General Cedric Cathmor

Fighter 15 (Knight, Champion)

“When a pick hits a rock, the rock breaks. . . My men aren’t made of rock.”



�Attributes

Strength:	13

Dexterity:	9

Constitution:	14

Intelligence:	16

Wisdom:	13

Charisma:	16

Perception:	22/11



Hit Points:	85

Movement:	9

�Characteristics

Race:		Mt. Dwarf

Gender:  	Male

DOB:		7-15-721

Age:		69

Height:  	122 cm

Weight:	73 kg

Build:		Stocky

Comeliness:	14

Eyes:		Dark Brown

Hair:		Rust, Feathered,

		Army Cut

Complexion:	Reddish-Brown

�

Alignment:	Lawful Good

Handedness:	Ambidextrous



Saving Throws

Paralyzation. . .:	4

Rod/Staff/Wand:	6

Petrifaction. . .:  	5

Breath Weapon:	4

Spell:			7



Modifiers:

vs. Rod/Staff/Wand +4

vs. Poison +4	vs. Spell +4

Armor +3�Notes

Powers:  Charisma (loyalty +4, reaction +5), Detect underground phenomena (age 5 in 6, depth 1 in 2, grade 5 in 6, mechanism 2 in 3, trap 1 in 2), Infravision 60’, One extra attack/round w/shield (parry/punch, loss of AC bonus until next attack), Size advantage (giants, ogre magi, ogres, titans & trolls at –4 to hit)

Penalties:  Magical item failure 20%



Armament

���Att./Rnd.�����Weapon�THAC0�Damage�Melee�Range�Spd.�Range�Slots��Battle Axe +3�2�(1d10)+5�5/2�-�4�-�<2>��Body Shield +2�4 (punch 6)�(1d3)+2�+1�-�5�-�<2>��Short Sword +1�4�(1d6/1d8)+3�5/2�-�2�-�2��Clv./Crsh. (broad gp.)�6, 6-8-11�(vary)+0�2, 1�1�vary�1-2-3�3��THAC0 Modifiers:  Non-Proficiency –2, Weapon & Shield Style 0/0, vs. Orcs/Half-Orcs +1, vs. Goblins/Hobgoblins +1



Protection

Plate Mail +3 (no helmet), Body Shield +2



Armor Class:  –3�Mod. Rear*:  4�Surp./Miss.:  –4�Shieldless:  0�Mod. Head:  –1��

Languages & Proficiencies (50/50)

Common (14/15), Dwarf (16/18), Elf (14/15); Direction Sense (19), Etiquette (17), Heraldry (17), Endurance (19), Military Theory (21), Spellcraft (15); Ambidexterity, Weapon & Shield Style (2 slots)



Possessions

Apparel & Jewelry:  Brown leather boots & belt

Stowage:  Backpack, large belt pouch (p), waist sword scabbard

Miscellaneous Gear:

Spyglass (20x) (p), Small Tent

�Background & History

Left mountains early (before learning the dwarven arts of stone and metal) in search of adventure. . .

Served as agent for Alliance, then as a self-protecting diplomat to humans & elves (782-785). . .

Helped avoid war between dwarves & elves. . . Replaced Damon as dwarven liaison for Alliance. . .

Served as a General to the Alliance after deaths of Omni & Valentis during Sack of Remles (788). . .

Appointed General of dwarven armies by last request of Damon during Mersem Invasion. . .

Currently working to restore ties with elves; leaves most command duties in hands of professionals. . .



Lifestyle & Psychology

Flexible, open-minded, generous, strong-willed, modest, selfless, good-humored, understanding. . .

Very proud of subordinates & friends. . . High (emotional) pain threshold. . . Hard worker, idealist. . .

Genius at conversation. . . Witty, attentive, charming, very polished etiquette. . . Skilled negotiator. . .

Criticized & ridiculed by peers as weak and more elf than dwarf, but respected as a terrific leader. . .

Invokes pride, self-esteem & self-motivation in others. . . Unskilled, so he lets pros do their job. . .

More like a coach in combat; uses brains & skills to help others succeed. . . Underrated fighter. . .

Too busy to be religious, but respected for open-mindedness and understanding nature. . .

Criticized for lack of initiative and responsibility, but does kill when necessary. . .



Physical Description

Something of a dwarf “pretty boy”. . . Rather soft appearance despite extensive battle experience

�Captain Alion Drake  (Alion Drake III)

Fighter 11 (Knight)

“No one has even scratched my Mistress when I’m around, and I will keep it that way.”



�Attributes

Strength:	14 (19)

Dexterity:	18

Constitution:	15

Intelligence:	13

Wisdom:	12

Charisma:	15

Perception:	18/9

Morale:  	38



Hit Points:	73

Movement:	12 (24)

�Characteristics

Race:		Human

Gender:  	Male

DOB:		7-20-761

Age:		29

Height:  	190 cm

Weight:	84 kg

Build:		Athletic

Comeliness:	12

Eyes:		Hazel

Hair:		Sandy, Straight,

		Army Cut

Complexion:	Weathered

�

Alignment:	Lawful Good

Handedness:	Ambidextrous



Saving Throws

Paralyzation. . .:	7

Rod/Staff/Wand:	9

Petrifaction. . .:  	8

Breath Weapon:	8

Spell:			10



Modifiers:

Armor +2

Dexterity +4�Notes

Powers:  Charisma (loyalty/reaction +3), Crossbow specialization (fire first in round if crossbow is ready), Dexterity (initiative –4, reaction +2), Shatter weapon/shield when parried or parrying (sword; on natural 20 vs. non-magical items only)



Armament

���Att./Rnd.�����Weapon�THAC0�Damage�Melee�Range�Spd.�Range�Slots��Ranseur +3�3�(2d4)+12�2�-�2�-�2��Short Sword +3,�3�(1d6/1d8)+12�2�-�0�-�2��   Earthbrand*�0�(1d6/1d8)+15�"�"�"�"�"��H. X-bow of Accuracy�-�-�1�2�9�2-24�2��   H. Quarrel (x14)�3-5�(2d4)+1/2d6�-�-�-�-�-��   H. Quarrel +3 (x6)�0-2�(2d4)+4/(2d6)+3�"�"�"�"�"��	*vs. aerial creatures & creatures immune to normal weapons

THAC0 Modifiers:  Non-Proficiency –2, Strength +3, Dexterity +2, Two-Hander Style 0



Protection

Field Plate +2 (no helmet), Boots of Speed



Armor Class:  –6�Mod. Rear*:  4�Surp./Miss.:  0�Mod. Head:  –4��

Languages & Proficiencies (39/39)

Common (13/13); Endurance (19), Etiquette (16), Heraldry (12), Jumping (16), Military Theory (16), Running (10), Swimming (13); Blind-Fighting, Two-Hander Style



Possessions

Apparel & Jewelry:  Silver neck chain (50); white tunic w/black cross

Stowage:  Large belt pouch (p), waist sword scabbard, quarrel box (20 quarrel capacity)

Miscellaneous Gear:

Crystal of Teleportation (p), Vial of Holy Water (x2) (p)

Belt of Hill Giant Strength, Holy Symbol, Spyglass (50x) (p)



Clock (10,000)

�Background & History

Acquired by Sorcia through a Deck of Many Things (779). . . First major duty was Remles security. . .

