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NPC AbilitiesNPC Abilities
AggressionAggression
 You have become harsh in your att acks towards those 
that stand against you, this aggression has given you a 
number of bonuses.  This can only be used with melee 
weapons.
 Heroic:  Through the use of this ability your att acks now 
cause +5 bonus damage to your att acks.

Ahntaki MovementAhntaki Movement
  You have learned to manipulate space and movement 
making yourself harder to fi nd and att ack. 
 Heroic: A character is able to confuse his enemies by 
projection an illusion of him or herself to appear to be 5’ +1 
foot per rank (maximum 20’) away from where he actually 
is.  The character may then att empt to slip away from the 
area. Those that are watching you or are involved in combat 
with you may att empt a Perception check at a TS of 1 per 2 
points of your Willpower modifi er to spot you as you leave 
the area.
 Any creature making an att ack on a character that 
remains near their image automatically misses their fi rst 
att empt.  Those that continue to att ack the target after their 
fi rst att empt must succeed at a Perception check at a TS of 1 
per 2 points of Willpower modifi er.  Those that fail continue 
to att ack the image.  Each att ack they get another Perception 
check with a cumulative +1 bonus  This "image" lasts for 1 
turn per Willpower Modifi er and can be used as a Simple 
Action three times per day.

Armor ProficiencyArmor Proficiency
 Through the use of this ability you are able to increase 
the armor absorption of any armor that you wear.  You 
must take this for each of the diff erent types of armor: light, 
medium and heavy.

Heroic: Increase base armor absorption by +1 point.  

Battle LeaderBattle Leader
 You are notorious for your ability to inspire others to 
push themselves beyond their limits.  With a Charisma 
check at a TS of 1 per individual in a group and a few rous-
ing words, a Chovah can grant those allies within 20 feet 
a +5 WeaponForte(Any) skill bonus for every 30 Charisma 
the Chovah has.  This eff ect lasts for 1 turn per Charisma 
check success.  This is a Full Action to perform.

Beguiling LiarBeguiling Liar
 Humans are master liars.  Most everything false that 
comes out of their mouth has greater chance of being 
believed as absolute truth.  They gain +2 bonus successes on 
any Convince, Gaming or Haggle skill usages.

Chovah DevotionChovah Devotion
 The character gains +5 bonus to all Att ack Skills 
and their Willpower modifi er as a bonus to any Shield 
Profi ciency skill every other rank (maximum +30).  In 
addition, they do not suff er any penalties when they become 

Beaten and only suff er -3 success penalty when they become 
Batt ered. 

DodgeDodge
  By means of this ability you gain a chance to dodge an 
att ack.  Each time you take this ability you gain a cumulative 
10% (up to a max 50%) chance to evade physical att acks. 
When att acked you can choose to make a check against 
your Dodge chance, instead of your Physical Defense. If 
successful you evade all physical damage and can move up 
to your normal movement rate in any direction. However, 
if you fail to dodge you take the full damage of the att ack 
without a defense check. You lose the use of this ability if 
you are wearing medium or heavy armor.

EnduranceEndurance
 Chovah are more athletic than normal and gain +20 
species bonus on any Stamina checks to avoid exhaustion, 
as well as, the eff ects of forced marches, starvation, 
dehydration and conditions in heat or cold.  They also do not 
suff er Fatigue Loss for moving faster than normal (hustling, 
running, sprinting).

Expert BrawlerExpert Brawler
 Hand fi ghting for you has become more of an art 
form than just throwing punches, biting or using the 
closest chair.  For you brawling has gained a new level of 
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expertise.   
	 Heroic: Your base damage is increased by +1 and you 
cause 1.5 times of normal fatigue damage. You are able 
to fight equally as well on your back as you do on your 
feet.  You suffer no attack or defense penalties for kneeling, 
sitting, or being prone. 

Fleet of FootFleet of Foot
	  Surprisingly some humans can move a bit quicker and 
further than normal, gaining +10’ movement. 

Focused MindFocused Mind
	 You gain +10 cumulative bonus for every hour you 
concentrate on any next non-combat skill check.  You may 
only focus for 1/2 your Stamina modifier in hours to gain 
this bonus.  During combat as a Simple Action you gain +10 
bonus to any next non-attribute check that you make.  
 
