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The following cast of characters typifies yet more thriving adventurers of Hyperborea, such as those 
in Appendix C of Astonishing Swordsmen & Sorcerers of Hyperborea™ Second Edition. These characters 
can be used by the referee as NPCs, or (with referee approval) by the players as pre-generated PCs.  
This septet has been featured as class illustrations in AS&SH™ and as interior art in the adventure 
modules The Anthropophagi of Xambaala™ and The Beasts of Kraggoth Manor™.

These seven characters exhibit the diverse array of subclasses available for play in AS&SH.  
Each is presented with a brief background, as well as statistics at low, middle, and upper-middle level.  
The referee is encouraged to expand, modify, or ignore any of this information.

ROGUES GALLERY II

GROUP THREE

This septet is led by the dauntless Andromeda Hippolytedoros. Accompanied by Nikomedes the 
Lawgiver and Deishu Seet, Andromeda recently ventured out from the bowels of Khromarium to the 
frontier town of Swampgate. Her Law cult has ordered her to investigate the veracity of the barbarian 
threat beyond Slade’s Creek, in the Fields of Vol. In Swampgate, her original trio were joined by Gregor 
Kravinsson, Attor Buhr, Zotis Pontos, and Hrolf Styrsson. These four men are wilder and more feral 
than Andromeda is accustomed to commanding, but their knowledge of the region and mettle in 
battle are indisputable.

Andromeda Hippolytedoros (Amazon female paladin) ..........................................3
Nikomedes the Lawgiver (Kimmerian male cataphract) .....................................16
Deishu Seet (Half-blood Pictish male cryomancer) .............................................29
Attor Buhr (Saxon male barbarian) .......................................................................42
Gregor Kravinsson (Common male huntsman)......................................................55
Zotis Pontos (Atlantean male purloiner) .............................................................68
Hrolf Styrsson (Viking male runegraver) ..............................................................81
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At the age of 13, Andromeda Hippolytedoros [an-DRAH-
meh-duh  hih-pah-lih-tuh-DOH-rohs] was an exuberant 
young noblewoman of the Floating Island of 
Paradoxon. She was selected to be amongst the crew 
of a sky ship destined for mainland Hyperborea. As 
her ship began its descent, it was assailed by winged 
dæmons that emerged from the slot canyons of 
Trogos. The beleaguered ship crashed, and its crew 
were killed—save Andromeda, who was ejected from 
the wreckage.

Andromeda travelled to Khromarium, where at 
length she found a home with the Dyadic Cult of 
Consanguine Divinity, dedicated to the twin deities 
Apollo and Artemis. She serves with distinction in the 
midst of a city marred by corruption and debauchery. 
She has disregarded potential opportunities to return 
to Paradoxon, and few know of her relationship to the 
queen of the City in the Clouds.

ANDROMEDA HIPPOLYTEDOROS 
(Amazon female paladin)

3



Andromeda Hippolytedoros

Paladin

Amazon

1

Lawful Good

15 +1

+1 3:6 24%

15 +1

+1
3:6 16%

16 +1

+1

85%

3:6 16%

10 ±0
— —

14 ±0
— —

17 +2

10
+1

16

+2

+2

+2

+3

+2

other dodging +1, poison +1

10 11

1

long sword (mastery)

—

5 5

scale

1 +1 vs. Evil,

+1 melee w/ off-hand parry

30

long sword 2 3/2 +2 1d8+2 1d10+2 two-handed

long sword 2 3/2 –1 1d8+2 two-weapon fighting (primary)

dagger 1 1/1 –3 1d4+1 two-weapon fighting (secondary)

dagger 1 1/1 +1 1d4+1

dagger 10/20/30 3/2 +1 1d4+1

10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28



Attack rate 1/1 melee attack rate; improves to 3/2 at 7th level

Divine protection immune to natural diseases, +2 bonus to all saves, +1 AC vs. Evil creatures

Healing hands heal 2 hp ×1 per day, cure disease ×1 per week

Honour must comport to code of honour or forfeit paladinhood

Horsemanship can fight from the saddle, can urge mount to nimble feats on the battlefield, and is experienced in close-ordered charges

Sense Evil 60 ft.

Valiant resolve immune to magically induced fear

Weapon mastery long sword



0

No

2,750



Female

19

5'8"

145

auburn

blue

clear eyes, lustrous hair

navigator

Common, Hellenic (Amazon)

Artemis (Dyadic Cult of Consanguine Divinity)

noblewoman from Floating Island of Paradoxon

amongst crew of a sky ship destined for mainland Hyperborea

assailed by winged dæmons from Trogos, sky ship crashed, and crew killed

travelled to Khromarium, where she found a home with cult of Apollo and Artemis

scale armour                                                            (25 lbs.)

dagger                                                                         (1 lb.)

long sword                                                                 (4 lbs.)

backpack                                                                    (2 lbs.)

soft leather pouch

tinderbox                                                                    (1 lb.)

torches ×2                                                                  (2 lbs.)

wineskin (full)                                                           (4 lbs.)

belt

normal boots                                                              (1 lb.)

cloth cloak                                                                 (2 lbs.)

normal clothing                                                        (3 lbs.)

tabard

iron rations                                                                (5 lbs.)

wooden holy symbol of Artemis

Total Calculated Encumbrance:                            50 lbs.

14

�

� � � � � � �



Andromeda Hippolytedoros

Paladin

Amazon

4

Lawful Good

16 +1

+1 3:6 24%

15 +1

+1
3:6 16%

16 +1

+1

85%

3:6 16%

10 ±0
— —

14 ±0
— —

17 +2

10
+1

15

+2

+2

+2

+3

+2

other dodging +1, poison +1

10 32

4

long sword (mastery),

composite short bow (mastery)

—

2 2

plate mail

2 +1 vs. Evil,

+1 melee w/ off-hand parry

20

+1 long sword 2 3/2 +3 1d8+3 1d10+3 two-handed, casts light in 20-ft. radius

+1 long sword 2 3/2 ±0 1d8+3 two-weapon fighting (primary), casts light in 20-ft. radius

silver dagger 1 1/1 –3 1d4+1 two-weapon fighting (secondary)

silver dagger 1 1/1 +1 1d4+1

silver dagger 10/20/30 3/2 +1 1d4+1

composite short bow 60/120/180 2/1 +2 1d6+1 +1 attack bonus at point-blank range (6–30 feet)

7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25



Attack rate 1/1 melee attack rate; improves to 3/2 at 7th level

Divine protection immune to natural diseases, +2 bonus to all saves, +1 AC vs. Evil creatures

Healing hands heal 8 hp ×1 per day, cure disease ×1 per week

Honour must comport to code of honour or forfeit paladinhood

Horsemanship can fight from the saddle, can urge mount to nimble feats on the battlefield, and is experienced in close-ordered charges

Sense Evil 60 ft.

Valiant resolve immune to magically induced fear

Weapon mastery long sword, composite short bow

Righteous wrath +4 damage on charge attack vs. Evil foes

3
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12,000

Yes

22,000



Female

21

5'8"

145

auburn

blue

clear eyes, lustrous hair

navigator

Common, Hellenic (Amazon)

Artemis (Dyadic Cult of Consanguine Divinity)

noblewoman from Floating Island of Paradoxon

amongst crew of a sky ship destined for mainland Hyperborea

assailed by winged dæmons from Trogos, sky ship crashed, and crew killed

travelled to Khromarium, where she found a home with cult of Apollo and Artemis

plate mail                                                                 (40 lbs.)

silver dagger                                                               (1 lb.)

composite short bow                                                (2 lbs.)

arrow quiver                                                              (1 lb.)

arrows ×12                                                                 (1 lb.)

backpack                                                                    (2 lbs.)

soft leather pouch

pry bar                                                                        (3 lbs.)

large sack

tinderbox                                                                    (1 lb.)

torches ×3                                                                  (3 lbs.)

wineskin (full)                                                           (4 lbs.)

belt

riding boots                                                                (1 lb.)

fine cape                                                                     (1 lb.)

normal clothing                                                        (3 lbs.)

tabard

iron rations                                                                (5 lbs.)

silver holy symbol of Artemis

+1 long sword                                                           (4 lbs.)

amulet of undead turning (TA 3)                         (1 lb.)

Total Calculated Encumbrance:                            74 lbs.

