:3

AT: 13; DB: 15; Armor Penalty 0/0/0. Move: 70’ (65").

Height: 5' 2". Weight: 125 Ibs. Hits: 26/27 g‘;’;:ary Spell Lists:
Realm: Mentalism. Power Points: 1. Secondary Spell Lists:
St-95 (95); Qu-96 (96); Pr-90 (90); In-92 (92); Em-50 (94); None
Co-68 (78); Ag-58 (101); SD-81 (81); Re-83 (88); Me-90 (90).
Background Options: SOC-5 +2 points to Co; SOC-5 +2
‘points to Qu; SOC-5 +2 points to St; SAA-37 Eye of the Tiger
= Lvl + SD mod/2 of successful performing an Adrenal
Strength Maneuver; SAM-50 +15 Re mod; SIC-52 +10 magical
chainmail .
Stat Special Stat Special

Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total

Body Development 4 1.00 0, (0,0) 26/26 Adrenal Moves

Climbing 2 — 0,(1,0) 10 Quick Draw i 13 ) 18

Long Sword+ 5 13 1, () 39 Animal Handling 1 5 O 10

Maneuver in Chain+ 11 10 0,(0,1), 10 % 75 Appraisal 1 15 3) 20

Riding 1 —_ 0,(1,0) 5 Beast Master (eagles) 2 5 ) 20

Stalk/Hide 2 5110 0, (1,0) 15720 Brawling 1 15 () 20

Swimming 1 —_ 0,(1,0) 5 Cookery 1 10 3) 15
Faerie Lore 1 15 2) 20
Grappling Hook 1 — m 5
Music 1 — — R-1
Play Instrument (Lyre) 3 5 3) 20
Play Instrument (Flute) 3 5 3) 20
Singing i 10 3) 15
Tale-Telling 1 10 3 15

Fr e s e e gt e g —.-..g«a- s ' e 3*.1‘-:7 A el "t ~—f"
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Prof: Bard. Level: 3. Exp Points: 30,000.

AT: 13; DB: 15; Armor Penalty 0/0/0. Move: 70’ (65".

Eyes: Aquamarine. Hair: Black. Build: Average. Primary Spell Lists:
Height: 5' 2". Weight: 115 Ibs. Hits: 26/27 Mind Mastery 1-10 e..eeveereccererssnene (Closed Mentalism List)
Realm: Mentalism. Power Points: 3. Secondary Spell Lists:
St-95 (95); Qu-96 (96); Pr-90 (90); In-92 (92); Em-73 (94); Controlling Songs 1-10 ...c.conevvrennnaas (Bard Base List)
Co-78 (78); Ag-69 (101); SD-81 (81); Re-88 (88); Me-90 (90).
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total|
Body Development 4 1.05 0, (6,0 26/27 Adrenal Moves
Climbing 6 —_ 0, (3.0 30 Quick Draw 1 13 3) 18
General Perception 2 13 0,(3,0) 23 Animal Handling 1 5 0) 10
Long Sword+ 5 13 3,(-,-) 41 Appraisal 1 15 9) 20
Maneuver in Chain+ 11 10 0,(0,3), 10} 75 Beast Master (eagles) 2 5 [(4}) 20
Riding 5 — 0, (3,0) 25 Brawling 1 15 3 20
Stalk/Hide 4 5/10 0,3, 25/30 Cookery 1 10 ) 15
Swimming 5 _— 0, (3,0 25 Faerie Lore 1 i5 ) 20
Grappling Hook 1 — 3) 5
Music 5 — — R-5
Play Instrument (Flute) 7 5 ) 40
Play Instrument (Lyre) 7 5 ©) 40 |
Play Instrument (Drum) 2 5 ® 15 1
Singing 5 10 () 35 |
Tale-Telling 5 10 143} 35
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Prof: Bard. Level: 5. Exp Points: 50,000.
Eyes: Aquamarine. Hair: Black. Build: Average.
Height: 5' 2". Weight: 115 lbs. Hits: 55/58

AT: 13; DB: 15; Armor Penalty 0/0/0. Move: 70' (65").
Primary Spell Lists:

Realm: Mentalism_ Power Points: 5. Ig/ilcn:nl(\l/ﬁ;eg) ;“1 ]?lsts ......................... (Closed Mentalism List)
St-95 (95); Qu-96 (96); Pr-90 (90); In-92 (92); Em-90 (94); Controlling Songs 1-10 .......cccevuruennne. (Bard Base List)
Co-78 (78); Ag-94 (101); SD-81 (81); Re-88 (88); Me-90 (90).
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Adrenal Moves
Strength 2 13 0, (0,5) 23 Quick Draw i Ak ok +5
Speed 2 13 0, (0,5) 23 Animal Handling i 10 ©0) 15
Balance 2 13 0, (0,5) 23 Appraisal 1 15 (15) 20
Leaping 2 13 0, (0,5) 23 Beast Master (eagles) 4 10 ©0) 30
Landing 2 13 0, (0,5) 23 Brawling 1 15 ) 20
Quick Draw 2 13 0, (0,5) 23 Cookery 1 10 (15) 15

Body Development 4 1.05 0, (0,0) 55/58 Faerie Lore 1 15 (10) 20

Climbing 8 10 0,(5,0) 50 Grappling Hook 1 10 5) 15

General Perception 2 13 0, (5,0) 23 Mimicry 2 10 15) 20

Linguistics 5 — — R-5 Music 9 — — R-9

Linguistics 5 — — R-5 Play Instrument (Lyre) 7 10 (15) 45

Long Sword+ 5 16 5, (=) 46 Play Instrument (Drum) 2 10 (15) 20

Maneuver in Chain+ 11 15 0, (0,5), 10t 80 Play Instrument (Flute) 7 10 (15) 45

Martial Arts Poetic Improvisation 4 15 (15) 35

Striking R-1 1 16 5,(-) 26 Singing 9 10 (15) 55
Sweeping R-1 1 13 5, (--) 23 Tale-Telling 9 10 (15) 55

Riding 5 10 0, (5,0 35

Stalk/Hide 4 10/10 0, (5,0) 30/30

Swimming 7 10 0, (5,0) 45
L— NI ’;:V~L; LR e Y FECRNI WJB LEVEL 7 i i) P "ﬂ
Prof: Bard. Level: 7. Exp Points: 90,000. Primary Spell Lists:

Eyes: Aquamarine. Hair: Black. Build: Average. Mind Mastery 1-10 .....c.cccoeververeernvnnnen (Closed Mentalism List)
Height: 5’ 2". Weight: 115 Ibs. Hits: 67/70. Tusions 1-10 ......ccoveevevvvereereeneneniennen (Open Mentalism List)
Realm: Mentalism. Power Points: 7. Self-Healing 1-10........cccccvevreevevennene. (Open Mentalism List)
St-95 (95); Qu-96 (96); Pr-90 (90); In-92 (92); Em-90 (94); Secondary Spell Lists: ,

g - Ao. . Q. . Re. M. Controlling Songs 1-10 ...........ccune..ee. (Bard Base List) .
Co-78 (78); Ag-100 (101); SD-81 (81); Re-88 (88); Me-90 (90). Sound Cox%trol lg-IO .............................. (Bard Base List) '
AT: 13; DB: 15; Armor Penalty 0/0/0. Move: 70' (65"). Ttem Lore 1-10 .......ovveeereennerennsisenne. (Bard Base List)

New Equipment: Lyre of Love (+20 bonus to Play Lyre
Instrument, Daily VI item, Calm Song, Bard Base List x6).
Stat Special Linguistics 5 — — R-5

Skill Rank Bonus Bonus Total Linguistics 5 — — R-S

Adrenal Moves Linguistics 5 — — R-5

Strength 2 13 0,(0,7) 23 Linguistics 5 — — R-5

Speed 2 13 0,(0.,7) 23 Long Sword+ 5 22 7, (=) 57

Balance 2 13 0, (0,7 23 Maneuver in Chain+ 11 23 0,(0,7), 10 ¥ 88

Leaping 2 13 0, (0,7) 23 Martial Arts

Landing 2 13 0, (0,7) 23 Striking R-1 1 22 7, () 34

Quick Draw 2 13 0, (0,7 23 Sweeping R-1 1 23 7, (=) 35
| Body Development 6 1.05 0, (0,0) 67/70 Riding 9 18 0, (7,0) 63

