Kjeltl Jonnson 

It breaks your heart to think of the poor things out there in the cold.
Not the men, the dogs. Dogs are better than people. Your family bred dogs, and you grew up surrounded by animals. That’s one of the reasons you signed on for this strange journey-  you got to be in charge of the dogs during the voyage south, as the polar expedition brought two dozen sled-dogs with them – beautiful animals, huskies with wolf blood in them. King, Ghost, Donner, Blitzen, Thor, Temper, Hunter…you know all their names, and you hope they survived the journey to the pole. They are the true heroes, not the men they drag behind them. You wish you could have gone with them, but you were needed to take care of the ship. 

It’s been lonely and quiet on board without them, and you’re looking forward to nursing them back to health on the voyage home. If they’ve mistreated them, there’ll be hell to pay.
Roleplaying Notes: Obviously, young Kjeltl is more at home with animals than with people. He’s tough and resourceful, but a little bit simple. He’s also got a temper that surfaces rarely, but is always bubbling under the surface.
The Others:

Talbot: The rich Englishman who hired the Narwhal for his expedition. Something about you strikes him as strange, and you don’t trust him. 
Dunfield: A famous American explorer. You and he became friends during the voyage south, and you trust him to take care of the dogs.
Captain Ojerfors: Captain of the Narwhal. Christoff knows him better than you do, but he’s an impatient man and a hard taskmaster.
Christoff Reina: Second in command, and a good friend of yours. Very religious.
Amund Reinfjort: The engineer. Christoff dislikes him, but you appreciate the secret still he set up in the engine room! 
Doctor Cooper: The doctor was supposed to go on the expedition, but he fell ill. Instead, another Englishman, one of the crew called Coleright was sent. You don’t think much of Cooper – the dogs never liked him.
Joseph Dantel: The scientist. He keeps you busy. ‘Hoist this line, Kjeltl! Drag over this barrel, Kjeltl! What does that thermometer read, Kjeltl! I’ve fallen overboard Kjeltl, come rescue me!’ 
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