35

36

29

66

100-gp sapphire

arrows � � � � � � � � � � � �

�

� � � � � � �



Andromeda Hippolytedoros

Paladin

Amazon

7

Lawful Good

16 +1

+1 3:6 24%

15 +1

+1
3:6 16%

16 +1

+1

85%

3:6 16%

10 ±0
— —

14 ±0
— —

17 +2

10
+1

13

+2

+2

+2

+3

+2

other dodging +1, poison +1

10 47

7

long sword (mastery),

composite short bow (mastery)

—

2 2

plate mail

2 +1 vs. Evil,

+1 melee w/ off-hand parry

20

+1 long sword 2 2/1 +3 1d8+3 1d10+3 two-handed, casts light in 20-ft. radius

+1 long sword 2 2/1 ±0 1d8+3 two-weapon fighting (primary), casts light in 20-ft. radius

+1 dagger 1 3/2 –2 1d4+2 two-weapon fighting (secondary), casts light in 10-ft. radius

+1 dagger 1 3/2 +2 1d4+2 casts light in 10-ft. radius

+1 dagger 10/20/30 3/2 +2 1d4+2 casts light in 10-ft. radius

composite short bow 60/120/180 5/2 +2 1d6+1 +1 attack bonus at point-blank range (6–30 feet),

+2 attack and damage with +2 arrows

4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22



Attack rate 3/2 melee attack rate

Divine protection immune to natural diseases, +2 bonus to all saves, +1 AC vs. Evil creatures

Healing hands heal 14 hp ×1 per day, cure disease ×1 per week

Honour must comport to code of honour or forfeit paladinhood

Horsemanship can fight from the saddle, can urge mount to nimble feats on the battlefield, and is experienced in close-ordered charges

Sense Evil 60 ft.

Valiant resolve immune to magically induced fear

Weapon mastery long sword, composite short bow

Righteous wrath +7 damage on charge attack vs. Evil foes

Sacred mount heavy warhorse of superior health and exceptional wisdom

Turn undead ×3 per day

Sorcery cleric spells

3

T T 11:12 8:12 5:12 2:12 NT NT NT NT NT NT NT NT

1 —

1 1



light 1 R 120 ft., D 6 turns

light �

108,800

Yes

176,000

Heavy Warhorse AL N; SZ L; MV 20; DX 8; AC 6; DR 1; HD 3+3 (hp 27); #A 3/1 (hoof/hoof/bite); D 1d8/1d8/1d3; SV 15; ML 12; XP 90.

   (sacred mount) Special: Can treble MV in short bursts. Gear: bit and bridle, war saddle, saddle bags, saddle blanket, horseshoes ×4.



Female

24

5'8"

145

auburn

blue

clear eyes, lustrous hair

navigator

Common, Hellenic (Amazon)

Artemis (Dyadic Cult of Consanguine Divinity)

noblewoman from Floating Island of Paradoxon

amongst crew of a sky ship destined for mainland Hyperborea

assailed by winged dæmons from Trogos, sky ship crashed, and crew killed

travelled to Khromarium, where she found a home with cult of Apollo and Artemis

plate mail                                                                 (40 lbs.)

composite short bow                                                (2 lbs.)

arrow quiver                                                              (1 lb.)

arrows ×7

backpack                                                                    (2 lbs.)

soft leather pouch

pry bar                                                                        (3 lbs.)

large sack

tinderbox                                                                    (1 lb.)

torches ×2                                                                  (2 lbs.)

wineskin (full)                                                           (4 lbs.)

belt

riding boots                                                                (1 lb.)

fine cape                                                                     (1 lb.)

normal clothing                                                        (3 lbs.)

tabard

iron rations                                                                (5 lbs.)

silver holy symbol of Artemis +1 dagger                                                                   (1 lb.)

+1 long sword                                                             (4 lbs.)

+2 arrows ×5

potion of invincibility

Total Calculated Encumbrance:                            75 lbs.

9

16

6

430

62
10-gp eye agates ×3,

10-gp hematites ×4, 10-gp moss agates ×2,

10-gp rhodochrosites ×3

arrows � � � � � � �

+2 arrows � � � � �

�

� � � � � � �



NIKOMEDES the LAWGIVER 
(Kimmerian male cataphract)

When a stalwart Nikomedes [nih-koh-MEE-dees] 
found himself in the awkward position of passing 
judgment on the son of his commanding officer, he 
chose the law of the Kimmerian Steppe over laxity. 
As a consequence, the officer’s son was banished for 
his transgression, and Nikomedes was assigned to 
accompany him. The two horsemen did not travel far 
before the criminal attacked the lawgiver, resulting 
in the exile’s death. Afterwards, Nikomedes resolved 
to leave his native lands and seek his fortunes 
elsewhere.

In Khromarium, Nikomedes found no satisfaction. 
Working as a city guard, he never saw justice meted 
out with consistency or equality. He took to drinking 
and carousing, until the day he met Andromeda 
Hippolytedoros, when his faith in the tenets of Law 
were not only restored but enhanced.

16



Nikomedes the Lawgiver

Cataphract

Kimmerian

1

Lawful Good

16 +1

+1 3:6 24%

16 +1

+1
3:6 16%

12 ±0

±0

75%

2:6 4%

12 ±0
— —

14 ±0
— —

16 +1

8
—

16

+2

+2

+1

other dodging +1

10 10

1

lance (mastery),

bastard sword (mastery)

—

4 4

scale

1 +1 melee w/ off-hand parry

30

bastard sword 3 3/2 +2 1d8+2 2d6+2 two handed

dagger 1 1/1 +1 1d4+1

dagger 10/20/30 3/2 +1 1d4+1

10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28



Attack rate 1/1 melee attack rate; improves to 3/2 at 7th level

Horsemanship can fight from the saddle, can urge mount to nimble feats on the battlefield, and is experienced in close-ordered charges

Mounted charge lance charge from horseback at +2 to attack roll (+3 vs. footmen) and treble damage dice

Skilful defender +1 AC when clad in medium or heavy armour

Unbreakable willpower immune to the effects of magically induced fear

Weapon mastery lance, bastard sword



0

Yes

2,250



Male

40

6'1"

180 lbs.

black

grey

resonant voice

guard

Common, Hellenic (Kimmerian)

Krimmr (loosely)

commanding officer’s son banished from Kimmerian Steppe

Nikomedes, who passed judgment, assigned to accompany the exile

did not travel far before criminal attacked lawgiver, resulting in exile’s death

took to drinking and carousing as city guard in Khromarium, where he found no satisfaction

scale armour                                                           (25 lbs.)

dagger                                                                         (1 lb.)

bastard sword                                                           (5 lbs.)

backpack                                                                   (2 lbs.)

bandages

hooded lantern                                                         (2 lbs.)

lamp oil                                                                       (1 lb.)

soft leather pouch

tinderbox                                                                    (1 lb.)

wineskin (full)                                                          (4 lbs.)

belt

normal boots                                                              (1 lb.)

normal clothing                                                       (3 lbs.)

iron rations                                                               (5 lbs.)

Total Calculated Encumbrance:                            50 lbs.

1

�

� � � � � � �



Nikomedes the Lawgiver

Cataphract

Kimmerian

4

Lawful Good

16 +1

+1 3:6 24%

16 +1

+1
3:6 16%

13 +1

±0

80%

3:6 8%

12 ±0
— —

14 ±0
— —

16 +1

8
—

15

+2

+2

+1

other dodging +1

10 34

4

lance (mastery),

bastard sword (mastery), composite short bow (mastery)

—

2 2

banded mail

1 +1 melee w/ off-hand parry

30

bastard sword 3 3/2 +2 1d8+2 2d6+2 two handed

dagger 1 1/1 +1 1d4+1

lance 5 3/2 +2 1d8+2 double damage when set vs. charge attack, treble from charging mount

dagger 10/20/30 3/2 +1 1d4+1

composite short bow 60/120/180 2/1 +2 1d6+1 +1 attack bonus at point-blank range (6–30 ft.)

7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25



Attack rate 1/1 melee attack rate; improves to 3/2 at 7th level

Horsemanship can fight from the saddle, can urge mount to nimble feats on the battlefield, and is experienced in close-ordered charges

Mounted charge lance charge from horseback at +2 to attack roll (+3 vs. footmen) and treble damage dice

Skilful defender +1 AC when clad in medium or heavy armour

Unbreakable willpower immune to the effects of magically induced fear

Weapon mastery lance, bastard sword, composite short bow



13,200

Yes

18,000

Light Warhorse AL N; SZ L; MV 30; DX 9; AC 7; HD 2+3 (hp 9); #A 3/1 (hoof/hoof/bite); D 1d6/1d6/1d3; SV 16; ML 9; XP 41.