Climbing 10 25 0, (7,0) 75 Stalk/Hide 4 10/10 0, (7,0) 30/30

General Perception 2 13 0, (7,0 23 Swimming 9 25 0, (7,0) 70

Light Crossbow 2 23 7, () 40 (Level 7 continued on next page)
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Stat Special Grappling Hook 1 10 @ 15
Skill Rank Bonus Bonus Total Lip Reading 2 15 Q@n 25
Adrenal Moves Locate Secret Opening 2 15 ©0) 25
Quick Draw 1 e o +5 Mimicry 4 10 @n 30
Animal Handling 1 10 ) 15 Music 13 — — R-13
Appraisal 1 15 2n 20 Play Instrument (Lyre) 7 10 @n 45
Beast Master (eagles) 4 10 © 30 Play Instrument (Flute) 7 10 Q1) 45
Brawling 1 15 ) 20 Play Instrument (Drum) 2 10 Q@0 20
Cookery 1 10 21) 15 Poetic Improvisation 8 15 e3)) 55
Diplomacy 2 10 (©0) 20 Seduction 2 10 0) 20
Faerie Lore 1 15 (14) 20 Singing 13 10 2n 66
First Aid 2 10 © 20 Tale-Telling 13 10 1) 66
e et e« e+ P g e st e e ke, e o — - — g
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Prof: Bard. Level: 10. Exp Points: 150,000. Primary Spell Lists:
Eyes: Aquamarine. Hair: Black. Build: Average. Mind Mastery 1-10 ........cocvmvnnninicinns (Closed Mentalism List)
Height: 5' 2". Weight: 115 Ibs. Hits: 67/70. Tusions 1-10 ..cccovivviniininiiinnincnnen (Open Mentalism List)
Realm: Mentalism. Power Points: 10. Self-Healing 1-10.......cccovenivincnnnnnns (Open Mentalism List)
St-95 (95), Qu—96 (96), Pr-90 (90); In-92 (92)’ Em-90 (94); Controlhng SOl’lgS 1‘-10 ........................ (Bard Base List)
Co-78 (78); Ag-101 (101); SD-81 (81); Re-88 (88); Me-90 (90).  Secondary Spell Lists: .
Controlling Songs 1-20 ......ccooveviininnens (Bard Base List)
AT: 13; DB: 15; Armor Penalty 0/0/0. Move: 70’ (65). Sound Control 1-10 ........cevvivvererrveeene (Bard Base List)
New Equipment: Lyre of Love (+20 bonus to Play Lyre Item Lore 1-10 .....ccoveieniiniiininnnn (Bard Base List)
Instrument, Daily VI item, Calm Song, Bard Base List x6); +15
Bloodsteel Longsword (+15 OB).
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Adrenal Moves
Strength 5 13 0, (0,10) 38 Quick Draw 1 *x *% +5
Speed 5 13 0, (0,10) 38 Animal Handling 1 10 0) 15
Balance 5 13 0, (0,10) 38 Appraisal 1 15 (30) 20
Leaping 5 13 0, (0,10) 38 Beast Master (eagles) 4 10 0) 30
Landing 5 13 0, (0,10 38 Brawling 1 15 (10) 20
Quick Draw 5 13 0, (0,10) 38 Cookery 1 10 30) 15
Body Development 6 1.05 0, (0,0) 67/70 Diplomacy 2 10 ()] 20
Climbing 10 30 0, (10,0) 80 Faerie Lore 1 15 (20) 20
General Perception 5 13 0, (10,0) 38 First Aid 2 10 0) 20
Light Crossbow 5 27 10, (-,-) 62 Grappling Hook 1 10 (10) 15
Linguistics 5 — —_ R-5 Lip Reading 2 15 30 25
Linguistics 10 — — R-10 Locate Secret Opening 2 15 0 25
Linguistics 10 —_— — R-10 Mimicry 4 10 (30) 30
Linguistics 10 — — R-10 Music 19 — — R-19
Long Sword+ 11 23 10, (-,-) 85 Play Instrument (Flute) 13 10 (30) 66
Maneuver in Chain+ 11 23 0, (0,10), 10 ¥ 88 Play Instrument (Drum) 8 10 30) 50
Martial Arts - Play Instrument (Lyre) 13 10 (30) 66
Striking R-1 1 23 10, (-,-) 38 Poetic Improvisation 8 15 30 55
Sweeping R-1 1 27 10, (-,-) 42 Seduction 8 10 ()] 50
Riding 9 20 0, (10,0) 65 Singing 13 10 (30) 66
Spell Acquisition 2 10 — — Tale-Telling 13 10 (30) 66
Stalk/Hide 4 20/10 0, (10,0) 30/30
Swimming 9 30 0, (10,0) 75
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Prof: Bard. Level: 15. Exp Points: 300,000.
Eyes: Aquamarine. Hair: Black. Build: Average.
Height: 5' 2". Weight: 115 1bs. Hits: 67/70.
Realm: Mentalism. Power Points: 15.
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St-95 (95); Qu-96 (96); Pr-90 (90); In-92 (92); Em-90 (94);
Co-78 (78); Ag-101 (101); SD-81 (81); Re-88 (88); Me-90 (90).

AT: 13; DB: 15; Armor Penalty 0/0/0. Move: 70’ (65").

Primary Spell Lists:

Mind Mastery 1-20 ......cccccvvenee. treeernens (Closed Mentalism List) -
THusions 1-10 ....ocervenerecncincenniennans (Open Mentalism List)
Self-Healing 1-10.....ccccccevreevenrvecrrncennen (Open Mentalism List)
Controlling Songs 1-10 ......ccccoervcvverennne (Bard Base List)
Brilliance 1-10 ................... (Open Mentalism List)

Anticipations 1-10 (Open Mentalism List)

Secondary Spell Lists:

New Equipment: Lyre of Love (+20 bonus to Play Lyre Controlling Songs 1-20 .......ccceerverenene (Bard Base List)
Instrument, Daily VI item, Calm Song, Bard Base List x6); +15 Sound Control 1-20........cccocerrererereernnes (Bard Base List)
Bloodsteel Longsword (+15 OB); +10 Light Crossbow with Item Lore 1-20 ............ crververnens oo (Bard Base List)
+50% Range Increase and Bolts become Slaying to all ‘Game Lores 1-10 ..c.ceeeiiiiicnencincicineane (Bard Base List)
Animals’ (e.g. Elk, Deer, Moose, Wild Boar, etc...).
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Adrenal Moves
Strength 5 13 0, (0,15) 38 Quick Draw 1 ok ke +5
Speed 5 13 0, (0,15) 38 Animal Handling 1 10 0) 15
Balance 5 13 0, (0,15) 38 Appraisal 1 15 45) 20
Leaping 5 13 0, (0,15) 38 Beast Master (eagles) 4 10 ©) 30
Landing 5 13 0, (0,15) 38 Brawling 1 15 (15) 20
Quick Draw 5 13 0, (0,15) 38 Cookery 1 10 (45) 15
Body Development 6 1.05 0,0, 67/70 Diplomacy 2 10 ) 20
Climbing 20 30 0, (15,0) 100 Faerie Lore 1 15 (30) 20
General Perception 10 13 0, (15,0) 63 First Aid 2 10 ()] 20
Light Crossbow 5 27 15, (-,-) 67 Grappling Hook 1 30 (15) 35
Linguistics 10 —_ — R-10 Lip Reading 2 15 30) 25
Linguistics 5 — — R-5 Locate Secret Opening 2 15 ) 25
Linguistics 10 - — R-10 Mimicry 4 10 45) 30
Linguistics 10 — — R-10 Music 20 — — R-20
Long Sword+ 11 23 15, (--) 90 Pick Pockets 5 20 ()] 45
Maneuver in Chain+ 11 23 0, (0,15), 10t 88 Play Instrument (Lyre) 18 10 (45) 76
Martial Arts Play Instrument (Flute) 13 10 (45) 66
Striking R-1 1 23 15, (-,-) 43 Play Instrument (Drum) 8 10 (45) 50
Sweeping R-1 1 27 15, (-,-) 47 Poetic Improvisation 13 15 (45) 71
Riding 19 20 0, (15,0) 88 Seduction 18 10 0) 76
Stalk/Hide 9 20/10 0, (15,0) 65/55 Singing 18 10 45) 76
Swimming 19 30 0, (15,0 98 Tale-Telling 13 10 (45) 66
Two Weapon Combo
Longsword 5 20 15) 60
Hand Axe 5 20 (15) 60
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Prof: Bard. Level: 20. Exp Points: 500,000.
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Primary Spell Lists:

Eyes: Aquamarine. Hair: Black. Build: Average. Mind Mastery 1-20 .....cccocovvvvimvinerne (Closed Mentalism List)
Height: 5' 2". Weight: 115 Ibs. Hits: 120/126. THusions 1-20 cvvvcviviivceeriereeeenireeeennnes (Open Mentalism List)
Realm: Mentalism. Power Points: 20. Self-Healing 1-20 .......cccovveneivnninnennns (Open Mentalism List)
St-95 (95); Qu-96 (96); Pr-90 (90); In-92 (92); Em-90 (94); Co_nt.rollmg Songs 1-10 ... (Bard Base Ll'St) )
Co-78 (78), Ag-lOl (101); SD-81 (81), Re-88 (88), Me-90 (90). Brll}xgncg 1-10 e (Open Mental§sm L%St)
o Anticipations 1-20.........ccovrvvrniiicnne. (Open Mentalism List)
AT: 13; DB: 15; Armor Penalty 0/0/0. Move: 70' (65'). Secondary Spell Lists:
New Equipment: Lyre of Love (+20 bonus to Play Lyre Controlling Songs 1-20 ........cccevvniennns (Bard Base List)
Instrument, Daily VI item, Calm Song, Bard Base List x6); +15 Sound Control 1-20.......cceeeveeenenrnecenn (Bard Base List)
Bloodsteel Longsword (+15 OB); +10 Light Crossbow with Item Lore 1-25 .o (Bard Base List)
+50% Range Increase and Bolts become Slaying to all ‘Game Lores 125 .ot (Bard Base List)
Animals’ (e.g. Elk, Deer, Moose, Wild Boar, etc...). 100 Bolts
of Speed (treat use of bolts as subjéct being under a Haste,
enabling to fire Light Crossbow every round with a -20 or every
other round with no modifier).
Stat Special Stat Special
Skill Rank Bonus Bonus Total Skill Rank Bonus Bonus Total
Adrenal Moves Adrenal Moves
Strength 5 10 0, (0,20) 35 Quick Draw 1 Hok *ok +5
Speed 5 10 0, (0,20) 35 Animal Handling 1 10 ()] 15
Balance 5 10 0, (0,20) 35 Appraisal 1 15 (60) 20
Leaping 5 10 0, (0,20) 35 Beast Master (eagles) 9 10 ) 55
Landing 5 10 0, (0,20) 35 Brawling 1 15 (20) 20
Quick Draw 5 10 0, (0,20) 35 Cookery 1 10 (60) 15
Ambush 2 — — +/-2 Diplomacy 2 10 (1)) 20
Body Development 16 1.05 0, (0,0 120/126 Faerie Lore 1 15 (40) 20
Climbing 20 30 0, (20,0) 100 Fauna Lore 1 15 (40) 20
General Perception 20 13 0, (20,0) 83 First Aid 2 10 () 20
Light Crossbow 10 27 20, (-,~) 97 Grappling Hook 1 30 20) 35
Linguistics 5 — —_ R-5 Heraldry 1 15 40) 20
Linguistics 10 — — R-10 Lip Reading 2 15 (60) 25
Linguistics 10 — — R-10 Locate Secret Opening 2 15 (V) 25
Linguistics 10 — — R-10 Mimicry 4 10 (60) 30
Long Sword+ 11 23 20, (-,-) 93 Music 20 — — R-20
Maneuver in Chain+ 11 23 0, (0,20), 10} 88 Pick Pockets 5 20 0) 45
Martial Arts Play Instrument(Drum) 8 10 (60) 50
Striking R-1 1 23 20, (-,-) 48 Play Instrument(Flute) 13 10 (60) 66
Sweeping R-1 3 27 20, (-,-) 62 Play Instrument(Lyre) 18 10 (60) 76
Riding 20 20 0, (20,0) 90 Poetic Improvisation 23 15 (60) 88
Spell Acquisitions 3 10 — - Racial Hist.(Humans) 1 15 (40) 20
Stalk/Hide 12 20/10 0, (20,0) 74/64 Racial Hist.(Halflings) 1 15 (40) 20
Swimming 20 30 0, (20,0) 100 Racial Hist.(Dwarves) 1 15 (40) 20
Racial Hist.(Faerie) 1 15 (40) 20
Racial Hist.(Giants) 1 15 (40) 20
Racial Hist.(Lugroki) 1 15 (40) 20
Racial Hist.(Elves) 1 15 40) 20
Seduction 20 10 0) 80
Singing 28 10 (60) 88
Tale-Telling 23 10 (60) 83
Trading Lore 1 15 (V)] 20
Two Weapon Combo
Longsword 5 20 20) 60
Hand Axe 5 20 (20) 60
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PERSONALIZING THE ‘CHARACTERS’*’
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n this section of the book, the GM or player will find a
number of charts and tables that can be used to further
personalize or individualize the twenty classes which
precede this Section.

The following material is broken down into Physical
Characteristics, Mental Characteristics, and Special Equipment.
The GM can also use the following charts for characters othethan
those within this book, and may find some of the information
helpful in fleshing out one’s own campaign or ideas for generating
future NPCs or Player Characters.

The players may find the following charts helpful in crafting a
more composite character, and, with the approval of the GM, may
substitute a number of the following charts with traditional
Background rolls.

9.1 PHYSICAL
CHARACTERISTICS

Charts within this section detail the actual physical looks of the
character with regard to height, weight, color of hair and skin,
handness, vision, appearance, and other attributes. None of these
charts should be substituted for a Background roll; however, since
some can adversely affect the character, the GM may allocate
additional Background rolls for those specific charts which can
affect game play (e.g., vision or appearance).

HEIGHT, WEIGHT, AND SIZE
(9.1.1)

Refer to page 95 of Character Law & Campaign Law to de-
termine a character’s height and weight. Under the normal set of
guidelines in Rolemaster, a player or GM has the option of de-

termining a character’s size. STARTING HEIGHTS AND WEIGHTS
Common
VARIANT HEIGHTS AND WEIGHTS Man Elf Dwarf Halfling Lugroki Troll
9 1 2) 5911" 6’5" 4,5" 3’6" 4’6" 10'
o 1751bs. 1751bs. 1301bs. 751bs. 118 1bs. 580 lbs.

The chart above supplies the GM with a excellent reference to
all sizes of characters. With the chart, using two separate rolls for

Height and Build, it is possible to generate all sizes, from plump Roll Height Weight
little dwarves (not the race but the condition) to overweight giants -150 orless ~ Extreme Dwarfism Emaciated
(not the race but the condition). This section allows a more -149 to -100 Dwarfism Very Thin
controlled, but versatile system, allowing for average character -991t00 Small Thin
height, with a variant chance of increased height or weight. This 1to 40 Below Average Slender
chart should be used only as a reference to the main rules. 41 to 80 Average Average

81 to 100 Tall Hardy

101 to 149 Gigantic Obese

150 or more Extreme giantism  Extreme Obesity

Note: Convert height to inches for ease in calculations.
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Extreme Dwarfism: Reduce basic height by 50% (or 20% +
3d10%).

Dwarfism: Reduce basic height by 25% (or 5% + 2d10%).
Small: Reduce basic height by 15% (or 5% + 1d10%).
Below Average: Reduce height by 5%.

Average: Unchanged from basic description.

Tall: Increase basic height by 10%.

Gigantic: Increase basic height by 20% (or 10% + 1d10%).

Extreme Giantism: Increase basic height by 35% (or 15% +
2d10%).

WEIGHT EFFECTS:
Emaciated: Reduce weight by 50% (or 20% + 3d10%).
Very Thin: Reduce weight by 30% (or 10% + 2d10%).
Thin: Reduce weight by 15% (5% + 1d10%).
Slender: Reduce weight by 5%.
Average: Unchanged from basic description.
Hardy: Increase weight by 10%.
Obese: Increase weight by 50% (or 20% + 3d10%).
Extreme Obesity: Increase weight by 100% (or 50% + 5d10%).

SKIN COLORATION
(9.1.3)

The chart below is broken down into colorations of the dominant
color of the region (e.g., if the campaign is set in Gethrya, skin
coloration probably falls within the Brown column, while in a
subterranean campaign, skin coloration will be pale) on the hori-
zontal, and Hues/Shades on the vertical. Determine the column to
use and roll the dice. Refer below for any notes on specific hues or
shades of the base color and their effects on game play. As with the
chart above, these rules are provided as an ‘optional set of guide-
lines’ to personalize characters.

SKIN COLORATION CHART

Hue/Shade Pale White Ruddy Yellow Brown Black
Albino 01-25 01-20 01-22 01-05 0102 01

Light 26-40 21-30 23-40 06-45 03-15 02-10
Fair 41-50 31-50 41-60 46-85 16-30 11-25
General 51-90 51-80 61-80 86-95 31-50 26-40
Dark 91-95 81-90 81-98 96-98 51-75 41-80

Very Dark 96-99 9196 99 99  76-90 81-90
Ex. Dark 00 97-00 00 00 91-00 91-00

SKIN CoLORATION EFFECTS

Pale: Blanch white with little or no pigment. Exclusively found in
subterranean environments or areas with 90% darkness or twi-
light. Base Sun Tolerance is 5%.