According to Alion, he was a Lieutenant of the original Remles garrison before Alliance moved there. . .

Charged with Remles watch, police & garrison from onset of ’War. . . Got too busy protect Sorcia. . .

Gained fame for impressive resistance against Tripleye sieges, even in Sorcia’s and Carze’s absence. . .

Blames himself for Sorcia’s death and Sack of Remles (788). . . Considered too responsible by many. . .

Failed to defeat Tyros, but got redemption by protecting Sorcia during Shadowkeep Counteroffensive. . .

Still, as always, Captain of the Guard of Remles and Sorcia’s personal bodyguard & henchman. . .

Currently seeking replacement to retire from Captain of the Guard and focus on protecting Mistress. . .



Lifestyle & Psychology

Focused, responsible, dutiful, clean-cut, honest, very organized, hot-tempered, sometimes childish. . .

Selfless hard worker, leads by example. . . Fanatically loyal to Sorcia and Remles; culturally deprived. . .

Considered too serious by some. . . Polite, respectful & civil, but no sense of humor. . . Influential. . .

Two-track mind:  leader of Remles security and independent bodyguard of Sorcia. . . Nothing else. . .

Combat skills for protecting Sorcia. . . Lets those under his command protect Remles on their own. . .

Uses ranseur to parry attacks on Sorcia; heavy crossbow to express feelings beyond melee range. . .

(Sirius tells a story when an enemy grabbed Sorcia from behind; Alion nailed his head at 210 yards. . .)

Quite pious; a legitimate candidate for paladinhood. . . Mindless fanaticism actually concerns Sorcia. . .

(Overwhelming consensus is Alion has a mad crush on his Mistress, but is too pathetic to admit it. . .)

Compulsively judges anyone attacking his Mistress as evil. . . Famous for remorseless vengeance. . .



Physical Description

Brightly polished Armor, brown leather combat Boots, black leather Belt. . . Always clean-shaven

�Fabian “Pyro” Ganzina

Fire Elementalist 17 (Master Elementalist, Gnome Friend)

“Fire, fire, heh heh heh. . .”		“Burn, burn, burn!”



�Attributes

Strength:	13

Dexterity:	17

Constitution:	14

Intelligence:	18

Wisdom:	7

Charisma:	11

Perception:	21/10



Hit Points:	36

Magic Power:	58

MP Recovery:	13

Movement:	12 (24)

Casting Level:	17

�Characteristics

Race:		Human

Gender:  	Male

DOB:		5-14-759

Age:		31

Height:  	180 cm

Weight:	75 kg

Build:		Medium

Comeliness:	10

Eyes:		Light Blue

Hair:		Light Brown,

		Short, Curly

Complexion:	Pale

�

Alignment:	Chaotic Neutral

Handedness:	Ambidextrous



Saving Throws

Paralyzation. . .:	10

Rod/Staff/Wand:	5

Petrifaction. . .:  	7

Breath Weapon:	9

Spell:			6



Modifiers:

Cloak +3	vs. Fire (vary)

Dexterity +3	Wisdom –1

Hat +1		

vs. Cold/Water –2�Notes

Elementalism:  Cast fire spell at +1d4 casting level once/day, Control summoned FEs (fire elementals) w/out concentration, Others save vs. Fabian’s fire magic at –2, Save vs. fire spells at +2

Elemental Command (ring):  +4 to hit & +6 damage vs. FE kin, Aura of protection (FE kin at –1 to hit, –1 damage per die & save at –4), Don’t need magical weapons to hit FEs & kin, Fire resistance (+4 save & –2 damage/die), Repel FEs 5’ r. or charm elemental (save at –2), Save vs. FE kin attacks at +2, Speak w/FEs & kin w/strong reactions, burning hands (once/turn), pyrotechnics (twice/day), wall of fire (once/day), flame strike (once/week)

Other Powers:  Dexterity (initiative –3, reaction +2), Feather Fall (ring), Magic resistance 30% (cloak)

Penalties:  Cannot use water-based magic



Armament

���Att./Rnd.�����Weapon�THAC0�Damage�Melee�Range�Spd.�Range�Slots��Staff +3�9�(1d6)+5�3/2�-�1�-�2��Dagger +2�11�(1d4/1d3)+2�1�-�0�-�1��Dagger (x2)�13, 13-15-18�(1d4/1d3)�1, 2�2�2�1-2-3�"��THAC0 Modifiers:  Non-Proficiency –5, Dexterity +2, vs. Fire Elemental Kin +4



Protection

Bracers of Defense AC 2, Magus Cloak +3, Boots of Speed, Hat of Miracles



Armor Class:  –7�Mod. Rear:  –2�Surp./Miss.:  –4��

Languages & Proficiencies (56/56)

Common (18/19), Dwarf (12/10), Gnome (12/10); Alchemy (15), Cantrip (19), Engineering (12), Fire Building (23), Item Lore (16), Monster Lore (16), Spellcraft (19), Swimming (15), Weather Sense (11)

�Possessions

Apparel & Jewelry:  Plain gold circlet (1000); red tunic w/gold trim, gray pants, brown leather belt

Stowage:  Shoulder bag, small belt pouch (p), dagger scabbards (waist x3)

Miscellaneous Gear:

Ring of Feather Falling, Ring of Fire Elemental Command (casting level 12, speed factor 5)

Magnifying Glass (p), Wand of Flame Extinguishing (61)



Spell Arsenal		(Revised spell costs in parentheses)

W1 (1):  Affect Normal Fires, Audible Glamer, Burning Hands, Comprehend Languages, Dancing Lights, Detect Magic, Enlarge, Erase, Feather Fall, Fire Burst, Gaze Reflection, Identify, Light, Nystul’s Magic Aura, Pro. from Hunger & Thirst, Read Magic, Shield, Unseen Servant