Special: Can treble MV in short bursts. Gear: lance, bit and bridle, war saddle, saddle blanket, horseshoes ×4.



Male

42

6'1"

180 lbs.

black

grey

resonant voice

guard

Common, Hellenic (Kimmerian)

Krimmr (loosely)

commanding officer’s son banished from Kimmerian Steppe

Nikomedes, who passed judgment, assigned to accompany the exile

did not travel far before criminal attacked lawgiver, resulting in exile’s death

took to drinking and carousing as city guard in Khromarium, where he found no satisfaction

banded mail                                                            (35 lbs.)

dagger                                                                         (1 lb.)

bastard sword                                                           (5 lbs.)

composite short bow                                               (2 lbs.)

arrow quiver                                                              (1 lb.)

arrows ×12                                                                 (1 lb.)

backpack                                                                    (2 lbs.)

bandages

blanket                                                                        (3 lbs.)

small hammer                                                           (2 lbs.)

hooded lantern                                                         (2 lbs.)

lamp oil ×2                                                                (2 lbs.)

soft leather pouch

large sack

small sack

iron spikes ×12                                                          (3 lbs.)

tinderbox                                                                    (1 lb.)

wineskin (full)                                                           (4 lbs.)

belt

riding boots                                                                (1 lb.)

normal clothing                                                        (3 lbs.)

iron rations                                                                (5 lbs.)

spurs ×2

Total Calculated Encumbrance:                            73 lbs.

3

3

44

24

arrows � � � � � � � � � � � �

�

� � � � � � �



Nikomedes the Lawgiver

Cataphract

Kimmerian

7

Lawful Good

15 +1

+1 3:6 24%

15 +1

+1
3:6 16%

12 ±0

±0

75%

2:6 4%

13 +1
— —

15 +1
— —

16 +1

8
—

13

+2

+2

+1

other dodging +1, willpower +1

10 50

7

lance (mastery),

bastard sword (mastery), composite short bow (mastery)

—

0 0

plate mail

2 +1 melee w/ off-hand parry

20

+2 bastard sword 3 2/1 +4 1d8+4 2d6+4 two handed, casts light in 20-ft. radius

dagger 1 3/2 +1 1d4+1

lance 5 2/1 +2 1d8+2 double damage when set vs. charge attack, treble from charging mount

dagger 10/20/30 3/2 +1 1d4+1

composite short bow 60/120/180 5/2 +2 1d6+1 +1 attack bonus at point-blank range (6–30 ft.)

4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22



Attack rate 3/2 melee attack rate

Horsemanship can fight from the saddle, can urge mount to nimble feats on the battlefield, and is experienced in close-ordered charges

Mounted charge lance charge from horseback at +2 to attack roll (+3 vs. footmen) and treble damage dice

Skilful defender +2 AC when clad in medium or heavy armour

Unbreakable willpower immune to the effects of magically induced fear

Weapon mastery lance, bastard sword, composite short bow



110,000

No

144,000

Heavy Warhorse AL N; SZ L; MV 20; DX 8; AC 6; DR 1; HD 3+3 (hp 23); #A 3/1 (hoof/hoof/bite); D 1d8/1d8/1d3; SV 15; ML 9; XP 90.

Special: Can treble MV in short bursts. Gear: scale barding, bit and bridle, war saddle, saddle bags, saddle blanket, horseshoes ×4,

lance, blanket, small hammer, pry bar, iron spikes ×12, tinderbox, torches ×3, wineskin (full), iron rations, horse meal ×2.



Male

45

6'1"

180 lbs.

black

grey

resonant voice

guard

Common, Hellenic (Kimmerian), Hellenic (Amazon)

Krimmr (loosely)

commanding officer’s son banished from Kimmerian Steppe

Nikomedes, who passed judgment, assigned to accompany the exile

did not travel far before criminal attacked lawgiver, resulting in exile’s death

took to drinking and carousing as city guard in Khromarium, where he found no satisfaction

plate mail                                                                (40 lbs.)

dagger                                                                         (1 lb.)

composite short bow                                               (2 lbs.)

arrow quiver                                                              (1 lb.)

arrows ×12                                                                 (1 lb.)

backpack                                                                    (2 lbs.)

bandages

soft leather pouch

large sack

small sack

belt

riding boots                                                                (1 lb.)

normal clothing                                                        (3 lbs.)

spurs ×2

+2 bastard sword                                                    (5 lbs.)

Total Calculated Encumbrance:                            59 lbs.

3

3

227

140

arrows � � � � � � � � � � � �

�

� � � � � � �



DEISHU SEET 
(Half-blood Pictish male cryomancer)

In Khromarium, the Cabal of the Ashen Worm 
comprises cryomancers who dwell in a ghost-
haunted tower of the “Old City”. There they pore 
over ancient texts, striving to apprehend the designs 
of Yikkorth, “The Ashen Worm”. Law and order are 
chief amongst the tenets of the Cabal, but they are 
ensconced within a city teeming with lawlessness.

Learning that they are not alone in their pursuit of 
Law, the Cabal recently sent a promising neophyte, 
Deishu Seet [DAY-shuh SEET], to collaborate with the 
cult of Apollo and Artemis. Not knowing how to 
manage this outsider, the cult placed Deishu Seet 
under the command of Andromeda Hippolytedoros, 
whose mission is abroad. The sorcerer’s talents were a 
welcome addition to her nascent band.

29



Deishu Seet

Cryomancer

Half-Blood Pict

1

Lawful Good

12 ±0

±0 2:6 4%

14 +1

±0
3:6 8%

10 ±0

±0

75%

2:6 4%

16 +1
75% one level 1, one level 2

13 ±0
— —

10 ±0

4
—

16

+2

+2

cold +2, fire –2

4 4

0

–4

9 9

—

— +1 melee w/ quarterstaff

40

quarterstaff 3 1/1 ±0 1d6

silver dagger 1 1/1 ±0 1d4

ice axe 1 1/1 ±0 1d3

silver dagger 10/20/30 3/2 +1 1d4

11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29



Cold affinity / fire vulnerability +2 bonus to saving throws vs. cold-related effects; –2 penalty to saving throws vs. fire and heat-related effects

Icicle evoke 12-inch icicle ×1 per day; casts light in 15-ft. radius; functions as single-use dagger, or melts in 6 turns

Read magic decipher magical inscriptions or symbols placed on weapons, armour, items, doors, walls, and other media

Read scrolls decipher and invoke spells on cryomancer scrolls

Scribe scrolls write from one to five known spells onto a scroll; requires one week per spell level

Sorcery cryomancer spells

1 75%

1 1 2



decipher language 1 R 0, D 1 turn per CA

magic ice dart 1 R 120 ft., D 1 round per CA

unseen servant 1 R 120 ft., D 6 turns; components

decipher language �

magic ice dart �

0

No

2,500



Male

17

5'6"

180 lbs.

black

brown

light facial scarring

oft covers with face paint

chandler

Common, Keltic (Pictish), Esquimaux (coastal)

Yikkorth (Cabal of the Ashen Worm)

member of Khromarium’s Cabal of the Ashen Worm

in ghost-haunted tower of the “Old City”, they pore over ancient texts

law and order chief amongst tenets of Cabal, but ensconced in city teeming with lawlessness

as a promising neophyte, Deishu was sent to collaborate with cult of Apollo and Artemis

silver dagger                                                               (1 lb.)

quarterstaff                                                                (5 lbs.)

backpack                                                                    (2 lbs.)

bandages

blanket                                                                        (3 lbs.)

beeswax candles ×3

chalk

crampons

ice axe                                                                         (1 lb.)

small hammer                                                           (2 lbs.)

ink and quill

bull’s-eye lantern                                                      (2 lbs.)

lamp oil ×2                                                                 (2 lbs.)

parchment ×3

hard leather pouch

soft leather pouch

silk rope                                                                      (2 lbs.)

large sack

iron spikes ×2                                                            (2 lbs.)

tinderbox                                                                    (1 lb.)

wineskin (full)                                                           (4 lbs.)

writing stick

belt

normal boots                                                              (1 lb.)

normal clothing                                                        (3 lbs.)

cloth coat                                                                   (2 lbs.)

cloth robe (pale blue w/ white & silver trim)       (2 lbs.)

fur leggings

iron rations                                                                (5 lbs.)

body paint                                                                  (3 lbs.)

spell book                                                                   (3 lbs.)

