Athenos
Zingaran Knight-Errant
In your vanished youth, you were a knight of Zingara, in service to a noble lord. You had lands, castle, wealth, followers, a beautiful wife – by the age of twenty-and-two, you had accomplished all the dreams you could imagine. Then, some twist of Zingaran politics – where more is won with a cunning lie and dagger in the back than with a conquering sword – sent your master tumbling out of favour, and you with him. Your castle was seized by a rival, your loving wife suddenly claimed that you’d hired a witch to make her fall in love with you, and your followers were suddenly hunting you down, hoping to win the price on your ‘traitorous’ head. You fled Zingara under the cover of darkness, and for the last dozen years you have wandered the world as a mercenary and bodyguard. You have retained your Zingaran nobility and honour – you may be penniless, but your jerkin is always clean and you still know how to be charming and courtly.
You were hired to be the bodyguard for a noble Shemite girl, by the name of Mara. She seemed to be a mousy, studious type, but she wanted to travel to a distant city in the south. The money was good, and your sense of honour would not permit you to let a noblewoman travel unescorted in such dangerous lands. In the city of Masa, she asked questions about some strange religion that is followed in the city. You could have told her that was a mistake – meddling with the gods is never wise – and soon you were waylaid by assassins. You slew three or four of the bastards before a fifth struck you from behind…

Athenos the Knight-Errant 

2nd level Soldier/2nd level Borderer

STR:
15 (+2)

INT: 14 (+2)

Fortitude Save: +7
DEX:
10 (+0)

WIS: 13 (+1)

Reflex Save: +3
CON:
13 (+1)

CHA:
14 (+2)

Will Save: +1
Initiative Bonus: +3



Dodge: +4
Hit Points: 27




Parry: +2
Fate Points: 3

Skills: Climb +6, Intimidate +5, Listen +5, Jump +5, Ride +5, Search +7, Survival +4, Spot +7, Swim +7
Feats: Track, Two Weapon Defence (+3 to parry with a dagger in one hand), Brawler  (increases unarmed damage), Combat Expertise (take up to -4 to attacks for an equal defence bonus), Endurance (+4 to Constitution checks), Toughness
Armour
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Base Attack: +4
Grapple: +6
Weapon

	Type
	Damage
	Critical
	Armour Piercing

	Fist/Punch
	1d6+2
	
	

	
	
	
	

	
	
	
	

	
	
	
	