W2 (2):  Circle of Protection, Continual Light, Detect Evil, Detect Invisibility, Detect Life, ESP, Filter, Flaming Sphere, Flare Lance, Imp. Magic Missile, Imp. Phantasmal Force, Invisibility, Knock, Pyrotechnics, Scan, Vocalize, Web, Wizard Lock

W3 (3):  Clairvoyance, Dispel Magic, Explosive Runes, Fireball, Flame Arrow, Fly, Gust of Wind, Illusionary Script, Infravision, Lightning Bolt, Melf’s Minute Meteors, Non-Detection, Pro. from Normal Missiles, Secret Page, Spectral Force, Suggestion, Tongues, Wind Wall

W4 (4):  Cure Light Wounds, Detect Scrying, Dig, Fire Aura, Fire Charm, Fire Shield, Fire Trap, Hallucinatory Terrain, Imp. Invisibility, Mega Brunt, Otiluke’s Resilient Sphere, Plant Growth, Polymorph Self, Remove Curse, Stoneskin, Wall of Fire, Wind Breath, Wizard Eye

W5 (6):  Animate Dead, Beamup, Befis Bring, Conjure Elemental, Counterspell, Dil Brand, Mordenkainen’s Faithful Hound, Passwall, Seeming, Sending, Splice, Stone Shape, Telekinesis, Transmute Rock to Mud, Wall of Force, Wall of Stone

W6 (7):  Contingency, Cure Moderate Wounds, Disintegrate, Elmekia Lance, Enchant an Item, Forest’s Fiery Constrictor, Guards & Wards, Legend Lore, Lina Inverse’s Fireball, Mass Suggestion, Mislead, Move Earth, Stone to Flesh, True Seeing

W7 (9):  Delayed Blast Fireball, Flow Break, Fork, Gauv Flare, Limited Wish, Monster Summoning V, Phase Door, Reverse Gravity, Sequester, Spell Turning, Teleport w/out Error, Vanish

W8 (12):  Cure Serious Wounds, Death Spell, Defoliate, Incendiary Cloud, Mass Charm, Mind Blank, Otiluke’s Telekinetic Sphere, Permanency, Prismatic Wall, Symbol

W9 (15):  Dragu Slave, Dynasto Bless, Elemental Aura, Meteor Swarm



Background & History

Eager, immature, mischievous pupil of Carze. . . Initial reject of Alliance in their early years. . .

Aims to climb the Tower of Trials in near future. . . Current Advisor to Sorcia in Carze’s absence. . .

Mild reputation for evil, mostly due to clothing style and erratic tendencies. . .



Lifestyle & Psychology

Young at heart, never grows up. . . Well-known pyromaniac. . . Goofy, mischievous, transparent. . .

Panicky, deceptively clumsy, extremely dangerous if surprised. . . Brilliant academic. . .

Erratic, little self-discipline; means well but can be carelessly rude or hot-tempered on occasion. . .

Helpful, loves attention; good initiative and actively volunteers but only to improve reputation. . .

Often gets into fixes and flames out of them. . . Responsible but rash. . .

Detests surprise, hit & run, physical combat. . . Chars foes before they close into melee range. . .

Unconservative, has been known to exhaust all magical energy in single battles in early years. . .

Merciful, provided opposition survives initial high-octane attacks. . . Agile, fast & cunning. . .

Religiously agnostic. . . Spiritually lost, so sticks to pyromania for mental grounding. . .

Usually kills by accident due to panic. . . Responsible, repentant, but shows no signs of improving. . .



Physical Description

Red cape-like Cloak, dark blue Hat, golden Dagger, oak Staff w/gold trim, light brown leather Boots, gold Bracers, ruby-studded gold Ring of Fire Elemental Command, plain silver Ring of Feather Falling

Childlike features, round face, bushy hair, very good health, bookworm pale

�Iris Greenwood

Sage 13

“Good is contagious.”



�Attributes

Strength:	14

Dexterity:	14

Constitution:	8

Intelligence:	15

Wisdom:	16

Charisma:	14

Perception:	22/11



Hit Points:	58

Magic Power:	70

MP Recovery:	9

Movement:	12

Casting Level:	13�Characteristics

Race:		Half-Elf

Gender:  	Female

DOB:		N/A

Age:		N/A

Height:  	159 cm

Weight:	58 kg

Build:		Medium

Comeliness:	18

Eyes:		Deep Blue

Hair:		Blond, Short,

		Straight

Complexion:	Light Tan

�

Alignment:	Neutral Good

Handedness:	Left

Ethos:		Forest



Saving Throws

Paralyzation. . .:	8

Rod/Staff/Wand:	8

Petrifaction. . .:  	8

Breath Weapon:	10

Spell:			9



Modifiers:

Ring +3

Wisdom +2�Notes

Powers:  Can cast spells in armor, Charisma (loyalty +1, reaction +2), Detect doors (concealed door 1 in 2, concealed door on pass 1 in 6, secret door 1 in 3), Infravision 60’, Magic resistance 60% (sleep & charm only; 30% innate, 30% force armor), Elemental resistance (force armor; half damage from air, cold, fire, earth, lightning), Magic resistance 30% (force armor), Stealth (cloak & boots)

Spheres (major):  All, Animal, Creation, Plant, Summoning

Spheres (minor):  Divination, Guardian, Elemental, Healing, Protection, Sun, Weather



Armament

���Att./Rnd.�����Weapon�THAC0�Damage�Melee�Range�Spd.�Range�Slots��Short Sword +3,�6�(1d6/1d8)+5�2�-�0�-�<2>��   Firebrand*�5/4/3�(1d6/1d8)+6/+7/+8�"�"�"�"�"��Tag�8�spell�1�-�spell�-�1��Dagger (x3)�10, 10-12-15�1d4/1d3�3/2, 2�2�2�1-2-3�-��Short Blades (tight gp.)�"�vary�"�"�vary�"�2��	*vs. regenerating/vs. cold, inflammable or avian/vs. undead

THAC0 Modifiers:  Non-Proficiency –3, Off-Hand –2, Single-Weapon Style 0



Protection

Force Armor, Ring of Protection +3



Armor Class:  –2�Mod. Rear:  2�Surp./Miss.:  0��

Languages & Proficiencies (45/45)

Common (15/14), Elf (16/14); Animal Handling (13), Healing (15), Herbalism (14), Spellcraft (17), Supernatural Perception (17), Survival (7, Forest 16), Swimming (13), Wood Flute (12); Single-Weapon Style (2 slots)

�Possessions

Apparel & Jewelry:  Mithril & sapphire bracers (3000 ea.) & circlet (5000), silver earrings (20 ea.); light blue dress, white cloth belt

Stowage:  Large belt pouch (p), waist sword scabbard, dagger sheaths (waist, L & R thighs)