White: Base skin pigmentation, which will tan in intensive lightness
and eventually deepen to a near-Brown skin coloration depending
on climatic conditions. Base Sun Tolerance is 20%.

Ruddy: Exotic skin coloration found in some humans but notably
in Halflings and other Faerie folk. Skin tends to have little skin
pigmentation save for brownish freckles that seem to intensify in
sunlight. Hair coloration almost always falls into orange, straw-
berry blonde, or blazing red. Base Sun Tolerance is 10%.

Yellow: Above-average skin pigmentation, allowing for greater
endurance in the sun/light. General appearance of the flesh is
yellowish to golden and offers a Sun Tolerance of 40%.

Brown: Caramel in appearance, Brown pigmentation is usually

associated with areas that are very light and sunny but with
moderate cloud cover or physical conditions that limit exposure
of the sun to the skin (e.g. tilt of planet, seasons, cultural habit of
living underground some of the time, etc.). Sun Tolerance is
60%.

Black: Dark Brown in appearance, Black skin coloration can vary
from light caramel to slate black. Normally Black skin coloration
develops in area of extreme solarization, in such areas as large
deserts or tropical savannas. Basic Sun Tolerance is 80%.

HUE/SHADE EFFECTS

The descriptions below simply quantify the hue of the skin in
relation to all other skin coloration. In their descriptions it will
detail a number of column shifts to the Left or Right, and a shift Up
or Down on the new column (e.g., a Light ‘Black’ may look like
a Dark Brown or a Very Dark White). This refers only to the skin
colorations, and has no effect on the actual Sun Tolerance or
original roll.

All Sun Tolerance modifiers are a percentage of modification
and not a direct add/penalty (e.g., Yellow pigmentation offers 40%
Sun Tolerance, and a Light-Yellow pigmentation, see below,
offers 20% Sun Tolerance).

Albino: Shift 4 columns to the left and down 1. Albinos are very
susceptible to the ravages of the sun. Albinos can never darken
their skin naturally, and will always have a meager Sun Toler-
ance no matter how long they are exposed to the bright light; Sun
Tolerance cannot be greater than 20%.

Light: Shift 1 column to the left and down 2 rows. Light-
complected characters will find the sun or bright light an annoy-
ance and long exposures can cause burning and great discomfort.
Reduce the Sun Tolerance to 50% its level.

Fair: Fair-complected individuals tend to cloak themselves from
the sun, but are not as bothered as Light-skinned individuals.
Reduce the Sun Tolerance by 25%.

General: Generally complected characters are the average ap-
pearance for the skin coloration. This hue has no affect on Basic
Sun Tolerance.

Dark: Dark-colored characters have more skin pigmentation than
normal; possibly the result from some distant relationship of a
darker-skinned person. They have the same appaerance but may
appear always to have a tan or appear shadowed. Sun Tolerance
is increased 25% (to a maximum of 85%).

Very Dark: Shift 1 column to the right and up 2 rows. Very Dark
individuals will at least appear to be tanned if not downright dark
in appearance. Sun Tolerance is increased 50% (to a maximum
of 90%).

Extremely Dark: Shift 2 columns to the right and up 1 row.
Extremely Dark characters have definitely aracial stock mixture
recently or from the past. They will tend always to be at least
deeply tanned and will more than likely look shadowed. Sun
tolerance is increased 75% (to a maximum of 95%).

. — e et -
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SUN TOLERANCE
(9.1.4)

Across the world of Kulthea there are a plethora of climatic
conditions, ranging from bleak woods where little or no light
penetrates to the floor, to open savannas or barren deserts of nearly
unending, blazing sunlight. When characters venture into these
areas, or out of them, they may find that their skin is susceptible to
the ravages of the sun (or the lack of it). Below is a chart that can
be used with the skin coloration chart above (and its Sun Tolerance
value) to determine the effects of or lack of sun.

To use the chart, find the character’s Sun Tolerance on the top
row and refer to the Sun’s Intensity on the vertical column to the
left. To determine the sun’s intensity, one must determine the
climatic and physical specifications of the area.

For simplicity, we have supplied a number of ‘general’ speci-
fications; the GM should feel free to alter or modify the numbers
according to his campaign.

The modifications found by cross-referencing the Sun Tolerance
with the Sun’s Intensity is the penalty on maneuvers, including
OBs, associated with travelling in the lighted conditions per 6 to 8
hours. The modification score listed by an asterisk (*) is that per 24
hours (e.g., a character used to lighted conditions feels greater
discomfort in dark areas for long periods of time). The penalty is
non-accumulative and will remain in effect anumber of days equal
to 100 — the Character’s Constitution Temporary stat in days.
(e.g., a character with a 90 Constitution will be penalized for 10
days before he can reduce the modifications). For each day
thereafter, the penalty can be reduced 1%.

color.

An Albino can never reduce a penalty due to ‘lightness’ to more
than 50% of its value.

CLIMATIC & PHYSICAL SPECIFICATION

Underground/Subterranean ...........c.coooouvveeeerereennrerererescennenas 0
Dark Forest/Little Light .......cccooooieimiiiniiieeeceeeeeene 10
Sheltered Woods/TWilight .........cccccouverrrecerenreriieireieineinenn, 25
Shadowy/Always Cloudy ..........coeveevererireeemreiresreesececeeenae. 40
NOIMAI/AVEIALE ......cncvereeccrrerniisne et eeees 50
Bright/Little Cloud COVET .......c.cueviveeiiririieece e ereeeeens 60
Dry/Savanna-like/Tropical ..........covveerereerierinneeersecnienenns 70
DESEIT .ottt sene 90
Wasteland/No Cloud COVET .........cveuveureeerereeriieesieeeensinas 100
0 10 20 30 40 50 60 70 80 90 100
0 — — — — — — 1% 5% _]0% -15% 20*
09 — — — — — — — 1% 5% _]0*-]15*%
20 -1 — — — — — — — 1* 5% _10*
3 5 -1 — — — — — — — 1% 5%
40 -10 -5 -1 — — — — — — — .I*
0 20 -10 5 -1 — — — — — — —
60 -30 -20 -10 -5 -5 — — — — — —
70 -40 -30 -20 -10 -10 -1 — — — — —
80 -50 40 -30 -20 -20 -5 -1 -1 -1 -1 -1
9 -60 -50 -40 -30 -30 20 -5 -5 -5 -5 -5
100 -70 -60 -50 -40 -40 -30 -10 -10 -10 -10 -10

HAIR AND EYE COLOR
(9.1.5)

The Skin Coloration Chart in Section 9.1.3 can also be used to determine the character’s Hair
and Eye Color. Determine the column to be used and roll twice, once for the hair and once for
the eyes, on a non-open end roll, determining the Hue/Shade. Use this information below, with
the original coloration column as a guide. The first description is Hair Color. The second is Eye

HAIR AND EYE COLOR CHART

Fair
General
Dark

Ex. Dark

Hue/Shade Pale White Ruddy Yellow Brown Black
Albino White/Red ~ White/Red ~ White/Pink Muddy/Pink Muddy/Pink  Black/Pink
Light White/Red  Yellow/Blue Blonde/Blue Brown/Green Grey/Blue Black/Green

Silver/White Sandy/Green Orange/Blue Black/Green
Silver/White Brown/Green Orange/Green Black/Brown Brown/Brown Black/Brown
Grey/Brown Brown/Brown Orange/Green Black/Brown Black/Brown Black/Brown
Very Dark Grey/Brown Black/Brown Red/Brown Black/Brown Black/Green Black/Brown
Grey/Brown Black/Brown Red/Brown Black/Brown Black/Brown

Silver/Green Black/Brown

Black/Black

remeem a e iy,
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HANDEDNESS (9.1.6)

A simple chart to determine which hand the character uses as his
primary hand with which to write, swing a sword, bat a ball, eat,
etc. ...

In some cultures the use of the left hand was absolutely forbid-
den, and if a child was observed favoring the hand, he would have
it broken to ‘correct’ his use of the unlucky/evil appendage. The
roll is non-open ended.

Roll Handedness

01-70 Right

71-94 Left

95-00 Ambidextrous (may use either hand equally well).
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VISION (9.1.7)

This chart quantifies a character’s vision. As we all know, not
everyone is blessed with 20/20 sight, and this chart will allow the
GM or player to determine if the character’s eyes are abnormal or
deficient. Since the chart has an above-normal chance of limiting
the character, it is suggested that its use be offset by offering an
additional Background option, if a bad roll is generated (a roll of
01 to 27). The roll is not open-ended.