Total Calculated Encumbrance:                           46 lbs.

10

1

�

� � � � � � �



Deishu Seet

Cryomancer

Half-Blood Pict

4

Lawful Good

12 ±0

±0 2:6 4%

14 +1

±0
3:6 8%

10 ±0

±0

75%

2:6 4%

16 +1
75% one level 1, one level 2

13 ±0
— —

10 ±0

4
—

15

+2

+2

cold +2, fire –2

4 12

1

light crossbow

–4

9 9

—

— +1 melee w/ quarterstaff

40

quarterstaff 3 1/1 ±0 1d6

silver dagger 1 1/1 ±0 1d4

silver dagger 10/20/30 3/2 +1 1d4

light crossbow 60/120/180 1/1 +1 1d6+1 +1 to attack & damage rolls with +1 bolts

10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28



Cold affinity / fire vulnerability +2 bonus to saving throws vs. cold-related effects; –2 penalty to saving throws vs. fire and heat-related effects

Icicle evoke 12-inch icicle ×4 per day; casts light in 15-ft. radius; functions as single-use dagger, or melts in 6 turns

Read magic decipher magical inscriptions or symbols placed on weapons, armour, items, doors, walls, and other media

Read scrolls decipher and invoke spells on cryomancer scrolls

Scribe scrolls write from one to five known spells onto a scroll; requires one week per spell level

Sorcery cryomancer spells

4 75%

3

2

1

1

4

3



decipher language 1 R 0, D 1 turn per CA

detect magic 1 R 60 ft., D 1 turn

magic ice dart 1 R 120 ft., D 1 round per CA

unseen servant 1 R 120 ft., D 6 turns; components

ice armour 2 R 0, D 1 turn per CA

levitate 2 R 20 ft. per CA, D 1 turn per CA

wall of vapours 2 R 60 ft., D 1 turn

decipher language �

detect magic �

magic ice dart �

unseen servant �

ice armour �

levitate �

wall of vapours �

12,000

No

20,000



Male

19

5'6"

180 lbs.

black

brown

light facial scarring

oft covers with face paint

chandler

Common, Keltic (Pictish), Esquimaux (coastal)

Yikkorth (Cabal of the Ashen Worm)

member of Khromarium’s Cabal of the Ashen Worm

in ghost-haunted tower of the “Old City”, they pore over ancient texts

law and order chief amongst tenets of Cabal, but ensconced in city teeming with lawlessness

as a promising neophyte, Deishu was sent to collaborate with cult of Apollo and Artemis

silver dagger                                                               (1 lb.)

quarterstaff                                                                (5 lbs.)

light crossbow                                                           (5 lbs.)

backpack                                                                    (2 lbs.)

bandages

blanket                                                                        (3 lbs.)

bolt case                                                                      (1 lb.)

light bolts ×10                                                            (1 lb.)

silver-tipped light bolts ×6

beeswax candles ×3

leather scroll cases ×2

chalk

crampons

ink and quill

bull’s-eye lantern                                                      (2 lbs.)

lamp oil                                                                       (1 lb.)

parchment ×3

hard leather pouch

soft leather pouch

silk rope                                                                      (2 lbs.)

small sack

tinderbox                                                                    (1 lb.)

wineskin (full)                                                           (4 lbs.)

writing stick

belt

normal boots                                                              (1 lb.)

normal clothing                                                        (3 lbs.)

cloth coat                                                                   (2 lbs.)

cloth robe (pale blue w/ white & silver trim)       (2 lbs.)

fur leggings

iron rations                                                                (5 lbs.)

body paint                                                                  (3 lbs.)

spell book                                                                   (3 lbs.)

+1 bolts ×4

cryomancer scroll (detect magic)

cryomancer scroll (ice armour; CA 4)

potion of invisibility

Total Calculated Encumbrance:                           47 lbs.

5

2

50-gp bloodstone

light bolts � � � � � � � � � �

silver-tipped light bolts � � � � � �

+1 bolts � � � �

�

� � � � � � �



Deishu Seet

Cryomancer

Half-Blood Pict

7

Lawful Good

13 ±0

+1 3:6 8%

14 +1

±0
3:6 8%

10 ±0

±0

75%

2:6 4%

16 +1
75% one level 1, one level 2

13 ±0
— —

10 ±0

4
—

13

+2

+2

cold +2, fire –2

4 19

3

light crossbow

–4

5 5

—

— +1 melee w/ quarterstaff

40

quarterstaff 3 1/1 ±0 1d6+1

silver dagger 1 1/1 ±0 1d4+1

+2 hand axe 1 1/1 +2 1d6+3

silver dagger 10/20/30 3/2 +1 1d4+1

+2 hand axe 15/30/45 1/1 +3 1d6+3

light crossbow 60/120/180 1/1 +1 1d6+1

8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26



Cold affinity / fire vulnerability +2 bonus to saving throws vs. cold-related effects; –2 penalty to saving throws vs. fire and heat-related effects

Icicle evoke 12-inch icicle ×7 per day; casts light in 15-ft. radius; functions as single-use dagger, or melts in 6 turns

Read magic decipher magical inscriptions or symbols placed on weapons, armour, items, doors, walls, and other media

Read scrolls decipher and invoke spells on cryomancer scrolls

Scribe scrolls write from one to five known spells onto a scroll; requires one week per spell level

Sorcery cryomancer spells

Alchemy may concoct potions with assistance of an alchemist

7 75%

4

3

2

1

1

1

5

4

2

1



chill touch 1 R 0, D 1 turn

decipher language 1 R 0, D 1 turn per CA

detect magic 1 R 60 ft., D 1 turn

freezing hands 1 R 5 ft., D instantaneous

magic ice dart 1 R 120 ft., D 1 round per CA

precipitate 1 R special, D 1 turn per CA

unseen servant 1 R 120 ft., D 6 turns; components

frost sphere 2 R 10 ft., D 1 round per CA

glitterdust 2 R 90 ft., D 1d4+1 rounds; components

ice armour 2 R 0, D 1 turn per CA

levitate 2 R 20 ft. per CA, D 1 turn per CA

shatter 2 R 60 ft., D instantaneous

wall of vapours 2 R 60 ft., D 1 turn

freeze surface 3 R 240 ft., D special

lightning bolt 3 R 180 ft., D instantaneous

wall of ice 4 R 120 ft., D 6 turns +1 per CA

chill touch �

decipher language �

detect magic �

freezing hands �

magic ice dart �

frost sphere �

levitate �

shatter �

wall of vapours �

freeze surface �

lightning bolt �

wall of ice �

100,000

No

160,000



Male

22

5'6"

180 lbs.

black

brown

light facial scarring

oft covers with face paint

chandler

Common, Keltic (Pictish), Esquimaux (coastal),

Hellenic (Amazon)

Yikkorth (Cabal of the Ashen Worm)

member of Khromarium’s Cabal of the Ashen Worm

in ghost-haunted tower of the “Old City”, they pore over ancient texts

law and order chief amongst tenets of Cabal, but ensconced in city teeming with lawlessness

as a promising neophyte, Deishu was sent to collaborate with cult of Apollo and Artemis

silver dagger                                                               (1 lb.)

quarterstaff                                                                (5 lbs.)

light crossbow                                                           (5 lbs.)

backpack                                                                    (2 lbs.)

bandages

blanket                                                                        (3 lbs.)

bolt case                                                                      (1 lb.)

light bolts ×20                                                           (2 lbs.)

beeswax candles ×3

brass scroll case

chalk

crampons

ink and quill

bull’s-eye lantern                                                      (2 lbs.)

lamp oil ×2                                                                (2 lbs.)

parchment ×3

hard leather pouch

soft leather pouch

silk rope                                                                      (2 lbs.)

tinderbox                                                                    (1 lb.)

wineskin (full)                                                           (4 lbs.)

writing stick

belt

normal boots                                                              (1 lb.)

normal clothing                                                        (3 lbs.)

cloth coat                                                                   (2 lbs.)

cloth robe (pale blue w/ white & silver trim)       (2 lbs.)

fur leggings

iron rations                                                                (5 lbs.)

body paint                                                                  (3 lbs.)

spell book                                                                   (3 lbs.)

defensive bracers (AC 5)                                        (2 lbs.)

slippers of spider-climbing

+2 hand axe                                                               (2 lbs.)

cryomancer scroll (magic ice dart; CA 7)

Total Calculated Encumbrance:                           53 lbs.