GunnerGunner
	 You can use crossbows and firearms, with greater 
efficiency and skill.
	 Heroic: At this level of use you gain +5 Perception bonus 
damage and +5 bonus to your attack skill.
	 Legendary :You gain +10 bonus to your Attack Skill if 
you fire only once and you may add 25 feet to the range of 
your weapon, and inflict +2 bonus damage per 25 points of 
Perception. You do not suffer the imposed maximum range 
on sneak attacks with a ranged sneak attack, but you cannot 
exceed the weapon’s maximum range for this attack and 
must be able to see the target. 
 
Fleet of FootFleet of Foot
	  Surprisingly some humans can move a bit quicker and 
further than normal, gaining +10’ movement.

 
In the BlindspotIn the Blindspot
	 You are able to get in the blindspot of a single opponent 
during combat.  When you are within two times the normal 
your strike range of an opponent and are flanking them you 
can cause them to make a Perception check at a TS of 4.  If 
they fail this check you gain 100% concealment against that 
target for 1 turn.  You may use this on additional targets, but 
you must be in a flanking position on all targets. 
 
Melee Specialization Melee Specialization 
	 You have begun a long road of becoming highly 
proficient with a single weapon type, see Weapon Type list 
under Legendary.  This ability has several levels in it: Heroic, 
Legendary, Epic and Paragon.  As you take this ability your 
specialization with that weapon type improves.
	 Heroic: You gain +5 modifier to your weapon skill score.  
Additionally, the Critical Hit Range of the weapon increases 
by +5.  
 
No StringsNo Strings
	 You have learned how to not be where your enemies 
think you are. Because of this you gain +20 to your Evade 
skill attempts. 
 
ShadowcraeftShadowcraeft
	 You have developed a deep knowledge of the hidden 
world of shadows and have been touched by the powers of 
the primary etheras.  
	 Heroic: You gain 1 spell (as determined by the GM) 
that is up to a PR 4 as an innate spell. You are able to cast 
this spell by using your Intelligence score in replace of the 
Spellcraft score.  It costs 3 fatigue per PR of the spell to cast.
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Pre-Generated CharactersPre-Generated Characters
Aelwyn (Selathan Culture) Rogue 1st Rank
Neutral     Small Humanoid    Stealth Focus  

Att ributes
Str: 72 (3), Sta: 60 (0), Agi: 97 (10), Per: 81 (6)
Int: 65 (2), Wits: 71 (3), Will: 73 (4), Cha: 75 (4)

Health Points: 24 Beaten: 12 Batt ered: 6
Fatigue Points: 64 Heroic Luck: 4 Initiative: 10
Movement: 15’  Vision: Normal
Att acks
Att ack Skill: 62 (Rhovad Sword +5)/ 45 (Brawling) 
Att acks: Rhovad Sword  (3);  Fists (2)
Armor and Defense
Armor: Leather (6); 
Physical Defense: 51  Magical Defense: 32
Divine Defense:34   Jinhu Defense: 34

Skills
Alertness: 56, Brawling: 45, Lore (Tech): 40, Pilot: 42, 
Search: 51, Sleight of Hand: 50, Stealth: 65, WeaponForte 
(Agi: Rhovad): 62 
Abilities
Species Abilities: Increased Luck, Sneaky
Focus Ability: Ahntaki Movement (Heroic Level)
1st Rank Ability: Born Fighter
Species Traits:  Enhanced Evasion, Fear Immunity, Animal 
Empathy, Technophob
Equipment and Treasure
Leather; Rhovad Sword (3); 
Alchemy crafting kit, Backpack, Bedroll, Blanket, Camper’s 
Kit, Small Tent, Caltrops, Dagger, Flint & Steel, Grappling 
Hook, Thieves Tools, Large Leather Belt Pouch, 50’ Rope, 
Iron Rations ( x 7 days), Drinking Skin (Water)

3 gp; 6 sp; 22 cp; 27 bp,  Clear Quartz  (1 sp), Onyx (6 sp
Miscellaneous    
Age: 13   Height: 41’’     Weight: 42  
Loyalty Aspect and Redemption Motivation
Background:  Urchin +15 Stealth, +5' Movement )
Abilities
Species Traits:  

Enhanced Evasion (Included in Stats): Experienced Aelwyn 
are very hard to hit, gaining +5 bonus per every 2 ranks to all 
Physical Defense Skill checks.

Fear Immunity (Situational): All Aelwyn are immune to the 
eff ects of all fear types.
 Animal Empathy (Situational):All Aelwyn have the unique 
ability to understand and communicate with animals through 
their behavior, feeling and motivations.  They may att empt to 
infl uence an animal to perform tasks.  Animals may att empt to 
resist “bad” orders with a Willpower check at the GM's discretion.  
You gain your Wits Modifi er as bonus successes to checks to train 
or handle animals.

