
Charlotte Kordé

Charisma: 17 (+3/+2 )
Agi l ity: 8 (-1 )
Endurance: 10
Inte l l igence: 12 (+1 )
Strength : 9
Wisdom: 15 (+2/+1 )

Home: Crosspoint
Age: 36
Height: 5 foot 1 inch
Weight: 93 pounds
Experience: 0
Mojo: 11

Perception: 8
Evasion: 3
Fortitude: 4
Hea lth : 4
Reason: 6
Wi l lpower: 8

Reactions

Level 1 Monk, Good

Movement: 9
Defense: -1
Surviva l : 5
Verve: 7

Fie lds
Fighting Art +0: Quarterstaff
Native Cu lture +2 : Crosspoint etiquette
Language Science +1 : Angl ish, Frankish, Literacy
Performance Art +1 : Acting
Persona l ity Art +1 : Demagoguery, Med iation
Engineering Science +1 : Clockworks

Specia lties
Ha lf-e l f species, n ight vision (-2 ), move qu ietly a lone (-3), +4 aga inst
m ind control and sleep, age at one-sixth norma l



Ha lf-e l f species, n ight vision (-2 ), move qu ietly a lone (-3), +4 aga inst
m ind control and sleep, age at one-sixth norma l

Psych ic pool : 1
Telepath ic Art +5
Il lusion: senses (1, +1 ); damage (1 ); indendent items (1 )

Psychokinetic Craft: +3
Telekinesis: mass (1 pound ); motion (1 yd/rnd ); area of effect
techn ique (1 yard )

Even though I have a good l i fe, I wi l l explore the ru ins because I
want to meet the E lves.
Charlotte was born in the mounta ins southeast of Crosspoint to a human mother. She

has never met her father, and has on ly recently begun to rea l ize what her ancestry

means—at 36 years of age, she is the youngest-looking of a l l her friends.

Charlotte bel ieves her psych ic powers are from her father’s side. She is sel f-tra ined.

She has been a mentor to Sam Stevens since Sam left the th ieves’ ring in Crosspoint.

Equ ipment (carry: 6)
1. 16 sh i l l ings, 6 penn ies in pocket
2-3. quarterstaff (d6 damage, bu lk 12 )



Gralen Noslen

Intel l igence: 15 (+2/+1 )

Agi l ity: 12 (+1 )

Charisma: 12 (+1 )

Endurance: 12 (+1 )

Strength: 1 1

Wisdom: 9

Level 1Ordered Good Sorceror

Home: Crosspoint

Age: 16

Height: 6' 6"

Weight: 217 lbs

Experience: 0

Mojo: 13

Movement: 1 1

Defense: 1

Survival : 6

Verve: 6

Reason: 7

Evasion: 6

Fortitude: 4

Health: 5

Perception: 5

Wi l lpower: 4

Reactions

Raven fami l iar: 5 survival , 4 intel l igence, 4 charisma, 4 wisdom

Fighting Art +0

Native Culture +2: Sorceror's Etiquette

Language Science +1 : Angl ish, Latin, Literacy

Historical Science +1 : Ancient History

Fields

Specialties



3 spel l slots
Spel ls

Spel l Range Formula Duration Cast Effect area Reaction

Farseeing touch WG 10 min 1 rnd 1 creature none

Mage bolt 20+10yd/lvl WGI (arrow) 1 rnd/lvl 1 3 yd radius none

Light/ 20yd/lvl WGI (spark) 1hr+ 1 10+lvl yds evasion

darkness 10 min/lvl

Understand touch WGI 5 min/lvl 1 rnd 1 creature/item wi l lpower

languages (mandrake)

Equipment (carry: 8)

1 . 15 shi l l i ngs in pouch
2 . spel lbook (1 .2 bulk)

| |
|

Even though I prefer l ibraries, I wi l l explore the ruins because I
want knowledge no one else has.

Gralen knew he was a sorceror from a young age. Poe, his raven fami l iar, has been his

friend and confidante since he was eight. Gralen is self-taught. He left home at

twelve to study at Il lustrious Library across the mountains from Crosspoint. He

stumbled, almost l iteral ly, across the magical research of a sorceror who once

l ived in the now abandoned Il lustrious Castle outside of town. He's been daring Wi l l

Stratford into going to Il lustrious Castle, where he bel ieves more magic can be found.
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Toromeen

Strength: 18

Wisdom: 15

Agility: 10

Charisma: 8

Endurance: 15

Intelligence: 12

Dwarf Warrior, Level 1Tony B.