Roll Vision Strength
01-05 Legally Blind: All Perception skills are at -75.

06-10 Near Sighted Bad: All Perceptions used at more
than 10' are at -50.

11-15 Far Sighted Bad: All Perception based skills and
those requiring minute sight at less than 10" are
at -50.

16-20 Near Sighted Normal: All Perception skills used
at more than 100’ are at -50.

21-25 Far Sighted Normal: All Perception based skills
and those skills requiring minute sight at less

than 3’ are at -50.

26 A combination of Near Sighted Bad with Far
Sighted Normal.

27 A combination of Far Sighted Bad with Near
Sighted Normal.

28-90 Normal vision

91-95 Sharp Vision Near: All Perception based skills
and those requiring minute sight at less than 3'
are at +20 to succeed.

96-99 Sharp Vision Far: All Perception based skills at
more than 100" are at +20 to succeed.

00 A combination of Sharp Vision Near and Sharp
Vision Far.

APPEARANCE (9.1.8)

Appearance can be used as a tertiary stat, used similar to
Strength or Presence, and can be added to the character sheet as a
normal statistic. Use the normal guideline to determine the stat and
its Potential, and its subsequent increase per level attained.

Appearance is a specialized statistic which governs only the
actually looks and physical charisma of the character. It has no skill
stat value in most cases, save for an ultimate default value for such
skills as Seduction, Leadership, Trading, or Duping. Itcan, however,
have role playing value in many different situations.

9.2 MENTAL
CHARACTERISTICS

This section of the Personalizing Charts governs the character’s
mind and how he perceives the universe around him. In the
simplest of game terms, each character may have one or more
phobias or mental disorders that will play a small to significant
effect on the character’s life. The player has the option of either
using the information below to manipulate his character as described
by the various phobias, or accepting the skill penalties and playing
the character without much thought to his mental characteristics
(the latter is not role playing but the penalty modifications do make
up for it).

Each character should have at least one inental characteristic as
described below. If a GM desires, he may require that more than
one roll be made, but it is advised that extensive use of the chart
without Background Chart counter-awards will result in undesir-
able NPCs/PCs.

To use the chart, first roll on the Mental Stability Chart (non-
open ended) which outlines how strong the Mental Characteristic
plays in the character’s life (e.g., it is hardly noticeable, or it
governs his every action). Then, roll on the Mental Disorder/
Condition chart to determine the exact circumstances of the Mental
Characteristic.

MENTAL STABILITY CHART

Roll Effect

01-30 No afflictions

31-50 Unnoticeable: -5 on skills during affliction, or
Requires an ‘Easy’ column Maneuver roll, against die
toss + SD stat bonus to control affliction.

51-80 Mild: -10 on skills during affliction, or Requires
an ‘Medium’ Maneuver roll, against die toss + SD
stat bonus to control affliction.

81-95 Moderate: -25 on skills during affliction, or Requires
an ‘Very Hard’ Maneuver roll, against die toss + SD
stat bonus to control affliction.

96-98 Excessive: -40 on skills during affliction, or Requires
an ‘Extremely Hard’ column Maneuver roll, against diq
toss + SD stat bonus to control affliction.

99 Minor Domination: -75 on skills during affliction, or
Requires an ‘Sheer Folly’ column Maneuver roll, agains{
die toss + SD stat bonus to control affliction.

00 Complete Domination: -90 on skills during affliction,
or Requires an ‘Absurd’ column Maneuver roll, against
die toss + SD stat bonus to control affliction.

MENTAL AFFLICTIONS

The average length of a mental manifestation usually lasts 100 -

hours less the total Stat Bonus of Presence and Self-Discipline.

During this time, the character will act according to his disorder.

As stated above, the player can role play the disorder or simply

accept the skill modifications (if he role plays the condition well
the GM should modify the penalty substantially).

Roll Affliction

01204 .ottt Agoraphobia
05 oottt Catatonia
06-15..coiiiiir s Claustrophobia
L6-17 oottt ssb e Dementia
18222 verereceecrnre et Dipsomania
2325 ettt Homicidal Mania
2630 . eieerrerrenerene ettt Hebrephenia
31445 e Kleptomania
G051 oottt s b s Lunacy
52460 c..ooriiiniiiinii e Megalomania
G104 ..ot Melancholia
65-68.....oeemeeenieen s Monomania
69-T2 oottt e Necrophilia
T3-T5 e Nymphomania
T6-90 ..ot Pathological Liar
O1-00 ..ccuiirireeeereeeneerseenreerenecensiestn et srsns st ieies Schizoid

o et s »e

&5 PERSONALIZING. THE CHARACTERS " 155 |



Agoraphobia: Fear of being in large open places. Character will
do all in his power to retreat from such areas.

Catatonia: Complete withdraw from reality. Character will in-
stantly fall into fetal position or become listless and ignore all
around him.

Claustrophobia: Fear of being in small, closed-in areas. Charac-
ter will do all in his power to retreat from such areas.

Dementia: Character is completely uninterested with the world
around him. He or she will become despondent and listless,
complaining and whining about everything. Even the mere chore
of eating and walking will bring about long nerve-racking
complaints and lamentations from the character.

Dipsomania: The need to drink large volumes of alcoholic bev-
erages. Thisis not truly alcoholism since character is not dependent
on the alcohol.

Homicidal Mania: Normal in appearance and behavior, the
character seeks to inflict great harm.or death upon other living
creatures; unless the need is quenched, the character faces
penalties for duration of infliction.

Hebrephenia: As Dementia, but character will wander aimlessly
and with little care to the direction or course of his path.

Kleptomania: The need to steal small objects that are not personally
owned by the character.

Lunacy: A maddening affliction whenever the moon is full. A
character will undergo a transformation under the moon, becom-
ing violent and maniacal when he sees it; act accordingly or face
the penalties.

Megalomania: The character is convinced he is the greatest living
or dead person to ever walk on Kulthea. While afflicted, he will
listen to no other person’s ideas or plans, and if his underlings
and henchmen (the other PCs) do anything other than his plan,
he will conspire against them.

Melancholia: Character is saddened about everything. PC spends
most of the time crying or fretting over past guilts and accidents.

Monomania: A single perpetuating idea that must be accom-
plished at all costs. The character will pursue one path, and only
one path, until it is accomplished. He will think of nothing else
other than achieving that single monomaniacal goal!

Necrophilia: The erotic attraction to the dead. Character has the
great need to sleep and even sometimes have intercourse with
dead things. Face the horror or the penalties during the affliction.

Nymphomania: The unending need for sexual arousement.
Character must spend his entire affliction planning or be involved
with sexual endeavors.

Pathological Liar: The need to spin wild tales or totally unbe-
lievable lies that the character will profess to be true. Characters
will spend the entire affliction telling boastful tales and wild
yarns that they swear are true and will become angered if scoffed
at or denied.

Schizoid (multiple personality): The need to assume some other
role or personality. The character may have a standard set of
personalities or may randomly choose a personality from the
crowd around him

9.3 SPECIAL EQUIPMENT

In this section of the Personalizing Charts, anumber of charts are
presented, with which the character can be equipped with special
accoutrements that are either unique or magical. Each of the
following charts should be counted as a Background pick.

The characters presented in sections 3.0-8.0 have been given
New Equipment starting at Sth level or greater. Those gifts or
rewards are not inherent to the character and GMs may desire not
to offer them to players desiring to play those characters.

A GM can opt to allow players that begin with high-level
characters to choose anumber Level Inducements equal to 1/3rd of
their actual level in either further Background Options, or more
preferably, Inducement Levels from below (e.g., a 20th level
character should be given 6 or 7 Level Inducements or Picks).

MATERIAL COMPOSITION
(9.3.1)

This chart offers the player the capability of generating unique
items composed of strange or unusual materials. Materials generated
can be any item and can be combined with further rolls on this chart
(for composite items like bows or armor) or from the charts
preceding this one. This chart is open ended.