Technophob (Situational): Aelwyn seem to have an inability to 
harness the great use of technology, because of this they have a 25% 
chance of any technology  they use to failing and not work for them. 

Species Abilities: 
Increased Luck (Included in Stats): You gain +3 Heroic Luck at 

time of character creation.
Sneaky (Included in Stats): You are naturally sneaky.  With this 

you are able to place your hands, feet, etc. in such fashions and places 
as to reduce the amount of noise that you make while moving.  You 
naturally move so quietly that you do not cause any sound when you 
are walking normally.   From this you gain a +10 to Stealth checks.

Focus Ability: 
 Ahntaki Movement (Heroic Level) (Situational): You have 
learned to manipulate space and movement making yourself harder 
to fi nd and att ack. 
 Heroic: A character is able to confuse his enemies by projection 
an illusion of him or herself to appear to be 5’ +1 foot per rank 
(maximum 20’) away from where he actually is.  The character may 
then att empt to slip away from the area. Those that are watching you 
or are involved in combat with you may att empt a Perception check at 
a TS of 1 per 2 points of your Willpower modifi er to spot you as you 
leave the area. 
 Any creature making an att ack on a character that remains 
near their image automatically misses their fi rst att empt.  Those that 
continue to att ack the target after their fi rst att empt must succeed at 
a Perception check at a TS of 1 per 2 points of Willpower modifi er.  
Those that fail can only att ack at only 1/2 their skill for the duration of 
the ability.  Spells that eff ect an area do not have this penalty applied 
to the caster’s Spellcraft skill score.  This "image" lasts for 1 turn per 
Willpower Modifi er and can be used as a Simple Action three times 
per day.

1st Rank Ability: 
 Born Fighter (Included in Stats): When you take this ability you 
gain +5 modifi er to your Physical Defense Score and +5 modifi er to 
WeaponForte: Strength, Agility or Perception or Martial Arts skill.
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Bhahuul (Ascadur Caste)   
Priest 1st Rank
Good      Large Humanoid     Social Focus            

Att ributes
Str: 87 (7), Sta: 84 (6), Agi: 66 (2), Per: 57 (0)
Int: 66 (2), Wits: 69 (3), Will: 70 (3), Cha: 67 (2)

Health Points: 69 Beaten: 35 Batt ered: 17
Fatigue Points: 97 Heroic Luck: 6 Initiative: 4
Movement: 20’  Vision: Normal 
Att acks
Att ack Skill: 41 (Darkstar Flail)/45 (Brawling)  
Att acks:  Darkstar Flail (4); Fists (2); +7 dmg
Armor and Defense
Armor: Studded Leather (8); +10 Natural Amor (18 total)
Physical Defense: 27  Magical Defense: 33
Divine Defense:35  Jinhu Defense: 30
Skills
Brawling: 45, Chanting: 42, Divine Knowledge: 47, 
Etiquett e: 42, Healing: 32, Lore (Deity): 47, Lore (Tech): 40, 
Meditate: 33, Pilot: 33, WeaponForte (Str: Flail): 41 
Abilities
Species Abilities: Endurance, Protective Shag
Focus Ability: Undermine
1st Rank Ability: Divine Presence (Good)
Species Traits: Horns, Hoof Att ack, Blindfi ghting 
Equipment and Treasure
Studded Leather; Darkstar Flail (4);

Backpack, Bedroll, Blanket, Camper’s Kit, Small Tent, Flint 
& Steel, Holy Symbol, Prayer Book, Large Leather Belt 
Pouch, Iron Rations ( x 7 days), Drinking Skin (Wine)

2 gp; 12 sp; 10 cp; 26 bp, Obsidian (5 sp), Smoky Quartz  (7 
sp)
Miscellaneous    
Age: 25   Height: 8'10"     Weight: 610
Faith Motivation and Kindness Aspect
Background:  Acolyte  ( +15 Lore (Deity), +10 Fatigue Points)

Spells
Blades of Risha Amaru, Blinding Smite, Calm, Curing Touch, Cure 
Wounds, Light

Abilities
Species Traits:  
 Horns (Situational):  Bhahuul horns do a base of 3 points 
of damage for the purpose of goring or charges.  They can im-
pale with these, and while are natural weapons can penetrate 
light and medium armors
 Hoof Att ack (Situational):  This natural att ack does a base 
of 2 points of damage.  
 Expert Brawler.  Bhahuuls love a good fi ght and thus gain 
Expert Brawler for free so long as they have Brawling.