Miscellaneous Gear:

Crystal of Teleportation (x2) (p), Potion of Extra-Healing (p), Cloak & Boots of Elvenkind, Wood Flute (p)



Spell Arsenal

W1:  Audible Glamer, Comprehend Languages, Enlarge, Feather Fall, Magic Missile, Mending, Pro. from Hunger & Thirst, Read Magic, Shield, Sleep, Wizard Mark

W2:  Detect Invisibility, Detect Life, Filter, Flare Lance, Imp. Phantasmal Force, Knock, Mirror Image, Shadow Snap, Shatter, Vocalize, Wizard Lock

W3:  Fireball, Fly, Gust of Wind, Haste, Non-Detection, Pro. from Normal Missiles, Redial, Secret Page, Suggestion, Tongues, Vampiric Touch

W4:  Detect Scrying, Dig, Dimension Door, Freezeball (cold Fireball), Hold Spell, Imp. Invisibility, Mega Brunt, Polymorph Self, Stoneskin, Wall of Ice, Wizard Eye

W5:  Airy Water, Befis Bring, Dil Brand, Passwall, Sending, Telekinesis, Teleport, Transmute Rock to Mud, Wall of Force

P1:  Animal Friendship, Bless, Circle of Protection, Combine, Create Water, Cure Light Wounds, Detect Evil, Detect Magic, Detect Poison, Detect Snares & Pits, Endure Cold/Heat, Entangle, Faerie Fire, Invisibility to Animals, Light, Locate Animals or Plants, Log of Everburning, Pass w/out Trace, Pro. from Evil, Purify Food & Drink, Sacred Guardian, Sanctuary, Shillelagh

P2:  Augury, Barkskin, Charm Person/Mammal, Create Holy Symbol, Detect Charm, Draw upon Holy Might, Dust Devil, Find Traps, Fire Trap, Flame Blade, Goodberry, Heat Metal, Know Alignment, Messenger, Obscurement, Produce Flame, Resist Fire/Cold, Silence 15’ r., Slow Poison, Snake Charm, Speak w/Animals, Trip, Warp Wood, Withdraw, Wyvern Watch

P3:  Call Lightning, Continual Light, Create Food & Water, Cure Disease, Cure Moderate Wounds, Detect Curse, Dispel Magic, Flame Walk, Glyph of Warding, Hold Animal, Locate Object, Magical Vestment, Meld into Stone, Plant Growth, Pro. from Fire, Pyrotechnics, Remove Curse, Remove Paralysis, Slow Rot, Snare, Spike Growth, Starshine, Stone Shape, Summon Insects, Tree, Water Breathing, Water Walk

P4:  Abjure, Animal Summoning I, Call Woodland Beings, Giant Insect, Hallucinatory Forest, Hold Plant, Plant Door, Repel Insects, Speak w/Plants, Sticks to Snakes

P5:  Animal Growth, Animal Summoning II, Anti-Plant Shell, Atonement, Blessed Abundance, Dispel Evil, Pass Plant



Background & History

Born adventurer, takes after parents. . . Grew up in racist areas; lived like an outcast until ’War. . .

Worked beside Maslin throughout ’War. . . Married to him (790). . . Active Alliance member. . .



Lifestyle & Psychology

Mentally strong but socially vulnerable; shy, prone to rumors & harassment, non-defensive, silent. . .

Contemplative, bad initiative but highly focused when necessary, self-controlled yet driven. . .

Enigmatic, patient, passive yet strong. . . Kind & polite but difficult to maintain conversations with. . .

Seemingly independent though motives always unclear. . . Not deceptive, just reactive. . .

Best suited as an assistant. . . Terrible leader, non-autonomous follower, needs a constant focus. . .

Highly magic-oriented on surface; surprisingly skilled and ferocious fighter. . . 

Self-augmenting dueler; uses magic to augment [durability], then engages in melee one-handed. . .

Provides magical back-up in teams; only enters melee when necessary. . .

Not lawful nor philosophical, but communal. . . Lives by own wisdom and believes in forest. . .

Kills, but by force of will alone. . . Prefers to be defensive, but knows she can’t afford to be. . .



Physical Description

Doesn’t smile often (a pity). . . Minor scars on left hand & belly indicative of experience & skill

Mithril & blue crystal Amulet (Force Armor), plain mithril Ring, short white cape-like Cloak w/hood, low soft light brown Boots

�Captain Estelle Nocturne

Paladin 10 (Knight)

“If we don’t die, then what’s the point to living?”



�Attributes

Strength:	16

Dexterity:	10

Constitution:	9

Intelligence:	11

Wisdom:	16

Charisma:	19

Perception:	18/9 (17/6)



Hit Points:	65

Magic Power:	6

MP Recovery:	3

Movement:	12

Casting Level:	2�Characteristics

Race:		Grey Elf

Gender:  	Female

DOB:		N/A

Age:		N/A

Height:  	169 cm

Weight:	71 kg

Build:		Busty

Comeliness:	25

Eyes:		Violet

Hair:		Blond, Long,

		Straight

Complexion:	Fair

�

Alignment:	Lawful Good

Handedness:	Right

Ethos:		Good



Saving Throws

Paralyzation. . .:	6

Rod/Staff/Wand:	8

Petrifaction. . .:  	7

Breath Weapon:	7

Spell:			9



Modifiers:

Armor +2

Wisdom +2�Notes

Powers:  Aura of protection 10’ r. (summoned/evil creatures at –1 to hit), Charisma (loyalty +10, reaction +8), Cure natural diseases twice/week, Detect doors (concealed door 1 in 2, concealed door on pass 1 in 6, secret door 1 in 3), Detect evil 60’, Immune to natural diseases, Infravision 60’, “Lay on Hands” heal 20 hp once/day, Magic resistance 90% (sleep & charm only), One extra attack/round w/shield (parry/punch, loss of AC bonus until next attack), Surprise at –2 (when opening a door) or –4 when alone & unarmored, Turn undead as an 8th-level priest, Generate wind 10’ r. (sword; extinguish small flames, deflect gas clouds & blow back S aerial creatures), Regeneration (ring, 1 hp/turn), Stealth (cloak & boots)