STEELS AND ORES

Roll Material
-150t0-100  Copper or Cold Stamped metals: -20
-99 to -50 Bronze: -10
49100 Cold Stamped Iron: -5
1to 20 Worked Iron: 0
21 to 40 Cold Stamped Steel: +1
41 to 50 Worked Steel (Low): +5
51t0 60 High Composite Steel: +10
61to 70 Tungsten: +15
7110 80 Titanium: +20
8110 90 Aluminum: +1 (has 20% weight of object) *
91 to 95 Carbon Spun Composites: +10 (has 10%
weight of object)*
96 to 00 Adamantium: +20 (has but 50% weight of
object)*
101 to 120 Enchanted Iron: +5
121 to 135 Enchanted Steel: +10
136 to 145 Enchanted Tungsten: +15
146 to 165 Enchanted Titanium: +20
166 to 180 Mithril: +20
181 to 190 Enchanted Adamantium: +20 (has but 50%
weight of object)*
191 to 200 Eog: +30
201+ Inefron: +40 (True Elven Steel).
* Armors made from listed materials gain a reduction of all
penalties equal to their lightness (e.g., Composite Spun
Breast Plate is +10 with starting Penalties of -2 Minimum
Maneuver! -9 Maximum Maneuver/ -1 Quickness Penalty).
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ORGANIC MATERIALS Roll Item
Roll Material 27-30 ‘Brass’ Knuckles: To be used in Brawling, Hand

-150 to -100 Sapling or Light Wood: -20 Attacks, or Martial Arts Striking.
-99t0-50  Wood, Normal Bone, Light Hides: -10 31-33 Tigerfs Claw or Gloves: Used in Climbing or other
-49t0 0 Hard Wood, Heavy Normal Bone, grasping related Skills.
Cured Hide: -5 34-36 Crafting Tools: Specialized tools to be used in a
1t020 Worked Hard woods, Strong Bone, Bovine specialized Craft skill (players and GMs choice).
Hide: +0 37-38 Compass: Very useful in Direction Sense; unique

21 t0 40 Natural Hardwood, Large Animal Bone, Cured composition may make it more hardy or able to

Bovine Hide: +1 discern through magical effects.

41 to 50 Elven Yew/Maple, Small Composite Monster 39-41 ,Il),iCk LOCl:i To;) ls: QOod f(;(r_ﬁicking Lock, Disarm
bone*, Reptile Cured Hide*: +5 raps, and other minute skills.

42-50 Quill and Ink Pot: Used for Drafting, Writing,

51to 60 Elven Pine, Large Composite Monster Bone*, - e .
Shark skin Hide: +10 C.omposmg, Falsification, and in Runes.
61t070 Elven Redwood or Steelwood, Pale Demon 51-55 First Aid Kit: A pouch of bandages, herbs, and

medicines good for the use of First Aid,Second Aid,
Diagnostics, and Surgery.

56-57 Fletching Kit: Wood shafts, thread, feathers, and
arrow heads. Excellent kit in making arrows; unique
composition may allow to craft superior arrows.

58-60 Necklace of War: Good tool to concentrate on skills
such as Frenzy, Berserking, Bravery,Leadership,
Adrenal Move Strength, etc..

Bone, Composite Monster Cured Hide: +15

71 to 80 Faerie Yew/Oak, Giant (Races) Bone. Pale
Demon Cured Hide: +20

81 to 100 Faerie Pine, Lesser Drake Bone, Demons of
the Void Cured Hide:+25

101 to 160  Enchanted Oak/Maple/Yew, Wyvern Bone,
Lesser Drake Cured Hide:+30

161to 175 Ex_lchanted Pine, Dragon Bone, Wyvern Cured 61-63 Grapple Hook: Good in the use of Grapple Hook
Hide: +35 Skill and in Climbing.
176 10200  Enchanted Steelwood, Fell Creature Bone, 64-66 Gloves & Sandals: Good for all facets of Distance

Dragon Cured Hide: +40

Running, Sprinting, Jumping, and for such things as
Martial Arts Sweeping, Climbing, Punching.

ITEMS AND EQ(.“PMENT 67-70 Maps and Guides: Used in Navigation, Direction
(932) Sense, and skills of long-term perception (possibly
Listed below is a number of items that can directly be used to Read Tracks or Tracking).
affect the outcome of a skill in Rolemaster (e.g. a pick lock set 71-74  Prisms: Used to see Power Perceptions, Magic
affects the chance of succeeding in picking a lock). This chart is to Emanations, and Magical Auras; and can be used in
be used to determine what item is crafted with the unique materials Power Projection.
presented in section 9.3.1. 75-76 Mind Crystal: Used to perceive Psionic Perception
The following chart is only a partial list, and the GM is and the use of telepathy.
encouraged to generate his own lists. 77-80  Rope: Used in Repelling, Climbing, Grapple Hook,
Roll Item Rope Mastery, etc..
01-02 Abacus: used for Administration, Basic Mathemat 81-83 Make-up: Good for Seduction.
ics, or other related skills. 84-86 Skates: Good for Skating.
03-15  Amulet: Generic item that instills ‘luck’ or 87-90  Smithing Tools: Good in the fabrication of various
‘concentration to such skills as Adrenal Moves, Smith-like skills.
Channeling, Dowsing, Meditation, and other related 91-93 Padded Shoes: Good for Stalking and other
skills. subterfuge skills.
16-18  Chemistry set: A set of viles, glass tubes and 94-95  Amulet of Concentration: An amulet used in
instruments to be used in Alchemy or Chemistry. Stunned Maneuvers or Body Damage Stabilization;
19-20 Book/Tome: A source of information for Anthro unique composition directly effects how good
pology, History, Language, and Linguistics. the amulet is to the user.
Unique composition may instill greater integrity 96+ Weapon or Armor: Player or GM may choose.

(thus allowing the book to be of greater age) or of
powerful magic.

21-22 Athletic Item (bat, pole-vault, track sandals, etc..):
Provides equipment for Athletic Games or a Precise
Athletic skill (Pole Vaulting, Jumping, Tight-Rope
Walking).

23-24 Pole: Can be used in boat Piloting, Pole Vaulting,
Tight-Rope Walking, or other skills.

25-26 Weights: Can be used in Athletic Games or in Body
Development.
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SPECIAL ITEMS
(9.3.3)

The following items are a compilation of all the ‘New Equip-
ment’ in this book. The GM may allow the player to freely choose
over the items. In brackets is the cost of Background Options or
Inducement Levels that is required to be spent to receive the item
and no more than one item listed below should be in any one
campaign, other than for small semi-magical or weak magical
items.

The players may notice that some equipment, composed of
unique materials, may not have the same bonus as listed in the
above Composition Charts. The reason for this is that the item may
be made of lesser material in other areas, of lesser quality, or of
lesser enchantments.

(1) +10 High Steel Throwing Dagger.

(1) Robes of Defense (acts as normal robes but treat as AT 4).

(1)+10 Non-magical Soft Leather Shoes (Adds +10to Stalk Skill).

(1) +10 Non-Magical Spear.

(1) +10 Non-Magical club.

(1) The Ring of the Clenched Fist (Daily I item (Concentration II,
Monk Base List) +20 to any Maneuver) +10 to Martial Arts
Striking OB.

(1) Staff of the Hand (Daily IIl item: Telekinesis x1 (Essence Open
List).

(1) +10 Non-Magical Riding Stirrups (adds +10 to all Riding
related skills).

(1) Potion of Flying (200'/round, maximum altitude of 50', dura-
tion of D100+50 rounds).

(1) Potion of Speed (treat as Haste X (Rapid Ways, Essence list
20th level).

(1) Potions of Healing (immediately heals 5-50 hits).

(1) +10 Magical Sling (+10 to OB).

(1) +5 White Alloy Halberd with an Extra ‘B’ Electricity Critical
on Same Dice Roll.

(1) +10 Magical Drake Skinned gloves (adds +10 bonus to any
Climbing or grasping related skills).

(1) Ring of Assassins (Gold ring with no inset or inscription.
Endows wearer with a +/- 5 Ambush bonus and a +15 Detect
Ambush/Assassin bonus);

(1) Seal of Dramedjii (Daily IX item: Water Production x3 (Chan-
neling Closed List)).

(1) Staff of Foci (+10 bonus to all Directed Spell Skills).

(1) Holy Robes of Durr (+5 Defensive Bonus; protects as AT 3).

(1) +10Non-Magical Shark Skin Leather Jacket (+10to Defensive
Bonus).

(2) Ring of Essence Flow (Can Determine Essence Storms as
Weather Watch Skill and x2 Spell Multiplier of Essence).

(2) Ring of Might (x2 Essence Spell Multiplier).

(2) +15 Enchanted Steel II Throwing Axe which also has Return
to Thrower Via Long Door and 300% Range Increase.

(2) +20 Mithril Two-handed Sword with extra ‘C’ critical and
Wyvern Slaying.

(2) +15 Enchanted Steel Breast Plate and Greaves with 50%
negation to Head Criticals (+15 against Minimum Maneuver
Modifiers).