18

2

20

5

1
100-gp garnet

light bolts � � � � � � � � � � � � � � � � � � � �

�

� � � � � � �



ATTOR BUHR 
(Saxon male barbarian)

Attor Buhr [A-tawr BER] is of dubious origin. He was 
discovered by barbarian fishermen as a small child, 
wandering down a muddy bank and calling for his 
mother. The barbarians, members of a Kimmeri-Keltic 
tribe, took the child with them. Although remnant 
Saxon clans were known to be extant in the Fields 
of Vol, none had been observed in years. The child, 
who knew his name to be Attor Buhr, was adopted by 
Kimmeri-Keltic nomads.

When Attor Buhr came of age, he abandoned his tribe 
to find himself. He soon landed in Khromarium, but 
after several run-ins with the city guard, he moved 
to Swampgate. In that frontier town he has found 
employ as a sellsword, but thus far has avoided 
conflict with his adopted tribe.

42



Attor Buhr

Barbarian

Saxon

1

Chaotic Good

15 +1

+1 3:6 24%

14 +1

±0
3:6 16%

13 +1

±0

80%

3:6 8%

13 +1
— —

7 ±0
— —

12 ±0

4
—

16

+2

+2

+2

+2

+2

12 13

1

scimitar (mastery)

—

7 6

large shield

— shieldless AC 8

50

scimitar 2 3/2 +2 1d8+2 1d10+2 two-handed

scimitar 2 3/2 –1 1d8+2 two-weapon fighting (primary)

dagger 1 1/1 –3 1d4+1 two-weapon fighting (secondary)

dagger 1 1/1 +1 1d4+1

dagger 10/20/30 3/2 +1 1d4+1

short bow 50/100/150 3/2 +1 1d6

10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28



Agile +1 AC bonus when unarmoured and unencumbered

Alertness –1 to be surprized

Ambusher +1 to surprize outdoors when alone or with prepared party

Attack rate 1/1 melee attack rate; improves to 3/2 at 7th level

Climb 8-in-12

Draw poison 3-in-6 within 2 rounds, 2-in-6 within 4 rounds, 1-in-6 within 6 rounds

Hardy +2 bonus to all saving throws

Horsemanship from the saddle of a tamed mount, can fight with melee weapons and discharge missiles

Leap 25 feet, if unencumbered

Move silently 5-in-12

Run base 50 MV when lightly armoured or unarmoured

Sense magic 4-in-12

Sorcerous distrust suspicious of sorcery and those who wield it

Track 10-in-12 wilderness, 3-in-12 non-wilderness

Weapon mastery scimitar

Wilderness survival hunting, trapping, fishing, boating, shelter building, fire building, logging, woodworking, raft building



0

No

3,000



Male

18

5'11"

187

brown

blue

broad-chested

mercenary

Common, Old Saxon, Keltic (Goidelic)

discovered by barbarian fishermen as a small child

adopted by Kimmeri-Keltic nomads in Fields of Vol

abandoned tribe to find himself when he came of age

found employ as sellsword in Swampgate after several run-ins with Khromarium city guard

large shield                                                              (10 lbs.)

dagger                                                                        (1 lb.)

scimitar                                                                      (4 lbs.)

short bow                                                                   (2 lbs.)

arrow quiver                                                              (1 lb.)

arrows ×12                                                                 (1 lb.)

backpack                                                                   (2 lbs.)

bandages

fishing net                                                                 (3 lbs.)

hunting horn                                                             (1 lb.)

soft leather pouch

large sack

torches ×3                                                                  (3 lbs.)

wineskin (full)                                                           (4 lbs.)

belt

riding boots                                                                (1 lb.)

woollen kilt                                                                (1 lb.)

Total Calculated Encumbrance:                           34 lbs.

18

arrows � � � � � � � � � � � �

�



Attor Buhr

Barbarian

Saxon

4

Chaotic Good

15 +1

+1 3:6 24%

14 +1

±0
3:6 16%

13 +1

±0

80%

3:6 8%

13 +1
— —

7 ±0
— —

12 ±0

4
—

15

+2

+2

+2

+2

+2

12 34

4

scimitar (mastery),

short bow (mastery)

—

7 6

large shield

— shieldless AC 8

50

+1 scimitar 2 3/2 +3 1d8+3 1d10+3 two-handed, casts light in 20-ft. radius

+1 scimitar 2 3/2 ±0 1d8+3 two-weapon fighting (primary), casts light in 20-ft. radius

dagger 1 1/1 –3 1d4+1 two-weapon fighting (secondary)

dagger 1 1/1 +1 1d4+1

dagger 10/20/30 3/2 +1 1d4+1

short bow 50/100/150 2/1 +2 1d6+1 +1 attack bonus at point-blank range (6–30 feet),

+1 attack and damage bonus with +1 arrows

7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25



Agile +1 AC bonus when unarmoured and unencumbered

Alertness –1 to be surprized

Ambusher +1 to surprize outdoors when alone or with prepared party

Attack rate 1/1 melee attack rate; improves to 3/2 at 7th level

Climb 8-in-12

Draw poison 3-in-6 within 2 rounds, 2-in-6 within 4 rounds, 1-in-6 within 6 rounds

Hardy +2 bonus to all saving throws

Horsemanship from the saddle of a tamed mount, can fight with melee weapons and discharge missiles

Leap 25 feet, if unencumbered

Move silently 6-in-12

Run base 50 MV when lightly armoured or unarmoured

Sense magic 4-in-12

Sorcerous distrust suspicious of sorcery and those who wield it

Track 10-in-12 wilderness, 3-in-12 non-wilderness

Weapon mastery scimitar, short bow

Wilderness survival hunting, trapping, fishing, boating, shelter building, fire building, logging, woodworking, raft building



12,000

No

24,000



Male

20

5'11"

187

brown

blue

broad-chested

mercenary

Common, Old Saxon, Keltic (Goidelic)

discovered by barbarian fishermen as a small child

adopted by Kimmeri-Keltic nomads in Fields of Vol

abandoned tribe to find himself when he came of age

found employ as sellsword in Swampgate after several run-ins with Khromarium city guard

large shield                                                              (10 lbs.)

dagger                                                                        (1 lb.)

short bow                                                                   (2 lbs.)

arrow quiver                                                              (1 lb.)

arrows ×9

backpack                                                                   (2 lbs.)

bandages

fishing net                                                                 (3 lbs.)

hunting horn                                                             (1 lb.)

soft leather pouch

large sack

torches ×3                                                                  (3 lbs.)

wineskin (full)                                                           (4 lbs.)

belt

riding boots                                                                (1 lb.)

woollen kilt                                                                (1 lb.)

+1 scimitar                                                                (4 lbs.)

+1 arrows ×3

Total Calculated Encumbrance:                           34 lbs.