Penalties:  Paladinhood restrictions

Spheres:  Combat, Divination, Healing, Protection



Armament

���Att./Rnd.�����Weapon�THAC0�Damage�Melee�Range�Spd.�Range�Slots��Long Sword +3,�6�(1d8/1d12)+6�2�-�2�-�2��   Windblade*�5/4/3�(1d8/1d12)+7/+8/+9�"�"�1/0�"�"��Medium Shield +5�8 (punch 13)�(1d3)+6�+1�-�0�-�<2>��Punching�11 (+4 to hit)�(punching table)+3�3/2 +1�-�0�chart bonus: 2�2��Gauntlet (x2)�7�(1d3)+3�"�"�"�-�"��Dagger (x3)�11, 11-13-16�(1d4/1d3)+1�3/2, 2�2�2�1-2-3�1��	*vs. rocky or crystalline/vs. fiery/vs. airborne (not air elemental)

THAC0 Modifiers:  Non-Proficiency –2, Off-Hand –2, Bow +1, Long Sword +1, Short Sword +1, Weapon & Shield Style 0/–2



Protection

Plate Mail +2 (closed-face helmet, face visor w/locking pin), Medium Shield +5



Armor Class:  –5�Mod. Rear:  3�Surp./Miss.:  –5�Shieldless:  1��

Languages & Proficiencies (35/35)

Common (11/9), Elf (11/12); Dancing (11), Etiquette (12), Heraldry (11), Horse Riding (17), Religion (11), Survival (5, Forest 14), Swimming (14), Tumbling (17); Weapon & Shield Style (2 slots)

�Possessions

Apparel & Jewelry:  Fine silver necklace (50); white tunic w/black cross, black leather belt

Stowage:  Large belt pouch (p), large saddle bags, waist sword scabbard, dagger sheaths (waist, L & R thighs)

Miscellaneous Gear:

Cloak & Boots of Elvenkind, Ring of Regeneration, Holy Symbol, Spyglass (50x) (p)



War Mount:  North Star, Female Medium Warhorse (brown w/white star on forehead, white socks)

7 years old; Int 2, AL N, ML 20 (never panics); AC 0; MV 18 (gallop 72); HD 3+3, HP 26; THAC0 17

Attacks:  Hoof/Hoof/Bite for 1d6/1d6/1d6 damage

Notable Items:  Full Plate Barding +1, Bit & Bridle, Halter, Horseshoes, Saddle (w/blanket & stirrups)



Spell Arsenal

P1:  Cure Light Wounds, Detect Magic, Detect Poison, Detect Snares & Pits, Endure Cold/Heat, Locate Animal/Plant, Magical Stone, Pro. from Evil, Sanctuary, Shillelagh



Background & History

Born in an alternate world, homeland overrun by orcs, gated to Remles as a child, sole survivor. . .

Easily captured by slavers, forced into prostitution until rescued by Cambazler, who trained her. . .

Cmdr. of 1st Elven Med. Cavalry Company during ’War until raped by Strahan in Sack of Remles. . .

Dueled Strahan during Shadowkeep Counteroffensive, defeated him w/Rylor’s help. . .

Now commands Remles 1st Med. Infantry Brigade (Remles Garrison & Roaming Infantry). . .



Lifestyle & Psychology

Gentle & polite but paranoid, “wall” around her, very private, cunning with sarcasm & humor. . .

Soft & gentle voice, self-absorbed yet very professional except when with close friends. . .

Careful yet open-minded, cool-tempered, self-disciplined, excellent self-control, strong but fragile. . .

Strict leader, holds very high standards for herself and subordinates. . .

Rides horse only within Remles vicinity as a combat tool, dismounts for long journeys. . .

Hates to be underestimated, tentative in combat (parries at least once/round), agile but unprecise. . .

Very skilled, patient, powerful fighter, always keeps back covered, prefers sword but very versatile. . .

Not a very good subordinate but very cooperative in small groups. . .

Seldom covert, prefers open & defensive “smash-mouth” combat, especially in bad conditions. . .

Moderately pious, worships lawful deity, faith is crude but very strong, lives by the book. . .

With exception of duel w/Strahan, exclusively defensive in combat; only kills to save lives. . .

Fights in self-defense; chases attackers out to door and a little beyond, but never counterattacks. . .



Physical Description

Unpolished but untarnished silver armor & shield, silver-white sword

Ornate mithril Ring, white cape-like Cloak, white medium-cut Boots

Perfect:  slender face, smooth skin, full body, healthy hair

�General Drinian “Spelljammer” Peverel

Paladin 17 (Knight, Champion)

“I’m not done for yet!”



�Attributes

Strength:	18-59

Dexterity:	9

Constitution:	11

Intelligence:	11

Wisdom:	15

Charisma:	17

Perception:	21/10 (19/7)



Hit Points:	85

Magic Power:	15

MP Recovery:	6

Movement:	12

Casting Level:	9

�Characteristics

Race:		Human

Gender:  	Male

DOB:		11-17-757

Age:		33

Height:  	187 cm

Weight:	93 kg

Build:		Muscular

Comeliness:	20

Eyes:		Blue

Hair:		Blond, Straight,

		Army Cut

Complexion:	Peach

�

Alignment:	Lawful Good

Handedness:	Ambidextrous

Ethos:		Good



Saving Throws

Paralyzation. . .:	1

Rod/Staff/Wand:	3

Petrifaction. . .:  	2

Breath Weapon:	2

Spell:			4



Modifiers:

Armor +4

Displacement +2

vs. Fire +4

Wisdom +1�Notes

Powers:  Aura of protection 10’ r. (summoned/evil creatures at –1 to hit), Charisma (loyalty/reaction +6), Cure natural diseases 4 times/week, Detect evil 60’, Immune to natural diseases, “Lay on Hands” heal 34 hp once/day, One extra attack/round w/shield (parry/punch, loss of AC bonus until next attack), Turn undead as a 15th-level priest, Dispel magic at 17th level 5’ r. (sword), Displacement (cloak, 1st melee/missile attack in combat targeting Drinian automatically misses), Fire resistance (ring, +4 save & –2 damage/die), Magic resistance 50% 5’ r. (sword)

Penalties:  Paladinhood restrictions

Spheres (major):  Combat, Divination, Healing, Protection



Armament

���Att./Rnd.�����Weapon�THAC0�Damage�Melee�Range�Spd.�Range�Slots��Long Sword +5, Holy�–4�(1d8/1d12)+10�5/2�-�0�-�2��   Avenger (vs. CE foes)�"�(1d8/1d12)+15�"�"�"�"�"��Med. Mirror Shield +4�–2 (punch 2)�(1d3)+7�+1�-�0�-�<2>��Heavy Lance (charge)�0�[(1d8)+4/(3d6)+3]x2�1�-�6�-�-��Dagger�1, 3-5-8�(1d4/1d3)+5�5/2, 5�15�2�1-2-3�2��Lances (tight group)�2�(vary)+3�1�-�vary�-�2��THAC0 Modifiers:  Non-Proficiency –2, Strength +2, Weapon & Shield Style 0/0



