Combativeness: 4.
Creativity: 3
Empathy: 5.
Reason: 2.

Conviction: 1.

@ Skills:

Close Combat: 7.
Erudition: 4.

Feats: 6.

Natural Environment: 9.

Perception: 7 (Discipline: Alertness: 8).

Relation: 6.

Shooting and Throwing: 5.
Stealth: 7.

Travel: 10.

Ac{\fcxnto.qcs: Mentor (Jarn).

Saﬂit]’

Mental Resistance: 6.
Latent Disorder: Elation

C}‘\cxrcu:tc r~ Craics:

Intuitive / Impulsive

Cowabat:
Attack: 7 (Carath Damage: 2
Short Sword Damage: 2).
Defense: 12 (Protection: 2).
Speed: 9. a

Health Condition Chart

Good  OOOOO0
ok 1 OO0
Bad-2 — OO0O0O
critical -3 ()OO0
Agony O

...

@ Scamina: 10.
Sur'\-'i\-'aL Doints: &
ecluil:)ment

Rope, grappling hook, pitons, 1
several maps, writing utensils, -
a portable Nebular (a Magientist hur-
ricane lamp giving a bluish light, five
mineral Flux cartridges (each one can
fuel the Nebular for 12 hours), and

first aid gear. Gl

 @®Ways
Combativeness: 5. Creativity: 2. ﬁlpa
Reason: 1.

.SL:LLS

Conviction: 4.

Close Combat: 10. (Discipline: Swords: 11).
Erudition: 3.

Feats: 9 (-1 for extended actions).
Natural Environment: 5.
Performance: 3 (+1 bonus).
Perception: 5.

Relation: 6 (+1 bonus).

Shooting and Throwing: 8.
Stealth: 5.

@ Weaponry

Studded leather armor, a short sword,*
and a Carath (a Varigal travellng Advantaqcs: Ally, Beautiful.
stick).

Disac‘l\’cxﬁtaqcs: Fragile.
.Scu‘ut]’

Mental Resistance: 9.
Latent Disorder: Frenzy

Clﬁarac ter Craics: Upright/ Bold

Attack: 10 (Sword: 11. Long Sword Damage: 3.
Crossbow: 8. Crossbow Damage: 2).

Defense: 9 (Protection: 4).

Speed: 8.

Stamina: L
5; SurvivaL points: 2
equilpmcnt:

A large leather bag with traveling gear,
a rope, torches, and a blanket.

. \/\)CCL o T'j’

Chainmail armor, a long sword, a crossbow, and a large tound
_shield with the Mac Lyrs’ symbol. ' s
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bl - L
\z\)a] s Acl\‘anto.qesz Colossus.
- Combativeness: 1.
Creativity: 5. Sanit]':
Empathy: 4. Mental Resistance: 8.
"l Reason: 2. Latent Disorder: Melancholia

Conviction: 3.
Combal’: |

Sl{iLLS: Attack: 8 (Claymore Damage: 4). = =

Close Combat: 6 (+2 bonus). Defense: 11 (Protection: 2). -

Craft: 8. Speed: 5.

Demorthén Mysteries: 8.

Erudition: 3. Stcxnﬁna: 10.

Feats: 6 (+2 bonus to rolls related to

strength). Su‘r'\'i\'al. Doints: 3.

Natural Environment: 9.

-

@Ways:
Combativeness: 2.
Creativity: 5.
Empathy: 4.
Reason: 1.

Conviction: 3.

Shills:

Close Combat: 5.

Craft: 7.

Erudition: 2.

Natural Environment: 7.
Perception: 4 (+1 bonus to rolls
related to hearing).

Performance: 10.

Performance: 9, eciui]mﬂcnt \ Prayer: 8. Relation: 9.
Travel: 6. A bag with torches, camping equip- Shooting and Throwing: 4.

ment, a sizable gourd, and first aid
gear. In his bag is also hidden his & 8
most precious object, a lute.