(2) Eye of Perception (a liquid crystal sphere of swirling red and
blue mists gives +10 bonus to all Perception skills).
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(2) Amulet of Orientation (never needs to make Orientation rolls
and +15 bonus to Stunned Maneuvers).

(2) +15 Non-Magical Soft Leather Jacket (Adds directly to Defen-
sive Bonus).

(2) +20 Black Alloy Breast Plate.

(2) Hom of the Beast Master (+30 Bonus to Summon and Control
wolves...Use Beast Master Skill).

(2) Amulet of Concentration (+5 bonus to all Adrenal Maneuvers,
Meditations, and Control Lycanthropy Skills).

(2) +10Non-Magical Iron Tiger Claws (+10 to Climbing Skills, +5
OB to all Sweeps and Strikes Martial Arts).

(2) +10 Blessed Silk Robe (+10 to Defensive Bonus).

(2) Bat Cloak (+15 bonus to Hide skill, +15 bonus to Flying/
Gliding Skill).

(2) +10 Mystic Iron Il Hammer (+10 OB and +10 to work metals).

(2) +15 White Alloy Broad Sword with a ‘B’ Extra Critical on
Same Roll.

(2) +15 Cured Khorse Leather Breast Plate (+10 vs. Maneuvers, +5
vs. Quickness Penalty).

(2) +15 White Alloy Broad sword with Low Intelligence and the
ability to cast Sustain Self (Creations, Channeling Closed
List).

(2) Bandages of Aid (Silk bandages with gold thread that when
applied to any wound will clot up to 3 hits/round and reduce the
severity of any injury one degree (e.g. a broken arm will
become sprained)).

(2) +15 Magical Leather Breast Plate (+15 applies to all three
penalties). .

(2) Book of Nomikos (Reduces Faerie Lore, Fauna Lore, and Flora
Lore skills to one less Development cost, with a minimum cost
of 1) (Note: This is not amagical device but an incredibly thick
tome of knowledge and data).

(2) +5 Enchanted Iron Broad Sword with 20% chance of any Arm
Critical Negation.

(2) Eye of the Arachnid (broach: +15 bonus to General Percep-
tion).

(2) +10 Wyvern Rib-Bone Compound Bow with 30% Range
Penalty Reduction and 20% Range Increase.

(2) +10 Dwarven Steel Mace with Extra ‘B’ Critical on Same Roll.

(2) +15 Bloodsteel Longsword (+15 OB).

(2) Sphere of Control (deep purple crystal sphere which acts as an
exclusive Spell Deflect against Mentalism spells only. The
item can turn 2 spells per day.).

(2) Eye of the Storm (+15 bonus to detect Reality Warps, Dimen-
sional Gateways, or other disturbances in the fabric of time and
space).

(3) Dagger of Venom (+10 Non-Magical Dagger made from the
thigh-bone of a Storm Hound with the ability to secrete 3x/day
12 AL poison along blade — foreach 10% RR failure paralyzed
for 1 hour).

(3) +15 Crimson Alloy Metal Breast Plate (Apply +10 to Maneu-
ver Penalty, +5 to DB and has 15% chance to Negate a Chest
Critical).

(3) Spear of Thunder Bolts (+15 Enchanted Steel II Spear with an
Extra C Electricity Critical on Separate Roll).

(3) +15 Enchanted Steel I Dagger with +2 Spell Adder, Return to
Thrower Via Flight, and Extra A Critical On Same Roll.




(3) +25 Laen Lock Picks (+25 to skill bonus).

(3) Long Bow of Tharda (50% Range Penalty Reduction, 50%
Range Increase, +15 OB, and an Extra C Critical on Same
Roll).

(3) +15 Elven Oak Compound Bow with +1 Spell Adder and 30%
Range Penalty Reduction.

(3) Medallion of Skri’i (+/- 5 Ambush Bonus).

(3) Shield of the Ankii (Tower Shield with +20 Defensive Bonus
and 50% Negation of Criticals in Head, Chest, and Arms.

(3) +15 Enchanted Iron II Heavy Crossbow with 80% Range
Penalty Reduction and 50% Range Increase.

(3) Amulet of Power (+4 Spell Adder (Mentalism), x2 Spell
Multiplier (Mentalism)).

(3) +15 Magic Elk Sable Gloves (+15 to Martial Arts OB and to any
skill involving grasping and Extrd ‘D’ Critical on New Roll).

(3) Navigator’s Staff (Imbedded Very High Intelligence: Solid
Tunnel x3 (Solid Alterations, Mystic Base List), Mold Stone
x1 (Solid Manipulations, Mentalism Closed List)); +10 Non-
magical Chain Shirt; Shiffir's Wand (x3 Spell Multiplier of
Essence, +4 Spell Adder of Essence).

(3) +10 Crimson Alloy Dagger with an additional ‘C’ Critical Roll
on the Heat Chart.

(3) Mace of Doom! (+10 Adamantium mace with Extra ‘C’
Critical on Acid Chart ROC III (pg. 87) or if unavailable
alternating Heat and Cold Critical).

(3) Holy Relic of Ba (Daily X item: casts up to 10 levels of spells
a day from the following list; Healing (Concussion Way,
Channeling Closed) and/or Clotting I (Blood Law, Channeling
Closed) and/or Muscle Repair I (Muscle Law, Channeling
Closed) and/or Minor Fracture Repair (Bone Law, Channeling
Closed).

(3) Crossbow of Speed (its use immediately confers Haste on to the
character with all of its bonuses. The Crossbow is enchanted
with +10 to its OB).

(3) +25 Mithril tri-hook (+25 to Climbing with rope and +25 bonus
to Repelling).

(3) Helm of Qwas (Full Helm with 50% Negation of Head Critical
and +20 ESF bonus on to spell success).

(3) +15 Non-magical Longbow (+15% Range Increase).

(3) Lyre of Love (+20 bonus to Play Lyre Instrument, Daily VI
item (Calm Song, Bard’s Base List x6)).

(3) +15 Elven Oak Staff with Extra ‘A’ and ‘C’ Critical from
Electricity Table.

(3) Seal of Love (broach of intricate design of white gold and
silver: allows exact knowledge of the location of Dag Sabor or
any other priest of Dramedjii for purposes of Channeling
(receiving or sending) Power Points. It is all a x2 Spell
Multiplier of Channeling).

(3) Flaming Morning Star (+10 Adamantium spiked balls which
burn and hits for Extra ‘B’ Heat Critical).

(3) Potion of Anykind (a copper bottle that can be drank from but
10 times, each time upon the choice of the GM or player, the
potion can be of any known type. The 11th and subsequent
draughts are of a 11 AL nerve poison.).

(3) +20 Adamantium Chain Mail Hauberk (Applies to all penal-
ties).

(3) +10 Light Crossbow with +50% Range Increase and Bolts
become Slaying to all ‘Game Animals’ (e.g. Elk, Deer, Moose,
Wild Boar, etc...).

(3) Bolts of Speed (D100 in number found) (treat use of bolts as
subject being under a Haste, enabling to fire Light Crossbow
every round with a -20 or every other round with no modifier).

(3) +15 Enchanted Steel I Chain Mail Shirt (+15 to all modifiers).

(3) Ring of the Elementalist (Mithril ring with +60 RR against all
Elemental spells or attacks and embedded with Low Intelligence
with a Daily IV item enabling to cast Boil Liquid (Fire Law,
Magician’s Base List), Enchanted Rope (Earth Law, Magician’s
Base List), Condensation (Water Law, Magician’s Base List),
Breezes (Wind Law, Magician’s Base List).

(4) Rod of Dramedjii (solid bar of Adamamantium with bejeweled
head of star-crystals and diamonds. Embedded with Super(ior)
Intelligence enabling to cast High Prayer (Communal Ways,
Cleric Base List).

(4) +15 Elven Oak staff with Extra ‘A’, ‘B’, ‘C’ Critical on Same
Roll.

(4) +10 High Steel Halberd with Pale Il Demon Slaying; Polearm
of Flight (a halberd which has only 20% normal weight, can be
tossed as a Javelin with 20% Range Penalty Reduction and
10% Range Increase. It strikes Harpies and Hippogriffs as a
Slaying weapon).

(4) Helm of Star-Kind (transparent aluminum-steel pot helmet and
telepathic link to holder. Endows +15 bonus to Astronomy,
Navigation, Star Gazing and any other related skill).

(4) Charm of Body Control (Silver necklace with intricate gold
ornament: acts as a permanent Unpain enabling the wearer to
withstand an additional 50% hits before going unconscious.
Also it gives a +10 bonus to Body Damage Stabilization,
Control Lycanthropy, Frenzy, and Adrenal Moves Skills).