Protection

Field Plate +4 (closed-face helmet, no visor), Medium Mirror Shield +4, Cloak of Displacement



Armor Class:  –9�Mod. Rear:  –2�Surp./Miss.:  –9�Shieldless:  –4��

Languages & Proficiencies (49/49)

Common (11/12); Dragon Riding (20), Endurance (17), Heraldry (17), Jumping (18), Military Theory (15), Monster Lore (12), Spellcraft (15), Swimming (15); Ambidexterity, Blind-Fighting, Weapon & Shield Style (2 slots)

�Possessions

Apparel & Jewelry:  Silver neck chain (50); white cape & gloves, brown leather belt & riding boots

Stowage:  Large belt pouch (p), large saddle bags, waist sword scabbard, waist dagger scabbard

Miscellaneous Gear:

Crystal of Teleportation (x2) (p), Holy Symbol, Ring of Fire Resistance, Spyglass (50x) (p)

War Mount:  Glen, Male Silver Dragon (alter ego Squire Lenard, blond sycophantic boy)

87 years old (young adult); Body 62’, Tail 27’; Int 16, AL LG, ML 35

AC –4; MV 9, fl. 30C, jp. 3; HD 16, HP 81; MP 11, Rec. 5, Cast Level 11; THAC0 5

Notable Items:  Halter, Dragonriding Saddle (w/stirrups)

Ground Patterns:  (Claw or Kick)/(Claw or Kick)/Bite, Wing/Wing/Bite

Flight Patterns:  Claw/Claw, Bite, Dive, Plummet, Snatch, Stall, Transfer

Other Patterns:  Breath weapon (once/3 rounds), Draconian power, Spell (Speed 1, Spell Comp. V)

Permanent Powers:  Clairaudience 100’ r. (in lair only), Detect invisibility 50’ r., Fear (untrained & <1HD flee 4d6 rounds on sight, <16 HD in 45’ r. save vs. petrify at +3 or –2 to hit & damage), Immune to cold, Magic resistance 25%, Telepathy

Misc. Powers:  Cloud walk, Feather fall twice/day, Polymorph self 3 times/day, Wall of fog once/day

Spells (cost):  Comprehend Languages (1), Magic Missile (1), Invisibility (2), Know Alignment (2)

Claw:  Damage (1d8)+5		Wing:  Claw damage + Dex check or prone

Bite:  Damage (5d6)+5			Dive:  +2 to hit, claw(x4) or claw(x4)+wing(x2)+land

Kick:  Claw damage + Dex check or knocked back 1d6+5 feet + save vs. petrify at –5 or fall

Plummet:  Needs 30’ altitude, 1-5 targets, save vs. petrify at –5 or bite damage + pinned (every round)

Snatch:  Up to L creatures, 50% chance of arms pinned, automatic claw damage every round

Stall:  Hover 1 round then land, dust cloud 45’ r. for one round, claw(x4)+bite

Transfer:  Requires attack roll, transfer snatch to mouth, automatic bite damage every round

Breath Weapon 1:  Cone of cold; 80’ long, 5-30’ diameter; 10d10+5 damage

Breath Weapon 2:  Gas cloud; 50’ long, 40’ wide, 20’ high; save vs. BW or paralyzed 1d8+5 rounds



Spell Arsenal

P1:  Cure Light Wounds, Detect Magic, Detect Poison, Detect Snares & Pits, Endure Cold/Heat, Locate Animal/Plant, Magical Stone, Pro. from Evil, Sanctuary, Shillelagh

P2:  Augury, Barkskin, Chant, Detect Charm, Find Traps, Know Alignment, Resist Fire/Cold, Slow Poison, Speak w/Animals, Spiritual Hammer, Withdraw

P3:  Cure Moderate Wounds, Detect Curse, Dispel Magic, Locate Object, Magical Vestment, Negative Plane Protection, Prayer, Pro. from Fire, Remove Curse, Remove Paralysis, Speak w/Dead

P4:  Cure Serious Wounds, Detect Lie, Divination, Elmekia Lance, Minor Elemental Blast, Neutralize Poison, Pro. from Evil 10’ r., Pro. from Lightning, Reflecting Pool, Repel Insects, Spell Immunity, Tongues



Background & History

Too many heroics to mention, rather unknown when career started (Drinian will not say). . .

Commander-in-Chief of Remles Army since Alliance first organized. . . Still holds that position. . .



Lifestyle & Psychology

Kind but unrefined manners results in “cute” awkwardness; deceptively clumsy in public. . .

Fiery, passionate, but often frustrated w/paladinhood ideals vs. real life situations. . .

Hesitant-goes-aggressive upon arrival of decision, amazing self-control and drive, not very durable. . .

Generous with opportunities, charismatic leader, exercises power but lets others do their jobs. . .

Always opens up with heavy lance charge when mounted if plausible, then sword next round. . .

Usually conservative in combat, restricts losses, parries often (2-3x/round) to demoralize foe. . .

Powerful and aggressive if convinced (e.g. vs. undead), using full (5/2) sword attacks. . .

Very pious, worships lawful deity, faith is not consistently strong, but almost impossible to break. . .

Detests killing but is a warrior; carries out a battle efficiently if doing otherwise puts allies at risk. . .



Physical Description

Silver-blue sword, flawless square face; simple gold & ruby Ring,  white tunic-like Cloak

�Ädlin “Medic” Reever

Priest 12 - Psionicist 13 (High Priest)

“Trust me, no one thinks their way out of situations quite like I do.”



�Attributes

Strength:	11

Dexterity:	8

Constitution:	17

Intelligence:	16

Wisdom:	17

Charisma:	9

Perception:	23/11



Hit Points:	67

Magic Power:	36

MP Recovery:	5

Movement:	12

Casting Level:	12

PSPs:		160 (210)

�Characteristics

Race:		Human

Gender:  	Male

DOB:		2-14-763

Age:		27

Height:  	168 cm

Weight:	77 kg

Build:		Stocky

Comeliness:	9

Eyes:		Dark Brown

Hair:		Black, Short,

		Straight

Complexion:	Pale

�

Alignment:	Lawful Good

Handedness:	Right

Ethos:		Humanity



Saving Throws

Paralyzation. . .:	6

Rod/Staff/Wand:	9

Petrifaction. . .:  	7

Breath Weapon:	12

Spell:			11



Modifiers:

Cloak +5

vs. Enchantment/Charm +2

Wisdom +3

�Notes

Powers:  “Lay on Hands” heal 24 hp once/day, Restore one life level drained by undead once/day, Turn undead, Free action (ring), Magic resistance 30% (ring)

