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Name Ancestry

Professions

. 3 | Martial: Patroller
Nassae the Warding Angel Human (Tar Vangryur) ' \yilderness: Hunter

Wilderness: Prospector

Description Novice )

Wilderness: Tracker |
40s or early 50s, average height, weight, Warrior I “
and appearance. A few battle scars (none I History
disfiguring). \ Expert | You were a Sword of Winter until the death |
You believe in honor and duty, even if ‘ Ranger | of your liege, Orbrin Denerre. Once a ‘\
you are a broken knight. \‘ hunter and poacher, you work outside the ‘

\ You once saved Tar Vangr from some Master ' city, living on your own, hunting the
{ terrible monsters. | enemies of civilization to your last breath.
You find things at times and have
recently come into some coin. |
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Talents G\ Magic
CATCH YOUR BREATH: )

[
Action or triggered action

on your turn to heal your
healing rate, 1/rest.

COMBAT PROWESS: 1
boon and +1d6 damage
with weapons.

| FORCEFUL STRIKE: When
the total of your attack
roll is 20 or higher and
exceeds the target
number by at least 5, you
deal +1d6 damage.

ALERTNESS: You make all
Perception rolls with 1

| boon. In addition, you
cannot be surprised while
you are not unconscious.
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HUNT PREY: Action or
| triggered action, choose

one creature you can see. Languages: You speak Modern Calatite.
The target becomes your

prey. 1 boon to attack, Religion: You cling to the largely abandoned ways of Amanul, Old God
| find, or track your prey.  of Winter Storms and Endurance.
| - o o
. Weapons Equipment

' Shortbow (1d6), 40 arrows Wealth: You are getting by.
Clothing (basic, cold weather)  Hard Leather armor (Defense = AGI +2)

Sword (1d6+1) Backpack A glass eye (it may or may not be yours)
Staff (1d6) Tinderbox Trunk full of dismembered body parts \
Dagger (1d3) Waterskin Tent

Torches (1d3) Wilderness survival gear

Coin: Pouch (1d6 coppers) Locked Strongbox (2d6 silvers)

Food: 1 week rations
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	Name: Nassae the Warding Angel
	Ancestry: Human (Tar Vangryur)
	Expert: Ranger
	Master: 
	Novice: Warrior
	Professions:  Martial: Patroller
 Wilderness: Hunter
 Wilderness: Prospector
 Wilderness: Tracker
          
                                                        History         
You were a Sword of Winter until the death of your liege, Orbrin Denerre. Once a hunter and poacher, you work outside the city, living on your own, hunting the enemies of civilization to your last breath.
	Talents: CATCH YOUR BREATH: Action or triggered action on your turn to heal  your healing rate, 1/rest.
 
COMBAT PROWESS: 1 boon and +1d6 damage with weapons.
 
FORCEFUL STRIKE: When the total of your attack roll is 20 or higher and exceeds the target number by at least 5, you deal +1d6 damage.
 
ALERTNESS: You make all Perception rolls with 1 boon. In addition, you cannot be surprised while you are not unconscious.         
HUNT PREY: Action or triggered action, choose one creature you can see. The target becomes your prey. 1 boon to attack, find, or track your prey.         
 
	Magic: 
	Description: 40s or early 50s, average height, weight, and appearance. A few battle scars (none disfiguring).         
You believe in honor and duty, even if you are a broken knight.         
You once saved Tar Vangr from some terrible monsters.         
You find things at times and have recently come into some coin.          
	Weapons: Shortbow (1d6), 40 arrows         
Sword (1d6+1)         
Staff (1d6)         
Dagger (1d3)         
 
 
	Size: 1
	Speed: 10
	Defense: 14
	Healing Rate: 7
	Corruption: 0
	Insanity: 0
	Perception: 10
	Power: 0
	Level: 3
	Agility Modifier: 2
	Will Modifier: 1
	Strength Modifier: 2
	Agility: 12
	Intellect: 10
	Will: 11
	Health: 30
	Damage: 
	Strength: 12
	Intellect Modifier: 0
	Perception Modifier: 0
	Equipment: Wealth: You are getting by.         
Clothing (basic, cold weather)      Hard Leather armor (Defense = AGI +2)         
Backpack                                          A glass eye (it may or may not be yours)         
Tinderbox                                         Trunk full of dismembered body parts         
Waterskin                                         Tent         
Torches (1d3)                                  Wilderness survival gear         
          
Coin:  Pouch (1d6 coppers)           Locked Strongbox (2d6 silvers)         
Food: 1 week rations
	Notes: Languages: You speak Modern Calatite.
 
Religion: You cling to the largely abandoned ways of Amanul, Old God of Winter Storms and Endurance.