Hand fi ghting for you has become more of an art form than 
just throwing punches, biting or using the closest chair.  For you 
brawling has gained a new level of expertise.   
 Heroic: Your base damage is increased by +1 and you cause 
1.5 times of normal fatigue damage. You are able to fi ght equally 
as well on your back as you do on your feet.  You suff er no 
att ack or defense penalties for kneeling, sitt ing, or being prone. 

Species Abilities: 
Endurance (Situational):  Bhahuul are more athletic than 

normal and gain +20 species bonus on any Stamina checks 
to avoid exhaustion, as well as the eff ects of forced marches, 
starvation, dehydration and conditions in heat or cold.  They 
also do not suff er Fatigue Loss for moving faster than normal 
(hustling, running, sprinting).

Protective Shag (Included in Stats):  Because of a thicker 
shaggy coat you gain +10 Natural Armor Absorption.

Focus Ability: 
 Undermine (Situational): As a Basic Action character can 
combine their power of charm with spoken suggestions to un-
dermine an opponent’s resolve.  The victim must make a Will-
power check at a TS of 4 or their resolve will be diminished for 
1 turn per Charisma modifi er of the character, causing them 
to suff er a -5 per Charisma modifi er as a penalty to all skills 
and att ribute checks during this time.  Entire groups can be 
targeted at once, but they are allowed to make a single check 
with the highest Willpower among their number.   This has an 
area of eff ect of 10’ per Wits Modifi er.

1st Rank Ability: 
 Divine Presence (Situational): It is through this ability 
you are able to speak with the gods and call upon them to use 
their Divine Powers.  When you take this ability you gain a 
+5 Bonus to your Divine Defense score.  You also gain a one 
time bonus of +10 bonus Fatigue Points when you fi rst take this 
ability.
 Heroic:  You are able to cast spells of Power Ranks 1 
through 3. You may also “turn” certain creatures, divinely 
forcing them to fl ee your presence.  Upon taking this ability 
choose a creature type that you can att empt to turn: Undead, 
Animal, Beast, Monstrous Humanoid, and Humanoid.  Each 
time you take this ability you may gain a new creature type.  
You are able to eff ect a 15’ radius around you, causing all 
targets that you can turn to make a Willpower check at a TS of 
1 per 5 of your ranks.  Those that fail will fl ee your presence, 
moving at their fastest speed for 10 minutes (100 turns).  You 
may only turn creatures that are equal to or less than your 
rank.  Turning is a Simple Action to perform.
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Chovah (Mekronus Clan) Holy Warrior  1st 
Rank
Neutral     Medium Humanoid    Combat Focus  

Att ributes
Str: 78 (5), Sta: 77 (5), Agi: 74 (4), Per: 65 (2)
Int: 74 (4), Wits: 70 (3), Will: 74 (4), Cha: 87 (7)

Health Points: 59 Beaten: 30 Batt ered: 15
Fatigue Points: 101 Heroic Luck: 7 Initiative: 6
Movement: 15’  Vision: Nightvision 
Att acks
Att ack Skill: 57 (Simtharra Sword)/45 (Brawling)
Att acks: Simtharra Sword(4); Fists (2); +7 dmg

Armor and Defense
Armor: Ring Armor (10)
Physical Defense:56            Magical Defense: 34
Divine Defense:35  Jinhu Defense: 33

Skills
Alertness: 47, Brawling: 45, Climb: 35, Divine Knowledge: 
37, Healing: 34, Leadership: 37, Lore (Tech): 35, Pilot: 33, 
Shield Profi ciency: 45, WeaponForte (Str: Simtharra): 50;  

Abilities
Species Abilities: Batt le Leader, Focused Mind
Focus Ability: Melee Specialization
1st Rank Ability: Divine Presence (Good);
Species Traits: Batt le Holding, Chovah Vitality, Sense Evil

Equipment and Treasure
Ring Armor: Simtharra(4)

Backpack, Bedroll, Blanket, Camper’s Kit, Small Tent, 
Caltrops, Dagger, Flint & Steel, Grappling Hook,Large 
Leather Belt Pouch, 50’ Rope, Iron Rations (x 7 days), 
Drinking Skin (Ale)