Spheres (major):  All, Charm, Combat, Healing, Necromantic

Spheres (minor):  Animal, Creation, Divination, Guardian, Plant, Protection, Sun



Armament

���Att./Rnd.�����Weapon�THAC0�Damage�Melee�Range�Spd.�Range�Slots��War Hammer +3�10�(1d4)+7/(1d4)+6�3/2�-�0�-�2��Knife +2 (two-handed)�12�(1d3/1d2)+3�1�-�2�-�1��Club (x0)�14, 14-16-19�(1d6/1d3)+1, 1d6/1d3�1, 1�1�1,4�1-2-3�1��THAC0 Modifiers:  Non-Proficiency –3, Off-Hand –2, Two-Hander Style 0



Protection

Bracers of Defense AC 3, Cloak of Protection +5



Armor Class:  –2�Mod. Rear:  0�Surp./Miss.:  –2��

Languages & Proficiencies (45/45)

Common (16/12); Etiquette (16), Harness Subconscious (16), Healing (18), Heraldry (14), Herbalism (9), Navigation (12), Rejuvenation (19), Religion (17), Spellcraft (15), Supernatural Perception (14); Two-Hander Style



Possessions

Apparel:  Fine mithril necklace (x2, 1000 each); white & green tunic, green pants, white cloth cape & gloves, green & white hard hat, brown leather belt & medium-cut boots

Stowage:  Backpack, large belt pouch (p), waist knife sheath

Miscellaneous Gear:

Elixir of Health (p), Potion of Extra-Healing (x3) (p), Vial of Holy Water (x4) (p)

Ring of Free Action, Ring of Magic Resistance (30%)

Decanter of Endless Water, Psionic Receptacle (5000gp clear diamond, 50 PSPs), Holy Symbol

�Psionic Powers

Metapsionics:  Psionic Sense (14), Psychic Surgery (12), Receptacle (15)

Psychometabolism:  Biofeedback (15), Body Control (16), Body Equilibrium (17)

Psychoportation:  Dimensional Door (16), Teleport (16), Time Shift (16)

Telepathy:  Contact (17), ESP (16), Intellect Fortress (14), Life Detection (14), Mental Barrier (15), Mind Bar (14), Mind Blank (13), Mindlink (15), Mindwipe (13), Psionic Blast (12), Send Thoughts (15), Thought Shield (14), Tower of Iron Will (15), Truthear (17)



Spell Arsenal

P1:  Animal Friendship, Bless, Circle of Protection, Combine, Command, Cure Light Wounds, Detect Evil, Detect Magic, Detect Poison, Detect Snares & Pits, Endure Cold/Heat, Entangle, Invisibility to Animals, Invisibility to Undead, Light, Locate Animals/Plants, Log of Everburning, Magical Stone, Pass w/out Trace, Pro. from Evil, Purify Food & Drink, Remove Fear, Sacred Guardian, Sanctuary, Shillelagh

P2:  Aid, Augury, Barkskin, Chant, Charm Person/Mammal, Create Holy Symbol, Detect Charm, Enthrall, Find Traps, Goodberry, Hold Person, Know Alignment, Messenger, Resist Fire/Cold, Silence 15’ Radius, Slow Poison, Snake Charm, Speak with Animals, Spiritual Hammer, Trip, Warp Wood, Withdraw, Wyvern Watch

P3:  Animate Dead, Continual Light, Create Food & Water, Cure Blindness/Deafness, Cure Disease, Cure Moderate Wounds, Detect Curse, Dispel Magic, Emotion Control, Feign Death, Glyph of Warding, Hold Animal, Locate Object, Magical Vestment, Negative Plane Protection, Plant Growth, Prayer, Pro. from Fire, Remove Curse, Remove Paralysis, Slow Rot, Snare, Speak w/Dead, Spike Growth, Starshine, Summon Insects, Tree

P4:  Cloak of Bravery, Cure Serious Wounds, Elmekia Lance, Free Action, Imbue w/Spell Ability, Minor Elemental Blast, Neutralize Poison

P5:  Atonement, Cure Critical Wounds, Flame Strike, Insect Plague, Raise Dead, Quest

P6:  Cure Multiple Wounds, Heal



Background & History

One of the three survivors of the Gladiator’s Hunt. . . Psionics emerged through survival instinct. . .

Was tempted to keep psionics a secret and start life of crime until reformed by Sorcia. . .

Recruited by Alliance (784). . . Verified as one of less than half a dozen known psionicists of Remles. . .

Served as a combat medic during ’War. . . Currently Chief Medicus of Remles Army. . .



Lifestyle & Psychology

Chivalrous and polite; raised strictly, as a priest; very good hygiene. . . Likes humor, but bad at jokes. . .

Proud, borders on arrogant and anal. . . Not a leader, yet assertive and sharp. . . Good initiative. . .

Uncooperative yet hates to work alone. . . Does things own way, even if very helpful. . .

Keeps psionics relatively secret if possible (only for surprise purposes, not fear or shame). . .

Uses psionics & magic to get where needed, then heals/defends. . . Very defensive yet confident. . .

Seldom throws weapons; usually wields weapons two-handed, even knives. . . Physical fighter. . .

Not religious per se, but very deep and meditative on human nature. . . Religiously well-educated. . .

Accepts killing as a part of human nature. . . Reluctant but relatively remorseless. . .



Physical Description

Looks very young and healthy for age

Green tunic-like sleeveless Cloak, wood & silver Hammer, silver Bracers, plain silver Rings

�Sorcia

Priest 20 (Great Priestess, Dwarf Friend, Elf Friend)

“No good deed goes unpunished.”		“Is a life for a life a fair trade?”