_v,‘Stcatth: 6. Travel: 6.

@ Ads 'antaqcsz

44 Keen Hearing. 3

\Vcaporn' i o v

e Claymore (a gift prom his adoptive Scxnitr: |
i father), studded leather armor. Health Condition Chart Mental Resistance: 8.

Good OOOOO Latent Disorder: Mental Confusion
Okay -1 OOOOO @ Combac: _
'. Plimed -2 OOOO Attack: 5 (Long Sword Damage: 3.
-: Critical -3 QOOO Crossbow Damage: 2). 2 L

Defense: 10 (Protection: 4). /

Health Condition Chart

Good  OOOO0 =

oy -1 OO0 Agony Q) Speed: 6 oy /il
L0000 ] 3L
critical -3 OO0 @ordhina: 10 e

Agony O o

‘ ‘h @ Survival Poincs:s. ‘ &
: eclui})twcnt:

A prayer book, maps, traveling gear, a gourd, a hurricane lamp, and two doses of oil.

\Vecxpcm 0

A ~ Along sword, a crossbow, chainmail armor, and a shield engraved with the Templﬁ’*si s

& symbol. Do ie.
e - Lo e : e
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@ Ways:

¥ Combativeness: 5. Creativity: 3. |
Empathy: 2. Reason: 4. o
Conviction: 1. /l

WCLTS: Aclvant’cu:]esz
Combativeness: 1. Well-read.
Creativity: 4.

Empathy: 3. Sani C'T' .

L3
_“‘-a-

l { Reason: 5. Mental Resistance: 7.
S‘dLLs: _ Conviction: 2. Latent Disorder: Elation
: { a8,
S Close Combat: 6. l L <
3 Crafi? n . Skiu.s: Chcu'actcr Craics:
Erudition: 6. S » Close Combat: 3. Resourceful / Irresolute
Feats: 7 (+1 bonus to rolls related / . Craft: 6.
to agility). ® 7 Demorthén Mysteries: 7. Combat'.
Natural Environment: 5 ,r“‘ Erudition: 10 (Herbalism: 11) Attack: 3 (Short Sword Damage: 2.
i/ =z
Perception: 8. 'Y_f_'.;‘.. (+1 bonus). Knife Damage: 1).
Relation: 5. v -'\ Magience: 7.. F‘)cl'cusc: 13 (Protection: 0).
Shooting and Throwing: 10. r" Natura.l Environment: 4. Speed: 4.
Stealth: 6 (+1 bonus). o i Occultism: 7.
Travel: 3. Perception: 7. S‘Camina: 10.
Relation: 3.
Ac{\'antaqcs: Sciences: 9. Sur-\‘ival points: 3.
Nimble. Travel: 4. e 4
t quirmcnt: ‘3
Di 2V TRbe s: A satchel with various parchments, wri- &
Enemy (corrupt knight). ting devices, a magnifying glass, a torch, ,
medicinal herbs, and first aid gear.
@ Sc.\nit]': Con‘)bal’:
Mental Resistance: 6. Attack: 6 (Bow: 10. Bow Damages 2. \’VCC‘F’O”"]': b
Latent Disorder: Paranoia Short Sword Damage: 2). A short sword and a knife.
Defense: 12 (Protection: 2). J
5 Speed: 7. b N .
kp 4 X »
X Characcer Craics: £
Persevering / Unreliable S Comina: 10. "

PN A
Health Condition Chart =~

Good OOOOO
oty OO0
Bad-2 OO0
Critical -3_OOOQ)

Agony O \Jv :

3 i i||‘|

Health Condition Chart ®Survival Poincs: 3.

Good OOOOO iquipn.m.:nt " g Q ;s
ag containing consumables, B

bl OOOOO travel gear, tools to pick locks, s

Bad -2 OM and a spy-glass.

critical -3 ()OO

: Agony O @\Veaponr]':

; Studded leather armor, a short sword,

NN e a bow, and several knives.
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