Feltarn

Chaotic/Good

151 years old

4' 8"

220 lbs

0 xp

15 mojo

Dwarven culture +2: Dwarvish, Mountain Dwarf

etiquette, spelunking

Engineering Science + 1: defenses

Fighting Art + 1: weapon fluency, unarmed combat, battleaxe

War Craft + 1: weaponsmith

Fortitude: 10

Evasion: 4

Health: 10

Perception: 3

Reason: 6

Willpower: 6

+4 defense

10 movement

7 survival

7 verve

+ 4/+2

+2/+ 1

− 1

+ 2/+ 1

+ 1

damage fire actions range

Battleaxe d8 2 1

+3 attack in close combat, + 4 damage

+ 1 attack thrown, +2 damage, −2 range penalty



Even though I am an architect, I will explore the ruins

because I want to see the ancient battlefield, Fomhor

Achadh, where my grandfather died.

This is Toromeen’ s first journey outside of his clan’ s home in Feltarn,

south of the Leather Road. He is on a “vision quest” to the great Dwarven

battlefield Fomhor Achadh in the far north where his grandfather died in

battle far from home. He seeks advice from his ancestors.

Toromeen is an engineer. He builds devices for castles. He worked

with Charlotte on a castle overlooking the River Valley. He has returned

to Biblyon to offer maintenance on work they did in Illustrious Castle.

Equipment (13)

1. 18 shillings in belt pouch

2. banded leather armor (bulk 4, defense 3)

3. shield (bulk 4, defense 1)

4. battle axe (bulk 18)

Specialty

Dwarven: −2 underground vision, + 4 reactions against

magic, small size, agingx8

Four extra skills or field bonuses due to age



Will Stratford
Strength: 15 (+2/+1)
Agility: 14 (+1)
Charisma: 9
Endurance: 14 (+1)
Intelligence: 10
Wisdom: 11

Level 1 Warrior, Good

Home: Hightown
Age: 21
Height: 6'1"
Weight: 169
Experience: none
Mojo: 8

Reactions
Fortitude: 7
Evasion: 5
Health: 6
Perception: 4
Reason: 4
Willpower: 4

Movement: 12
Defense: +1
Survival: 6
Verve: 6

Specialties
Weapon specialist, Stigmas di Cristos style:
slashing weapons

Fields
Fighting Art +1: weapon fluency, unarmed combat, longsword
Native Culture +2: Anglish, caravan etiquette
Slashing weapons +1: longsword

Weapons
Damage Fire actions Range

Longsword (+3) d8+2 2 3



Combat pool stuff
Pool max: 2

+1 defense: 1 pt
+1 damage: 1 pt
+3 combat movement: 1 pt
+1 attack: 4 pts
+1 quickdraw: 1 pt
+1 act first: 1pt
+1 lose surprise: 1pt

Equipment (11 carry)
1 . 15 shillings (pouch)
2. longsword (bulk 8)

Even though my father wants me to run the company, I will
explore the ruins because I am friends with Gralen.

Will’s father owns a security company. Will works for him as a
guard on the leather road, guiding caravans from Crosspoint,
across the mountains, to Black Stag. Will longs for more than
the back and forth between Crosspoint and Black Stag. He is
good friends with Gralen, whom he met while researching
the low roads at the Biblyon library.



Valono
NPC Prophet, Ordered Evil

Agility: 12 (+1)
Charisma: 14 (+1)
Endurance: 11
Intelligence: 10
Strength: 15 (+2/+1)
Wisdom: 16 (+2/+1)

Home: Papau
Age: 27
Height: 5'7"
Weight: 146 lbs

Reactions
Evasion: 5
Fortitude: 6
Health: 5
Perception: 5
Reason: 5
Willpower: 7

Fighting Art +0: spear, hand axe
Native Culture +2: Maori language, island culture
Anglish Culture +1: Anglish
Seafaring Craft +2: animal lore, oceans, navigation
War Art +1: tactics

Specialties
Understand basic weapons

damage fire actions range
spear d6 1 6
hand axe (2) d6 1 3
+1 attack in close combat, +2 damage
+1 attack thrown, +1 damage, -1 range penalty

Movement: 12
Defense: +1
Survival: 5
Verve: 7



Equipment (10 carry)
1. tiki stick
2 11 shillings (pouch)
3. spear (bulk 8)
4. hand axe (bulk 10)
5. hand axe (bulk 10)

Spirits (3 spirit points)
prophet
water
weather 1
animal 1
death 1

Valono is called by the god Tawhiri to return the world
to order. To Tawhiri, “order” means stagnation and decay.
In Valono’s tongue, he is a tohunga, or priest.
Valono is an example of a (possibly recurring) villain. If
Valono acts alone, the Guide might wish to increase
Valono to second or third level. If used as a recurring
villain, Valono’s level might track that of the player
characters (that is, their levels or 2 to 3 levels higher).
If you choose to use Valono as a villain, watch his
intelligence: it is average. Where he excels is wisdom and
charisma. His plots will be simple. He will almost always
attempt to build a power base of worshippers with which
to further his plans.