2 gp; 9 sp; 17 cp; 6 bp, Clear Quartz  (1 sp), Chalcedony (8 
sp)
Miscellaneous    
Age: 39  Height: 57 ‘’   Weight: 173
Hardline Aspect and Mission Motivation
Background:  Soldier  (+15 Leadership, +10 Fatigue Points)
Spells
Aid, Blinding Smite, Holy Brand, Light, Spiritual Weapon

Abilities
Species Traits:  
  Batt le Holding (Situational): Chovah do not have to make a 
Holding Zero check until they reach 5 times their Stamina Modifi er 
in negative health.
  Chovah Vitality (Situational):  Chovah gain +4 health points 
every time that they gain a rank.
 Head Butt  (Situational):  A Chovah can use their thick 
sagitt al crests as a natural weapon by head butt ing an opponent 
that is within their strike range.  This head-butt  deals  3 base 
damage.

Sense Evil (Situational):  A Chovah can determine if a 
creature or being is evil by taking a moment to concentrate on one 
target that is within 15’ of the Chovah.  In combat a Chovah must 
concentrate for one full turn on a single target. The Chovah must 
make a Wits check at a TS of 2 to determine if the target is evil or 
not.

Species Abilities: 
Batt le Leader (Situational):  You are notorious for your 

ability to inspire others to push themselves beyond their limits.  
With a Charisma check at a TS of 1 per individual in a group and 
a few rousing words, a Chovah can grant those allies within 20 
feet a +5 WeaponForte(Any) skill bonus for every 20 Charisma 
the Chovah has.  This eff ect lasts for 1 turn per Charisma check 
success.  This is a Full Action to perform.

Focused Mind (Situational: You gain +10 cumulative 
bonus for every hour you concentrate on any next non-combat 
skill check.  You may only focus for 1/2 your Stamina modifi er in 
hours to gain this bonus.  During combat as a Simple Action you 
gain +10 bonus to any next non-att ribute check that you make.  

Focus Ability: 
 Melee Specialization (Included in Stats): You have be-
gun a long road of becoming highly profi cient with a single 
weapon type, see Weapon Type list under Legendary.  This 
ability has several levels in it: Heroic, Legendary, Epic and 
Paragon.  As you take this ability your specialization with 
that weapon type improves.
 Heroic: You gain +5 modifi er to your weapon skill score.  
You also gain +10 to your physical defense while using this 
weapon type. 

1st Rank Ability: 
 Divine Presence (Situational): It is through this ability 
you are able to speak with the gods and call upon them to 
use their Divine Powers.  When you take this ability you 
gain a +5 Bonus to your Divine Defense score.  You also 
gain a one time bonus of +10 bonus Fatigue Points when you 
fi rst take this ability.
 Heroic:  You are able to cast spells of Power Ranks 1 
through 3. You may also “turn” certain creatures, divinely 
forcing them to fl ee your presence.  Upon taking this 
ability choose a creature type that you can att empt to 
turn: Undead, Animal, Beast, Monstrous Humanoid, and 
Humanoid.  Each time you take this ability you may gain 
a new creature type.  You are able to eff ect a 15’ radius 
around you, causing all targets that you can turn to make 
a Willpower check at a TS of 1 per 5 of your ranks.  Those 
that fail will fl ee your presence, moving at their fastest 
speed for 10 minutes (100 turns).  
You may only turn creatures 
that are equal to or less than 
your rank.  Turning is a Simple 
Action to perform.
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Human (Dejah Culture) Fighter-Spellsage 
1st Rank
Neutral    Medium  Humanoid    Combat Focus   

Att ributes
Str: 73 (4), Sta: 62 (1), Agi: 71 (3), Per: 79 (5)
Int: 87 (7), Wits: 65 (2), Will: 71 (3), Cha: 82 (6)

Health Points: 64 Beaten: 29   Batt ered: 15
Fatigue Points: 79 Heroic Luck: 16   Initiative: 8
Movement: 15’  Vision: Normal   
Att acks
Att ack Skill: 67 (Bhekart Sword)/60 (Brawling)/ 57 
(Pistol) 
Att acks: Bhekart Sword (5); Fists (2); +2 Str Dmg; Pistol (5)

Armor and Defense
Armor: Studded Leather (6); 
Physical Defense: 48              Magical Defense: 43
Divine Defense:42  Jinhu Defense: 38

Skills
Alchemy: 42, Alertness: 41, Brawling: 60, Climb: 43, Feint: 
45, Gaming: 45, Lore (Tech): 35, Pilot: 38, Spellcraft: 62, 
Skepticism: 46, WeaponForte (Str:Bhekart): 67 