17

30

18

101

100-gp sapphire

arrows � � � � � � � � �

+1 arrows � � �

�



Attor Buhr

Barbarian

Saxon

7

Chaotic Good

15 +1

+1 3:6 24%

15 +1

+1
3:6 24%

13 +1

±0

80%

3:6 8%

13 +1
— —

7 ±0
— —

12 ±0

4
—

13

+2

+2

+2

+3

+2

other dodging +1

12 57

7

scimitar (mastery),

short bow (mastery)

—

4 4

—

— +1 melee w/ off-hand parry

50

+1 scimitar 2 2/1 +3 1d8+3 1d10+3 two-handed, casts light in 20-ft. radius

+1 scimitar 2 2/1 ±0 1d8+3 two-weapon fighting (primary), casts light in 20-ft. radius

silver dagger 1 3/2 –3 1d4+1 two-weapon fighting (secondary)

silver dagger 1 3/2 +1 1d4+1

silver dagger 10/20/30 3/2 +1 1d4+1

short bow (+2 arrows) 50/100/150 5/2 +4 1d6+3 +1 attack bonus at point-blank range (6–30 feet)

4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22



Agile +1 AC bonus when unarmoured and unencumbered

Alertness –1 to be surprized

Ambusher +1 to surprize outdoors when alone or with prepared party

Attack rate 3/2 melee attack rate

Climb 9-in-12

Draw poison 3-in-6 within 2 rounds, 2-in-6 within 4 rounds, 1-in-6 within 6 rounds

Hardy +2 bonus to all saving throws

Horsemanship from the saddle of a tamed mount, can fight with melee weapons and discharge missiles

Leap 25 feet, if unencumbered

Move silently 8-in-12

Run base 50 MV when lightly armoured or unarmoured

Sense magic 4-in-12

Sorcerous distrust suspicious of sorcery and those who wield it

Track 10-in-12 wilderness, 3-in-12 non-wilderness

Weapon mastery scimitar, short bow

Wilderness survival hunting, trapping, fishing, boating, shelter building, fire building, logging, woodworking, raft building



100,000

No

192,000



Male

23

5'11"

187

brown

blue

broad-chested

mercenary

Common, Old Saxon, Keltic (Goidelic)

discovered by barbarian fishermen as a small child

adopted by Kimmeri-Keltic nomads in Fields of Vol

abandoned tribe to find himself when he came of age

found employ as sellsword in Swampgate after several run-ins with Khromarium city guard

silver dagger                                                               (1 lb.)

short bow                                                                   (2 lbs.)

arrow quiver                                                              (1 lb.)

backpack                                                                   (2 lbs.)

bandages

fishing net                                                                 (3 lbs.)

hunting horn                                                             (1 lb.)

soft leather pouch

large sack

torches ×2                                                                  (2 lbs.)

wineskin (full)                                                           (4 lbs.)

belt

riding boots                                                                (1 lb.)

woollen kilt                                                                (1 lb.)

+1 scimitar                                                                (4 lbs.)

+2 arrows ×8

defensive bracers (AC 6)                                        (2 lbs.)

potion of heroic action

Total Calculated Encumbrance:                           25 lbs.

2

7

6

100

78
25-gp onyx, 50-gp garnet,

50-gp spinel

+2 arrows � � � � � � � �

�



A descendent of Kelts, Picts, Saxons, and Vikings, Gregor 
Kravinsson was born in the village of Bogrest. As a youth, 
Gregor was trained to gather iron ore nuggets from 
the surrounding bogs, but by the age of 14, he was sent 
to live with his uncle, in Dunwich. Gregor’s uncle was 
a huntsman who pursued bears, mammoths, ground 
sloths, sabre-tooths, and more. Young Gregor sought 
to emulate the man, so he dedicated himself to mental 
and physical perfection and thus became his uncle’s 
apprentice. 

A few years later, Gregor’s uncle was mauled by a bear in 
the Gal Hills. By the time young Gregor found him, it was 
already too late. Now, Gregor Kravinsson carries on the 
huntsman tradition, save that he has journeyed beyond 
the limits of his homeland, seeking derring-do and 
dominating impossible game.

GREGOR KRAVINSSON
(Common male huntsman)

55



Gregor Kravinsson

Huntsman

Common

1

Chaotic Good

13 ±0

+1 3:6 16%

10 ±0

±0
2:6 4%

10 ±0

±0

75%

2:6 4%

12 ±0
— —

16 +1
— —

13 +1

6
—

16

+2

+2

willpower +1

10 10

1

short spear (mastery)

—

7 7

leather

—

40

short spear 3 3/2 +1 1d6+2 1d8+2 two-handed, double damage when set vs. charge attack

short spear 15/30/45 3/2 +1 1d6+1

longbow 70/140/210 3/2 ±0 1d6+1

10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28



Alertness –1 to be surprized

Ambusher +1 to surprize outdoors when alone

Attack rate 1/1 melee attack rate; improves to 3/2 at 7th level

Climb 8-in-12

Hide 5-in-12 wilderness, 3-in-12 non-wilderness

Move silently 5-in-12

Predator +1 damage vs. animals

Subdue animal 5-in-12

Track 10-in-12 wilderness, 5-in-12 non-wilderness

Weapon mastery short spear

Wilderness survival hunting, trapping, fishing, boating, shelter building, fire building, logging, woodworking, raft building

Wilderness traps 3-in-12



0

No

2,250



Male

29

6'

180

red

brown

husky voice

peatman

Common

born in Gal Hills village of Bogrest

at age 14, apprenticed to his uncle, a huntsman in Dunwich

uncle was mauled by a bear a few years later, and young Gregor found him too late

now carries on huntsman tradition, seeking derring-do and dominating impossible game

leather armour                                                        (15 lbs.)

short spears ×3                                                        (15 lbs.)

longbow                                                                     (3 lbs.)

arrow quiver                                                              (1 lb.)

arrows ×10

silver arrows ×2

backpack                                                                    (2 lbs.)

sinew cord

hunting horn                                                             (1 lb.)

soft leather pouch

torches ×2                                                                  (2 lbs.)

wineskin (full)                                                           (4 lbs.)

belt

riding boots                                                                (1 lb.)

normal clothing                                                        (3 lbs.)

Total Calculated Encumbrance:                           47 lbs.

3

arrows � � � � � � � � � �

silver arrows � �

�



Gregor Kravinsson

Huntsman

Common

4

Chaotic Good

13 ±0

+1 3:6 16%

10 ±0

±0
2:6 4%

10 ±0

±0

75%

2:6 4%

13 +1
— —

16 +1
— —

13 +1

6
—

15

+2

+2

willpower +1

10 21

4

short spear (mastery),

longbow (mastery)

—

6 6

brigandine

— +1 melee w/ off-hand parry

40

+1 short spear 3 3/2 +2 1d6+3 1d8+3 two-handed, double damage when set vs. charge attack

short spear 3 3/2 +1 1d6+2 1d8+2 two-handed, double damage when set vs. charge attack

silver dagger 1 1/1 ±0 1d4+1

short spear 15/30/45 3/2 +1 1d6+1

silver dagger 10/20/30 3/2 ±0 1d4+1

longbow 70/140/210 2/1 +1 1d6+2 +1 attack bonus at point-blank range (6–30 feet)

7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25



Alertness –1 to be surprized

Ambusher +1 to surprize outdoors when alone

Attack rate 1/1 melee attack rate; improves to 3/2 at 7th level

Climb 8-in-12

Hide 6-in-12 wilderness, 4-in-12 non-wilderness

Move silently 6-in-12

Predator +4 damage vs. animals

Subdue animal 5-in-12

Track 10-in-12 wilderness, 5-in-12 non-wilderness

Weapon mastery short spear, longbow

Wilderness survival hunting, trapping, fishing, boating, shelter building, fire building, logging, woodworking, raft building

Wilderness traps 4-in-12

Werewolf slayer +4 damage vs. lycanthropes when wielding silver or magical weapons



12,000

No

18,000

Wild Dog AL N; SZ S; MV 50; DX 14; AC 7; HD 1 (hp 5); #A 1/1 (bite); D 1d4; SV 16; ML 12; XP 13.

Special: Perspicacious to otherworldly horrors and undead; may bark or howl in their presence, even if unseen.



Male

31

6'

180

red

brown

husky voice

peatman

Common, Keltic (Goidelic)

born in Gal Hills village of Bogrest

at age 14, apprenticed to his uncle, a huntsman in Dunwich

uncle was mauled by a bear a few years later, and young Gregor found him too late

now carries on huntsman tradition, seeking derring-do and dominating impossible game

brigandine armour                                                 (20 lbs.)

silver dagger                                                               (1 lb.)

short spears ×3                                                        (15 lbs.)

longbow                                                                     (3 lbs.)

arrow quiver                                                              (1 lb.)

arrows ×9

backpack                                                                    (2 lbs.)

sinew cord

hunting horn                                                             (1 lb.)

soft leather pouch

spyglass                                                                       (1 lb.)

torches ×2                                                                  (2 lbs.)

wineskin (full)                                                           (4 lbs.)

belt

riding boots                                                                (1 lb.)

normal clothing                                                        (3 lbs.)

+1 short spear                                                          (5 lbs.)

+1 arrows ×3

potion of extraordinary healing

Total Calculated Encumbrance:                           60 lbs.