�Attributes

Strength:	8 (9)

Dexterity:	10

Constitution:	9 (10)

Intelligence:	16

Wisdom:	20 (21)

Charisma:	18

Perception:	28/14



Hit Points:	71

Magic Power:	110

MP Recovery:	16

Movement:	12

Casting Level:	20 (22)

�Characteristics

Race:		Human

Gender:  	Female

DOB:		0-1-756

Age:		35

Height:  	185 cm

Weight:	72 kg

Build:		Medium

Comeliness:	15

Eyes:		Dark Brown

Hair:		Black, Long,

		Straight

Complexion:	Fair

�

Alignment:	Lawful Good

Handedness:	Right

Ethos:		Life



Saving Throws

Paralyzation. . .:	2

Rod/Staff/Wand:	6

Petrifaction. . .:  	5

Breath Weapon:	8

Spell:			7



Modifiers:

Cloak +5

vs. Magic +7

Wisdom +4

�Notes

Powers:  Charisma (loyalty +13, reaction +12), Turn undead, Vitality (no physical signs of aging from age 18 until dead from natural causes), Wisdom (immune to cause fear, charm person, command, forget, friends, hold person, hypnotism, ray of enfeeblement, scare), Elemental resistance (force shield; half damage from air, cold, fire, earth, lightning, water), Free action (ring), Immune to fear (pearl), Life protection (amulet), Magic resistance 100% (50% force shield, 50% cloak), Stealth (boots)

Penalties:  No weapon proficiencies

Spheres (major):  All, Animal, Astral, Charm, Divination, Guardian, Healing, Necromantic, Plant, Protection, Summoning

Spheres (minor):  Creation, Elemental, Sun



Armament

None



Protection

Bracer of Defense AC 2, Circlet, Force Shield, Magus Cloak +5



Armor Class:  –5�Mod. Rear:  –3�Surp./Miss.:  –5��

Languages & Proficiencies (59/59)

Common (16/15), Elf (14/15); Cantrip (18), Direction Sense (20), Etiquette (21), Healing (20), Heraldry (8), Herbalism (9), Local History (Remles 15), Religion (19), Singing (12), Spellcraft (18), Supernatural Perception (19), Weather Sense (18)



Possessions

Apparel & Jewelry:  Fine mithril chain (1000, x2), silver chain belt of leaf-shaped links (150); long white robe

Stowage:  Large belt pouch (p)

Miscellaneous Gear:

Crystal of Teleportation (x3) (p), Vial of Holy Water (x3) (p)

Amulet of Life Protection, Boots of Elvenkind, Holy Symbol, Pearl of Wisdom, Ring of Free Action

Cube of Force (36) (p), Decanter of Endless Water, Deck of Many Things, Small Ruthenium Mirror

�Spell Arsenal

P1:  Animal Friendship, Bless, Circle of Protection, Combine, Command, Create Water, Cure Light Wounds, Detect Evil, Detect Magic, Detect Poison, Detect Snares & Pits, Endure Cold/Heat, Entangle, Invisibility to Animals, Invisibility to Undead, Light, Locate Animals/Plants, Log of Everburning, Pass w/out Trace, Pro. from Evil, Purify Food & Drink, Remove Fear, Sacred Guardian, Sanctuary, Speak w/Astral Traveler

P2:  Aid, Augury, Barkskin, Charm Person/Mammal, Create Holy Symbol, Detect Charm, Draw upon Holy Might, Dust Devil, Enthrall, Find Traps, Fire Trap, Flame Blade, Goodberry, Heat Metal, Hold Person, Know Alignment, Messenger, Produce Flame, Resist Fire/Cold, Silence 15’ r., Slow Poison, Snake Charm, Speak w/Animals, Trip, Warp Wood, Withdraw, Wyvern Watch

P3:  Continual Light, Create Food & Water, Cure Blindness/Deafness, Cure Disease, Cure Moderate Wounds, Detect Curse, Dispel Magic, Emotion Control, Feign Death, Flame Walk, Glyph of Warding, Hold Animal, Locate Object, Magical Vestment, Meld into Stone, Negative Plane Protection, Plant Growth, Pro. from Fire, Pyrotechnics, Remove Curse, Remove Paralysis, Slow Rot, Snare, Speak w/Dead, Spike Growth, Starshine, Stone Shape, Summon Insects, Tree, Water Breathing, Water Walk

P4:  Abjure, Animal Summoning I, Call Woodland Beings, Cloak of Bravery, Cure Serious Wounds, Detect Lie, Divination, Elmekia Lance, Free Action, Giant Insect, Hallucinatory Forest, Hold Plant, Imbue w/Spell Ability, Join w/Astral Traveler, Neutralize Poison, Plant Door, Pro. from Evil 10’ r., Pro. from Lightning, Reflecting Pool, Repel Insects, Speak w/Plants, Spell Immunity, Sticks to Snakes, Tongues

P5:  Animal Growth, Animal Summoning II, Anti-Plant Shell, Atonement, Commune, Commune w/Nature, Cure Critical Wounds, Dispel Evil, Flow Break, Magic Font, Pass Plant, Plane Shift, Quest, Raise Dead, True Seeing, Unceasing Vigilance of the Holy Sentinel

P6:  Aerial Servant, Animal Summoning III, Animate Object, Anti-Animal Shell, Astral Vihn, Blade Barrier, Call Phoenix, Conjure Animals, Cure Multiple Wounds, Find the Path, Heal, Liveoak, Speak w/Monsters, Transport via Plants, Turn Wood, Wall of Thorns, Weather Summoning, Word of Recall

P7:  Astral Spell, Breath of Life, Confusion, Conjure Earth Elemental, Creeping Doom, Dynasto Bless, Exaction, Gate, Ra Tilt, Regenerate, Reincarnate, Restoration, Resurrection, Succor, Symbol, Ward



Background & History

Charismatic daughter of successful merchant; left home to “see the world, make a difference”. . .

Adventured with Carze, Dard, Disrill, Drinian & Rylor (774-779). . . Joined World Council w/Carze. . .

Founded of Heroes’ Alliance (781). . . Made most final decisions regarding Alliance during ’War. . .

Killed by Tyros in Sack of Remles; revived by Disrill (788). . . Legendary healing & charisma. . .

Current Mayor of Remles and still Chairman of Heroes’ Alliance. . . Alliance’s head recruiter. . .



Lifestyle & Psychology

Outgoing, kind, generous, but cautious of own actions and words. . . Careful, but not paranoid. . .

Enjoys bringing people together. . . Practices counseling. . . Few close relationships. . .

Perfect patience & self-control. . . Excellent foresight. . . Never angry, if disappointed or disgusted. . .

Laughs but does not joke. . . Adept listener; relies on respect to gain others’ attention when speaking. . .

Socially adaptive; excellent etiquette but prefers to save it for diplomacy. . . Quite casual in private. . .

Born leader:  charismatic, promotes teamwork & cooperation, patient, intelligent, organized. . .

Fierce pacifist; provides awesome magical support but will not engage in melee, must be protected. . .

Not stupid, but an infuriating idealist in combat; always tries to keep negotiation an option. . .

Very close to ethos; rituals are magically saturated. . . Surprisingly unlawful in religion. . .

Contemplative, philosophical, wise. . . Religious life mostly magical rituals, missions & spells. . .

With the exception of truly evil (unreformable) foes, will not kill.  Period.



Physical Description

Silver Bracers, silver Circlet (w/Pearl), long white cape-like Cloak w/hood, clear white crystal Amulet, medium-cut pale brown Boots, plain silver Ring