Abilities
Species Abilities: Beguiling Liar, Expert Talent
Focus Ability: Batt le Sense
1st Rank Ability: Arcane Touch (Water)
Species Traits: Human Luck, Adaptable Learners
Equipment and Treasure
Studded Leather; Bhekart Sword (5/-4);

Backpack, Bedroll, Blanket, Camper’s Kit, Small Tent, 
Caltrops, Dagger, Flint & Steel, Grappling Hook, Thieves 
Tools, Large Leather Belt Pouch, 50’ Rope, Iron Rations ( x 
7 days), Drinking Skin (Wine)

2 gp; 7 sp; 5 cp; 7 bp, Obsidian (5 sp), Smoky Quartz  (7 sp)

Miscellaneous 
Age: 27   Height: 65‘’    Weight: 155
Charming Aspect and Obscure Knowledge Motivation
Background:  Local Hero  (+15 Alertness, +5 Health Points)
Spells
Spellbook Contains:  Acid Belch, Animate Object, Create 
Water, Elemental Bolt (Ice), Elemental Shield 

Abilities
Species Traits:  
  Humans Luck (Situational):  Humans are just plain 
lucky, things always tend to go in their favor.  Humans begin 
play with +10 Heroic Luck, in addition to any they gain from 
Charisma Modifi ers
  Adaptable Learners (Situational):  Humans have the 
ability to learn skills easily.  They gain +3 free starting skills when 
they begin play.

Species Abilities: 
Beguiling Liar (Situational): Humans are master liars.  

Most everything false that comes out of their mouth has 
greater chance of being believed as absolute truth.  They gain 
+2 bonus successes on any Convince, Gaming or Haggle skill 
usages.

Expert Talent (Included in Stats): Generally humans 
tend to become experts in a number of skills.  They gain  +5 
modifi er to their favorite three skills. The favorite skills cannot 
be changed once play begins.

Focus Ability: 
 Batt le Sense (Situational): You have a honed sense of 
combat, movement and accuracy.  Because of this you gain 
one of the following each combat turn, you must declare 
which you are using each turn.
 1) You do not suff er any penalties to your Physical 
Defense against Flank Att acks, and only suff er -20 to your 
Physical Defense against Rear Att acks.  
 2) Gain a +10 bonus to your Perception checks against 
Sneak Att acks for every 25 points you have in Alertness.

1st Rank Ability: 
 Arcane Touch (Fire) (Situational): Those with Arcane 
Touch are able to use their Spellcraft skill to cast spells. 
You may take Arcane Touch for each of the diff erent Ele-
ments that you wish to cast from. When you fi rst take this 
ability you gain a +5 modifi er to your Magic Defense Score 
and +10 bonus Fatigue Points. You do not need to have 
Spellcraft to gain this ability.    

Heroic: You are able to cast spells of Power Ranks 1 
through 3 for one element.   
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Ta'Jahu (House Silveal Tavia) Fighter-
Rogue 1st Rank
Good      Medium Humanoid    Stealth Focus    
2500 MP (125 Recurring)

Att ributes
Str: 76 (4), Sta: 69 (3), Agi: 89 (8), Per: 73 (4)
Int: 73 (4), Wits: 73 (4), Will: 75 (4), Cha: 67 (2)

Health Points: 47 Beaten: 23 Batt ered: 9
Fatigue Points: 73 Heroic Luck: 2 Initiative: 16
Movement: 15’  Vision: Normal  
Att acks
Att ack Skill:57 (Energy Blaster)/41 (Brawling) 
Att acks:  Energy Blaster (5); +4 dmg; Fists (2)
Armor and Defense
Armor: Leather (6);   
Physical Defense: 47  Magical Defense: 49
Divine Defense:51  Jinhu Defense: 40

Skills
Acrobatics: 46, Brawling: 41, Climb: 41, Etiquett e  49, Lore 
(Tech): 45, Open Lock: 54, Pilot: 33, Search: 44, Sleight of 
Hand: 39, WeaponForte (Per: Energy Blaster): 57

Abilities
Species Abilities: Ancient Memories, Nimble
Focus Ability: Ahntaki Movement (Heroic)
1st Rank Ability: Improved Multiple Strike
Species Traits: Magic Resistance, Synthesia 

Equipment and Treasure
Leather ; Energy Blaster (5);