34

38

28

12

arrows � � � � � � � � �

+1 arrows � � �

�



Gregor Kravinsson

Huntsman

Common

7

Chaotic Good

13 ±0

+1 3:6 16%

10 ±0

±0
2:6 4%

10 ±0

±0

75%

2:6 4%

13 +1
— —

16 +1
— —

13 +1

6
—

13

+2

+2

willpower +1

10 42

7

short spear (mastery),

longbow (mastery)

—

6 6

brigandine

— +1 melee w/ off-hand parry

40

+1 short spear 3 2/1 +2 1d6+3 1d8+3 two-handed, double damage when set vs. charge attack

short spear 3 2/1 +1 1d6+2 1d8+2 two-handed, double damage when set vs. charge attack

+1 dagger 1 3/2 +1 1d4+2 casts light in 10-ft. radius

short spear 15/30/45 2/1 +1 1d6+1

longbow 70/140/210 5/2 +1 1d6+2 +1 attack bonus at point-blank range (6–30 feet)

4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22



Alertness –1 to be surprized

Ambusher +1 to surprize outdoors when alone

Attack rate 3/2 melee attack rate

Climb 9-in-12

Hide 8-in-12 wilderness, 6-in-12 non-wilderness

Move silently 8-in-12

Predator +7 damage vs. animals

Subdue animal 6-in-12

Track 10-in-12 wilderness, 5-in-12 non-wilderness

Weapon mastery short spear, longbow

Wilderness survival hunting, trapping, fishing, boating, shelter building, fire building, logging, woodworking, raft building

Wilderness traps 6-in-12

Werewolf slayer +7 damage vs. lycanthropes when wielding silver or magical weapons



100,000

No

144,000

Wolves ×2 AL N; SZ M; MV 60; DX 11; AC 7; HD 2+1 (hp 7); #A 1/1 (bite); D 1d6; SV 16; ML 12; XP 35.



Male

34

6'

180

red

brown

husky voice

peatman

Common, Keltic (Goidelic)

born in Gal Hills village of Bogrest

at age 14, apprenticed to his uncle, a huntsman in Dunwich

uncle was mauled by a bear a few years later, and young Gregor found him too late

now carries on huntsman tradition, seeking derring-do and dominating impossible game

brigandine armour                                                 (20 lbs.)

short spears ×3                                                        (15 lbs.)

longbow                                                                     (3 lbs.)

arrow quiver                                                              (1 lb.)

silver arrows ×12                                                       (1 lb.)

backpack                                                                    (2 lbs.)

sinew cord

hunting horn                                                             (1 lb.)

soft leather pouch

spyglass                                                                       (1 lb.)

wineskin (full)                                                           (4 lbs.)

belt

riding boots                                                                (1 lb.)

fur cape                                                                       (1 lb.)

normal clothing                                                        (3 lbs.)

+1 short spear                                                          (5 lbs.)

+1 dagger                                                                   (1 lb.)

potion of climbing

dust of madness (1 dose)

Total Calculated Encumbrance:                           60 lbs.

9

8

6

136

23

silver arrows � � � � � � � � � � � �

�



ZOTIS PONTOS
(Atlantean male purloiner)

Zotis Pontos [ZOH-tihs PAHN-tohs] was born and raised 
on the streets of Khromarium. The son of Atlantean 
gamblers, Zotis was put to work at a young age 
as a kerbside beggar-thief, providing for his ever-
penniless parents. After surviving a vengeful knife 
attack, Zotis found greater purpose when he met 
Tull Kamtose, the leader of an unsanctioned thieves’ 
guild. Tull introduced Zotis to the temple of Rel, and 
soon Zotis was training his mind, body, and spirit. 
Larceny became a divine art; larceny became sorcery.

As an operative of Tull’s renegade organization, 
Zotis Pontos has been involved with a plethora of 
unsanctioned thefts. Consequently, he is wanted by 
the official Khromarium Commodities Guild. The 
price on his head has prompted him (with Tull’s 
blessing) to flee the city. In nearby Swampgate he 
explores the local wilderness and pursues mercenary 
work to pay his rent.
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Zotis Pontos

Purloiner

Atlantean

1

Neutral

13 ±0

+1 3:6 8%

17 +2

+1
4:6 32%

13 +1

±0

80%

3:6 8%

14 +1
— —

15 +1
75% one level 1, one level 2

15 +1

8
+1

16

+3

+2

other dodging +1, willpower +1

6 7

1

–2

6 6

leather

— +1 melee w/ off-hand parry

40

dagger 1 1/1 ±0 1d4+1

dagger 1 1/1 –1 1d4+1 two-weapon fighting (primary)

dagger 1 1/1 –2 1d4+1 two-weapon fighting (secondary)

dagger 10/20/30 3/2 +2 1d4+1

sling 50/100/150 1/1 +2 1d4+1

10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28



Agile +1 AC bonus when unarmoured and unencumbered (small shield allowed)

Backstab +4 attack bonus, ×2 damage

Clandestine tongue Thieves’ Cant

Detect secret doors 3-in-6

Magic item use as cleric or thief

Read scrolls decipher and invoke spells on cleric scrolls

Scribe scrolls write from one to five known spells onto a scroll; requires one week per spell level

Sorcery cleric spells

Climb 9-in-12

Discern noise 4-in-12

Hide 6-in-12

Manipulate traps 4-in-12

Move silently 6-in-12

Open locks 4-in-12

Pick pockets 5-in-12

1 75%

1 1 2



cure light wounds 1 R touch, D instantaneous; reversible

sanctuary 1 R 0, D 1 turn

cure light wounds �

sanctuary �

0

No

2,500



Male

16

5'7"

150 lbs.

black

grey

wears hat and mask to hide his

face and to protect blue-green skin from drying out

messenger

Common, Hellenic (Atlantean), Keltic (Goidelic),

Thieves’ Cant

Rel

born and raised on streets of Khromarium

put to work at young age as kerbside beggar-thief, providing for parents

after knife attack, found faith of Rel and joined Tull Kamtose’s unsanctioned thieves’ guild

wanted by official thieves’ guild, so fled to Swampgate, where he pursues mercenary work

leather armour                                                        (15 lbs.)

daggers ×2                                                                  (2 lbs.)

sling                                                                             (1 lb.)

backpack                                                                    (2 lbs.)

bandages

blanket                                                                        (3 lbs.)

bullets ×20                                                                 (2 lbs.)

soft leather pouch

small sack

thieves’ tools                                                              (3 lbs.)

tinderbox                                                                    (1 lb.)

torch                                                                            (1 lb.)

wineskin (full)                                                           (4 lbs.)

writing stick

belt

normal boots                                                              (1 lb.)

normal clothing                                                        (3 lbs.)

leather gloves

cloth hat

tabard

iron rations                                                                (5 lbs.)

holy water

wooden holy symbol of Rel

Total Calculated Encumbrance:                           43 lbs.

2

1

3

bullets � � � � � � � � � � � � � � � � � � � �

�

� � � � � � �



Zotis Pontos

Purloiner

Atlantean

4

Neutral

13 ±0

+1 3:6 8%

17 +2

+1
4:6 32%

13 +1

±0

80%

3:6 8%

14 +1
— —

15 +1
75% one level 1, one level 2

15 +1

8
+1

15

+3

+2

other dodging +1, willpower +1

6 23

3

repeating crossbow

–2

5 5

studded

— +1 melee w/ off-hand parry

40

+2 dagger 1 1/1 +2 1d4+3 casts light in 10-ft. radius

+2 dagger 1 1/1 +1 1d4+3 casts light in 10-ft. radius, two-weapon fighting (primary)

+1 dagger 1 1/1 –1 1d4+2 casts light in 10-ft. radius, two-weapon fighting (secondary)

+1 dagger 1 1/1 +1 1d4+2 casts light in 10-ft. radius

+2 dagger 10/20/30 3/2 +4 1d4+3 casts light in 10-ft. radius

+1 dagger 10/20/30 3/2 +3 1d4+2 casts light in 10-ft. radius

repeating crossbow 50/100/150 3/1 +2 1d6 jams on natural 1–3 attack roll, requiring 1d3 rounds to repair

8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26



Agile +1 AC bonus when unarmoured and unencumbered (small shield allowed)

Backstab +4 attack bonus, ×2 damage

Clandestine tongue Thieves’ Cant

Detect secret doors 3-in-6

Magic item use as cleric or thief

Read scrolls decipher and invoke spells on cleric scrolls

Scribe scrolls write from one to five known spells onto a scroll; requires one week per spell level

