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 Stats & Skills
	Personal

	Name
	Mildor Davasin

	Sex
	Male

	Ethnicity
	Hara

	Age
	24 years

	Home
	Ebondun, Gothia

	Body
	Muscular

	Height
	183cm

	Weight
	88kg



	Traits

	Loyalty
	18
	

	Honor
	22
	

	Empathy
	18
	

	Aggression
	23
	

	Greediness
	23
	

	Faith
	18
	

	Fame
	13
	Disgraced

	Luck
	15
	


Fate Points
Total
3

Current



Insanity
4


	Characteristics
	Base

	Strength 
	STR
	18
	9

	Toughness 
	TOU
	18
	9

	Agility 
	AGI
	18
	9

	Intelligence
	INT
	15
	7

	Willpower
	WIL
	17
	8

	Perception
	PER
	14
	7

	Charisma
	CHA
	17
	8

	Knowledge
	KNO
	13
	6


Combat XP

18
 

Initiative

19
(AGI+PER)/2 + (Combat XP)/5


Actions Pointsionist

4
 (AGI)/6+(Combat xp)/10


	Talents

	A feeling for locks

	Tactician (Gain +1 Combat XP whenever gaining Combat XP during play)

	Alcohol resistant

	Sharpshooter (-1d10 penalty beyond normal distance for ranged weapons)

	


Skill
Level
Medicae
KNO
16

Melee(Sword)
AGI
24

Performer(Act)
CHA
18

Ranged(Crossbow)
AGI
24

Security (T)
INT
17

Trade(Cooking)
INT
12











































































































































	Skill
	Level

	Awareness
	PER
	22
	

	Barter
	CHA
	18
	

	Blather
	CHA
	13
	

	Carouse
	TOU
	19
	

	Charm
	CHA
	13
	

	Climb
	AGI
	14
	

	Command
	CHA
	13
	

	Concealment
	AGI
	14
	

	Contortionist
	AGI
	9
	

	Deceive
	CHA
	18
	

	Dodge
	AGI
	24
	

	Educate
	CHA
	8
	

	Evaluate
	KNO
	11
	

	Gambling
	INT
	10
	

	Inquiry
	INT
	7
	

	Interrogate
	WIL
	11
	

	Intimidate
	TOU
	14
	

	Jump
	AGI
	14
	

	Marching
	TOU
	24
	

	Move Silently
	AGI
	19
	

	Scrutiny
	PER
	17
	

	Search
	PER
	17
	

	Sleight of Hand
	AGI
	9
	

	Survival
	INT
	17
	

	Swim
	AGI
	19
	

	Throw
	AGI
	19
	

	Tracking
	PER
	17
	

	Unarmed
	AGI
	19
	

	Wrangling
	WIL
	10
	

	
Language Skills
	
	

	Gothic
	(INT)
	15
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	


Movement
Move
Full Move
Run

Sprint
(AGI)/3

(AGI)/2

(AGI) x1

(AGI) x2
6 m

9 m

18 m

36 m



Range
Short
Normal
Long
Extreme
(PER) x1

(PER) x3

(PER) x6

(PER) x10
14 m

42 m

84 m

140 m




Background
Mildor has a huble background and would likely 
had taken over his father’s inn had not fate 
intervened. A rowdy night Mildor was trying to 
resolve a fight but ended up fighting and 
accidentally killing one of the guests at the inn. 
Disgraced, he would likely have been punished 
severely if not for the intervention of his good 
friend and protector cavalier Antonie Delac. 
Still there was no way for Mildor to remain so 
Antonie provided him with weapon and armor 
and so he travelled inland, trying to make a 
living as a mercenary. Though fairly skilled in 
his trade Mildor had his problems with 
authority and rarely agreed with the captains 
for who he worked. Eventually he decided to 
try a career as an adventurer, which brought 
him to the city of Earlhall.

Sir Antonie Delac is a cavalier and Mildor’s best 
friend. Apart from his skill at arms Antonie also 
[bookmark: _GoBack]has political influence which he uses skillfully.
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 Health & BodyBase Damage
Slash
Blunt
Thrust
(STR+AGI)/6
(STR)/3
(AGI)/3
6

6

6

Damage
Radiation

-Hit Points
Trauma

-Hit Points &
-Shock Points
Fatigue

-Shock Points
Pain

-Shock Points

Hit Points (STR+TOU)

of
36
Wounded
Lightly
Moderately
Heavily
(HP)/6
(HP)/3
(HP)/2
6
X
12
X
18
X
TOU +1d10
TOU +2d10
TOU +3d10

Shock Points (STR+TOU+WIL)

of
53
Strained
Lightly
Moderately
Heavily
(Shock)/6
(Shock)/3
(Shock)/2
8
X
17
X
26
X
Skills +1d10
Skills +2d10
Skills +3d10


Injuries









Disorders & Addictions







Body Enhancements
Effect





















Weapons
Damage
pen
RNG
ROF
Clip
RLD
DB
WT.
 Crossbow
Inf6d10T
10
150m
S/-/-
1
2 Full
15
5.5
Special Rules

 Common sword
Inf3d10+1S
0
-
-
-
-
21
1.0
Special Rules










Special Rules










Special Rules










Special Rules


Armor
Covers
S
B
T
E
DB
WT.
 Open helmet
Head
25
20
25
10
30
2.0
Special Rules

 Light cuirass
Torso
18
12
12
8
24
5.0
Special Rules









Special Rules









Special Rules









Special Rules





Injury Test
(HP)/10 Pointsionist

4

Clothing
Wt.
Common clothing
3.0
Lined mantle
1.5
















Total


Pockets
Wt.
£3 5 shilling
0.0
10 bolts
1.0
















Total


Stashed









Packs & Satchels
+Carry
Wt.
1
Pack animal
x
x
2



3



Contents
Pack

Tent
1
7.0
Cooking gear
1
0.5
Rope (30m)
1
3.0
Sleeping gear
1
3.0













































Total


Carry weight (STR+TOU)x3
19
of
108
Burdened
Lightly
Moderately
Heavily
(STR+TOU)/2
(STR+TOU)
(STR+TOU)x2
18
X
36
X
72
X
Movement-1
Fatigue x2
Movement-2
Fatigue x3 Skills +1d10

Movement-3
Fatigue x6 Skills +2d10