(4) Wand of Mystic Trinity (+2 Spell Adder of Channeling, +2
Spell Adder of Essence, +2 Spell Adder of Mentalism).

(4) +20 Enchanted Elven Chain Shirt (+20 on Defensive Bonus
and 50% chance of Negating a Chest Critical. Weight has been
reduced to 10% of its normal encumbrance and will float on
water)

(4) Eye of Concentration (9" diameter white pearl offset with 20
carat Sapphire: +20 on all Adrenal Maneuver Skills).

(5) Chain Shirt of Etherealness (appears as wispy white-silver shirt
and acts as AT 13 but with ‘no’ Maneuver Penalties of any sort
—— may treat as having 1% of true weight/encumbrance and a
40% chance to Negate any Chest Critical).

(5) Staff of Fulcrumia (+15 Magical Black Oak Staff that attacks
on the War Hammer table with an Extra ‘A’ Critical on Same
Roll, Returns to Thrower via Flight, is a +2 Spell Adder of
Essence +3 Spell Adder of Channeling, and can throw a Ice
Bolt (Ice Law, Magician’s Base list) a number of times a day
equal to Power Points of Caster (e.g. if caster has 36 pp, he can
do use the Ice Bolt 6 times per day)).

(5) Globe of Mysticism (Beyond The Pale Demon Eye, crystal-
lized. Endows holders with x3 Spell Multiplier for Mysticism
and +25% Experience Bonus from all activities).

(5) Sword of Striking (+30 Eog Short Sword with Extra ‘E’ Impact
Critical on Different roll).
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HOT STUFF FROM ICE

Look for these ICE product lines at your favorite retail outlet. Each of the role playing systems is supplemented
with a variety of support material. Prices are subject to alteration without prior notice.

HERO System Rulesbook™ (Included inside Champions Hardcover)

The award-winning HERO system lets you role play any time, any place, any technology, and any power level. The unique character
designrules allow creation of any character, whether he comes from a movie, a book, or your own imagination. Play fantasy fighters,
modern spies, power-armor troopers, or even superheroes — it’s all here! This jam-packed 224 page tome includes a complete

superhero team provided for instant fun. The revised HERO system is cleaner, better integrated, and more streamlined than ever
before. $20.00

Adventurers Club™ Magazine

The magazine for Hero Gamers! The article and columns are dedicated to expanding and improving the already fine line of Hero
Games. The AC answers your questions and keeps you informed on upcoming releases. And there's a complete ready-to-play
adventure in every issue! $3.00

Cyberspace™

Setin the gritty near future where Megacorporation repression collides with Sprawl street warfare, this is ICE’s newest Role Playing
game system, fully compatible with Space Master™ . Muscle-grafted Punks and jacked-in Netheads crawl out of the gutters to scrap
Media Stars and Cybernetic Mercenaries, a conflict beyond the stature of Good and Evil. From depraved polluted cities to the surreal
beauty of Earth’s global computer matrix, this is the world of Cyberspace! $18.00

Rolemaster™ Boxed :

I.C.E.’s advanced Fantasy Role Playing Game system, Rolemaster is a complete set of the most advanced, realistic and sophisticated
FRP rules available and they have been reformatted and reorganized in the new Second Edition. The flexibility of the system allows
it to be used wholly or in part. Each of the books can be used separately to improve the realism of most major FRP systems! Look
for the new complement to your Rolemaster game: Shadow World™ adventures $38.00

Shadow World Master Atlas™

Shadow World, a whole new realm of adventure! The planet Kuithea™ forms the Shadow World, a unique fantasy gaming
environment supported by comprehensive stats for both Rolemaster and Fantasy Hero. The Shadow World is a vast planet of
scattered isles and lost realms, each land isolated by forces both tangible and supenatural. Not only is it a richly designed fantasy
world unto itself, but it allows the GM to insert it into his Rolemaster or Fantasy Hero campaign whole or in part. It is also designed
for use with most major fantasy role playing systems. $20.00

Champions® the Super Role Playing Game

Don’t just read comic books, live them! With the easy-to-use character design system, your only limit is your imagination.
Champions is based on the Hero System™ , the rules system of all Hero products. Because of this common thread, all Hero Games™
are compatible. Learn one Hero Game and you can easily play them all. Champions has just undergone an extensive revision, but
all previous Champions material is still compatible.. $32.00

Middle-earth Role Playing™ Boxed

The Role Playing system perfect for novices as well as experienced gamers! Based on The Hobbit®and The Lord of the Rings™,
Middle-earth Role Playing (MERP™ ) provides the structure and framework for Role Playing in the greatest fantasy setting of all
time... J.R.R. Tolkien’s Middle-earth® MERP is supported by a wide variety of Game aids, Campaign modules, Adventure
supplements, and Ready-to-Run adventures. » $18.00

Space Master™

Adventure in deep space on alien worlds with ICEs Science Fiction Role Playing Game system! Space Master covers professions,

races, cuitures, settings, and much more. The range of technologies stretches from tomorrow to the far future. Now the cornerstone

of this exciting system is a trilogy of boxed games; The Role Playing Game, Star Strike™ , and Armored Assaulf™ Each stands

alone for hours of enjoyment; while together they form a massive sci-fi environment. Take your character from one end of the galaxy

to the other, dogfighting in lethal SMAC fighters, and leading planet-wide rebellions: all with the Space Master game system.
Space Master: RPG $30.00, Star Strike $30.00, Armored Assault $35.00

These fine products are sold at better retail outlets worldwide. Available at better game stores — or order from ICE, Inc. P.O. Box
1605 Charlottesville, VA 22902, USA. Prices are subject to alteration without prior notice. VISA & MASTERCARD orders
call (800) 325-0479. VA residents, Canadians and overseas customers call (804) 295-3917. Please make phone orders during
business hours: 9am-5pm, Eastern Standard Time, Mon-Fri. Write for free catalog!
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Rolemaster.
Herves niRogues”

- Have you ever needed a detailed MNon-Player or
Player character at the spur of the moment.

.. complete with skills, spell lists, and background,
but did not know where to turn? Wonder no longer,
your search is over! Rolemaster Heroes and Rogues =~
is the answer — complete game information for 24

- Rolemaster™ characters at seven different leyels.
Get your players ready, because your Rolemaster
campaigns may never be the Same. e

“Rolemaster Heroes and Rogues includes: .~
' * Twenty-four characters from the professionsin LA F TS g
~_Character Law™: two of each of the non-spell using /' / ///j/ Y
professions; one of each of the spell users, and one ~ el
No Profession character. Each is detailed at first third: /2 /) 1]/
fifth, seventh; tenth, fifteenth, and twentieth levels so a0
they can be placed into any campaign.” i

~* Complete backgrounds for all characters setin
Shadow World; each can also be transplanted into
any GM's campaign, ©~ « ' b

- *® Easy-to-use rules to alter the race and skills of each

character so they can work in any locale or adventure, I _ _

" #Tables for generating interesting quirks and physical _ ) Vb
- traits for any character; and rules to generate starting ' ' ' . o

-+ equipment for characters entering at high levels. - D OlemaSter

i The completely reformatred 2nd edition

S h d W w : ld ® / @8 Rolemaster system includes the following;
- a OW Or SE S @ Arms Law” & Claw Law® — The Rolemaster

Rolemaster gamers now have an entire fantasy | | Arms and Animals combat systems combined in a

g Shadow World™ | . new, reorganized volume. These fast-moving rules

/ W : ; : 5 E include individual charts for 30 weapons and
proaucis form a ricn jantasy environment for the j i ] oritical strike tables, as well as derailed crearure
| Rolemaster and Fantasy Hero™ game systems. | | attacks'for real and mythical beasts. Martial ares
! The self-contained adventires m also be used | @ rules also are included. _ : i

e UCERN R TITREET e idal 8 ® Character Law & Campaign Law™ — The new

i J 1 version of the complete characrer development and

campaign guide. Character Law features a unique

trait development system that allows characters to

increase their ability in any area of skill. There ar

no absolute restrictions, Campaign Law includes

and guidelines for running a campaign in a complex
living world. L : :

~ Produced and distributed e Spell Law® — The magic system that improves |

Made in USA #1420 | handy reference material available to any
| Gamemaster: weather, encounter, and price charrs,

ICE, Inc. any FRP game! The new edition of Spell Law has

P.O. Box 1605 | over 2,000 spell descriptions based on three realms

9 "7815581061415 ' Charolttesville, Va. 22902 of power and 15 professions. It provides alchemy

'  rules, spell attack and failure tables, and a unique

ISBN 1-55806-141-X 1CE1600 ' ; '_ spell-learning structure, L ;