Alchemy crafting kit, Backpack, Bedroll, Blanket, Camper’s 
Kit, Small Tent, Caltrops, Dagger, Flint & Steel, Grappling 
Hook, Thieves Tools, Large Leather Belt Pouch, 50’ Rope, 
Iron Rations ( x 7 days), Drinking Skin (Wine)

3 gp; 6 sp; 22 cp; 27 bp,  Clear Quartz  (1 sp)

Miscellaneous    
Age: 56    Height: 61 ‘’    Weight: 146
Possession Motivation and Unfl inching Aspect
Background:  Metropolitan (+15 Convince, +10 Bonus Vs. 
Charm Based Spells)

Abilities
Species Traits:  
  Magic Resistance (Included in Stats):  Ta'Jahu gain +5 bonus 
to Divine and Magic Defenses every 2 ranks to a maximum of +50.
  Synthesia. (Situational): Ta'Jahu have the very unique ability 
to feel colors, taste sounds and see scents or aromas when they want 
to.  Ta'Jahu that concentrate for 1 turn, may choose to either feel colors, 
taste specifi c sounds, see sound or see scents in the air.  Because of this 
all Ta'Jahu reduce any penalties against them in sightless conditions by 
half.  However, during this time, an Ta'Jahu can be easily dazed (senso-
ry overload, gett ing hit, etc.).  Extreme cases or combined synthesia will 
cause the Ta'Jahu to be rendered Dazed for several (d10) hours.

Species Abilities: 
  Ancient Memories (Included in Stats): You have a strong tie to 

the ancient wisdom and knowledge of the world and your ancestors.  Pick 
any two Lore skills you gain a bonus +10 to these skills. 
  Nimble (Situational): Anytime that you would be knocked 
down by a blow, tripped by an opponent or thrown you may make an 
Agility check at a TS of 3 to land on your feet instead of crashing to the 
ground or being knocked prone.

Focus Ability: 
 Ahntaki Movement (Heroic Level) (Situational): You have 
learned to manipulate space and movement making yourself harder 
to fi nd and att ack. 
 Heroic: A character is able to confuse his enemies by projection 
an illusion of him or herself to appear to be 5’ +1 foot per rank 
(maximum 20’) away from where he actually is.  The character may 
then att empt to slip away from the area. Those that are watching you 
or are involved in combat with you may att empt a Perception check 
at a TS of 1 per 2 points of your Willpower modifi er to spot you as 
you leave the area. 
 Any creature making an att ack on a character that remains 
near their image automatically misses their fi rst att empt.  Those that 
continue to att ack the target after their fi rst att empt must succeed at 
a Perception check at a TS of 1 per 2 points of Willpower modifi er.  
Those that fail can only att ack at only 1/2 their skill for the duration 
of the ability.  Spells that eff ect an area do not have this penalty 
applied to the caster’s Spellcraft skill score.  This "image" lasts for 
1 turn per Willpower Modifi er and can be used as a Simple Action 
three times per day.

1st Rank Ability: 
 Improved Multiple Strike (Situational): You are able to bett er 
att ack with Multiple Strikes.  Only Natural Att acks, Agility based 
weapons, or Medium and Small Strength based weapons can be 
used for these att acks.    

Heroic: The fi rst two Multiple Strike att acks penalties are 
reduced by 10 to a minimum of 0.

Ancient Memories: You have a strong tie to the ancient wis-
dom and 
knowl-
edge of 
the world 
and your 
ancestors.  
Pick any 
two Lore 
skills you 
gain a 
bonus +10 
to these 
skills. 

Nimble: 
Anytime 
that you 

would 
be knocked down by a blow, tripped by an opponent or thrown you 
may make an Agility check at a TS of 3 to land on your feet instead of 
crashing to the ground or being knocked prone.
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Troll Crusader      1st Rank
Good  Large Humanoid       Combat Focus  

Att ributes
Str: 94 (9), Sta: 81 (6), Agi: 60 (0), Per: 71 (3)
Int: 77 (5), Wits: 67 (2), Will: 70 (3), Cha: 76 (4)

Health Points: 79 Beaten: 39 Batt ered: 19
Fatigue Points: 84 Heroic Luck: 4 Initiative: 6
Movement: 20’  Vision: Nightvision 
Att acks
Att ack Skill: 69 (Imperial Sword)/64 (Brawling) 
Att acks:   Imperial Sword (8); Fists (2); +9 dmg; 

Armor and Defense
Armor: Studded Leather (10);  
Physical Defense: 38               Magical Defense: 46
Divine Defense:46  Jinhu Defense: 43

Skills
Alertness: 38, Brawling: 64,  Chanting: 46, Divine 
Knowledge: 44, Feint: 39, Haggle: 39, Leadership: 55, Lore 
(Tech): 35, Pilot: 33, Shield Profi ciency: 45, Skepticism: 37, 
WeaponForte (Str: Imperial Sword ): 69

Abilities
Species Abilities: Batt le Hardened, Viza Suri
Focus Ability: Batt le Cry
1st Rank Ability: Divine Presence (Good)
Species Traits: Ram, Regeneration
Equipment and Treasure
Studded Leather (10); Imperial Sword(8); 

Backpack, Bedroll, Blanket, Camper’s Kit, Small Tent, 
Caltrops, Dagger, Flint & Steel, Grappeling Hook,  Large 
Leather Belt Pouch, 50’ Rope, Iron Rations ( x 7 days), 
Drinking Skin (Water)

3 gp; 10 sp; 12 cp; 30 bp, Obsidian (5 sp), Smoky Quartz  (7 
sp)

Miscellaneous    
Age: 19    Height: 90 ‘’    Weight: 490
Boldness Aspect and Mission Motivation

Background:  Ex-Legionnaire (+15 WeaponForte(Str),  All 
encumbrance levels are lowered by 1 Category)
Divine Spells
Blades of Risha Amaru, Calm, Create Fire, Courage, Darkness, 
Elemental Shield, Light, Spiritual Weapon

Abilities
Species Traits:  
  Batt le Holding (Situational): Chovah do not have to make 
a Holding Zero check until they reach 5 times their Stamina Modifi er in 
negative health.
  Chovah Vitality (Situational):  Chovah gain +4 health points 
every time that they gain a rank.
 Head Butt  (Situational):  A Chovah can use their thick sagitt al
crests as a natural weapon by head butt ing an opponent that is within 
their strike range.  This head-butt  deals  3 base damage.

Sense Evil (Situational):  A Chovah can determine if a creature 
or being is evil by taking a moment to concentrate on one target that is 
within 15’ of the Chovah.  In combat a Chovah must concentrate for one 

full turn on a single target. The Chovah must make a Wits check at a TS of 
2 to determine if the target is evil or not.

Species Abilities: 
Batt le Leader (Situational):  You are notorious for your ability to 

inspire others to push themselves beyond their limits.  With a Charisma 
check at a TS of 1 per individual in a group and a few rousing words, a 
Chovah can grant those allies within 20 feet a +5 WeaponForte(Any) skill 
bonus for every 20 Charisma the Chovah has.  This eff ect lasts for 1 turn 
per Charisma check success.  This is a Full Action to perform.

Focused Mind (Situational: You gain +10 cumulative bonus for 
every hour you concentrate on any next non-combat skill check.  You 
may only focus for 1/2 your Stamina modifi er in hours to gain this bo-
nus.  During combat as a Simple Action you gain +10 bonus to any next 
non-att ribute check that you make.  

Focus Ability: 
 Melee Specialization (Included in Stats): You have begun a 
long road of becoming highly profi cient with a single weapon type, 
see Weapon Type list under Legendary.  This ability has several 
levels in it: Heroic, Legendary, Epic and Paragon.  As you take this 
ability your specialization with that weapon type improves.
 Heroic: You gain +5 modifi er to your weapon skill score.  You 
also gain +10 to your physical defense while using this weapon type. 

1st Rank Ability: 
 Divine Presence (Situational): It is through this ability you are 
able to speak with the gods and call upon them to use their Divine 
Powers.  When you take this ability you gain a +5 Bonus to your 
Divine Defense score.  You also gain a one time bonus of +10 bonus 
Fatigue Points when you fi rst take this ability.
 Heroic:  You are able to cast spells of Power Ranks 1 through 
3. You may also “turn” certain creatures, divinely forcing them 
to fl ee your presence.  Upon taking this ability choose a creature 
type that you can att empt to turn: Undead, Animal, Beast, 

Monstrous Humanoid, and Humanoid.  Each time you take 
this ability you may gain a new creature type.  You are able 

to eff ect a 15’ radius around you, causing all targets that you 
can turn to make a Willpower check at a TS of 1 per 5 
of your ranks.  Those that fail will fl ee your presence, 
moving at their fastest speed for 10 minutes (100 turns).  
You may only turn creatures that are equal to or less 
than your rank.  Turning is a Simple 
Action to perform.