Sorcery cleric spells

Turn undead ×2 per day

Climb 9-in-12

Decipher script 1-in-12

Discern noise 5-in-12

Hide 7-in-12

Manipulate traps 5-in-12

Move silently 7-in-12

Open locks 5-in-12

Pick pockets 6-in-12

2

T 11:12 8:12 5:12 2:12 NT NT NT NT NT NT NT NT NT

4 75%

1

1

1

1

2

2



create water 1 R 10 ft., D permanent; reversible

cure light wounds 1 R touch, D instantaneous; reversible

light 1 R 120 ft., D 6 turns

omen 1 R touch, D 1 turn

sanctuary 1 R 0, D 1 turn

aid 2 R touch, D 1 turn

distinguish alignment 2 R 10 ft., D 6 rounds

weird war hammer 2 R 30 ft., D 1 round per CA

cure light wounds �

light �

aid �

weird war hammer �

12,000

No

20,000



Male

18

5'7"

150 lbs.

black

grey

wears hat and mask to hide his

face and to protect blue-green skin from drying out

messenger

Common, Hellenic (Atlantean), Keltic (Goidelic),

Thieves’ Cant

Rel

born and raised on streets of Khromarium

put to work at young age as kerbside beggar-thief, providing for parents

after knife attack, found faith of Rel and joined Tull Kamtose’s unsanctioned thieves’ guild

wanted by official thieves’ guild, so fled to Swampgate, where he pursues mercenary work

studded armour                                                      (20 lbs.)

repeating crossbow                                                   (6 lbs.)

backpack                                                                    (2 lbs.)

bandages

blanket                                                                        (3 lbs.)

bolt case                                                                      (1 lb.)

light bolts ×20                                                           (2 lbs.)

brass scroll case

hard leather pouch

soft leather pouch

small sack

thieves’ tools                                                              (3 lbs.)

tinderbox                                                                    (1 lb.)

wineskin (full)                                                           (4 lbs.)

writing stick

belt

normal boots                                                              (1 lb.)

normal clothing                                                        (3 lbs.)

leather gloves

cloth hat

tabard

iron rations                                                                (5 lbs.)

holy water

silver holy symbol of Rel

leather mask

+1 dagger                                                                      (1 lb.)

+2 dagger                                                                      (1 lb.)

protection scroll: dæmons

potion of diminutiveness

Total Calculated Encumbrance:                           53 lbs.

9

77

light bolts � � � � � � � � � � � � � � � � � � � �

�

� � � � � � �



Zotis Pontos

Purloiner

Atlantean

7

Neutral

13 ±0

+1 3:6 8%

17 +2

+1
4:6 32%

13 +1

±0

80%

3:6 8%

14 +1
— —

16 +1
75% one level 1, one level 2

15 +1

8
+1

13

+3

+2

other dodging +1, willpower +1

6 38

5

repeating crossbow

–2

5 5

studded

— +1 melee w/ off-hand parry

40

+2 dagger 1 1/1 +2 1d4+3 casts light in 10-ft. radius

+2 dagger 1 1/1 +1 1d4+3 casts light in 10-ft. radius, two-weapon fighting (primary)

+1 dagger 1 1/1 –1 1d4+2 casts light in 10-ft. radius, two-weapon fighting (secondary)

+1 dagger 1 1/1 +1 1d4+2 casts light in 10-ft. radius

+2 dagger 10/20/30 3/2 +4 1d4+3 casts light in 10-ft. radius

+1 dagger 10/20/30 3/2 +3 1d4+2 casts light in 10-ft. radius

repeating crossbow 50/100/150 3/1 +2 1d6 jams on natural 1–3 attack roll, requiring 1d3 rounds to repair

6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24



Agile +1 AC bonus when unarmoured and unencumbered (small shield allowed)

Backstab +4 attack bonus, ×3 damage

Clandestine tongue Thieves’ Cant

Detect secret doors 3-in-6

Magic item use as cleric or thief

Read scrolls decipher and invoke spells on cleric scrolls

Scribe scrolls write from one to five known spells onto a scroll; requires one week per spell level

Sorcery cleric spells

Turn undead ×5 per day

Climb 10-in-12

Decipher script 3-in-12

Discern noise 8-in-12

Hide 9-in-12

Manipulate traps 7-in-12

Move silently 9-in-12

Open locks 7-in-12

Pick pockets 8-in-12

5

D D T T 11:12 8:12 5:12 2:12 NT NT NT NT NT NT

7 75%

2

1

1

1

1

3

2

1



bless 1 R 0, D 3 turns; reversible

create water 1 R 10 ft., D permanent; reversible

cure light wounds 1 R touch, D instantaneous; reversible

light 1 R 120 ft., D 6 turns

omen 1 R touch, D 1 turn

purify food and drink 1 R 10 ft., D instantaneous; reversible

sanctuary 1 R 0, D 1 turn

aid 2 R touch, D 1 turn

distinguish alignment 2 R 10 ft., D 6 rounds

find traps 2 R 30 ft., D 1 turn per 2 CA

invisibility to undead 2 R touch, D special

weird war hammer 2 R 30 ft., D 1 round per CA

create food and water 3 R 10 ft., D permanent

cure disease 3 R touch, D permanent; reversible

bless �

cure light wounds �

omen �

aid �

weird war hammer �

cure disease �

 

100,000

Yes

160,000



Male

21

5'7"

150 lbs.

black

grey

wears hat and mask to hide his

face and to protect blue-green skin from drying out

messenger

Common, Hellenic (Atlantean), Keltic (Goidelic),

Thieves’ Cant

Rel

born and raised on streets of Khromarium

put to work at young age as kerbside beggar-thief, providing for parents

after knife attack, found faith of Rel and joined Tull Kamtose’s unsanctioned thieves’ guild

wanted by official thieves’ guild, so fled to Swampgate, where he pursues mercenary work

studded armour                                                      (20 lbs.)

repeating crossbow                                                   (6 lbs.)

backpack                                                                    (2 lbs.)

bandages

blanket                                                                        (3 lbs.)

bolt case                                                                      (1 lb.)

light bolts ×20                                                           (2 lbs.)

brass scroll case

hard leather pouch

soft leather pouch

small sack

thieves’ tools                                                              (3 lbs.)

tinderbox                                                                    (1 lb.)

wineskin (full)                                                           (4 lbs.)

writing stick

belt

normal boots                                                              (1 lb.)

normal clothing                                                        (3 lbs.)

leather gloves

cloth hat

tabard

iron rations                                                                (5 lbs.)

holy water

silver holy symbol of Rel

leather mask

+1 dagger                                                                      (1 lb.)

+2 dagger                                                                      (1 lb.)

cleric scroll (darkness)

cleric scroll (create water, purify food and drink; 

                       create food and water; CA 6)

love potion

potion of climbing

dust of madness (1 dose)

Total Calculated Encumbrance:                           54 lbs.

102

10
25-gp onyx, 50-gp garnet

light bolts � � � � � � � � � � � � � � � � � � � �

�

� � � � � � �



HROLF STYRSSON
(Viking male runegraver)

Hailing from New Vinland, an adolescent Hrolf 
Styrsson [HRAWLF STER-suhn] was selected to serve the 
elder runegraver Oddbjörg Jórunsdóttir, when his 
strong spiritual connexion was cognized. Due to his 
preternatural talents and proclivities, Hrolf proved 
an apt pupil, earning the notice of his jarl, Ragnarr 
the Sea-Wolf. He likewise distinguished himself with 
others of his clan as both a fearless warrior and a wise 
man being groomed to replace his ageing mentor.

Hrolf was charged to travel abroad as the final stage 
of his training, so he left Ragnarrheim to learn of the 
outside world. In the frontier town of Swampgate, he 
has found no shortage of adventure, though he oft 
thinks of his homeland. Little does he know that his 
mentor has passed, and that if and when he returns, 
he will become the jarl’s new runegraver.
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Hrolf Styrsson

Runegraver

Viking

1

Chaotic Good

14 ±0

+1 3:6 16%

14 +1

±0
3:6 8%

15 +1

+1

85%

3:6 16%

9 ±0
— —

16 +1
— —

11 ±0

4
—

16

+2

+2

poison +1, willpower +1

8 9

1

—

6 6

ring mail

— +1 melee w/ off-hand parry

40

battle axe 2 1/1 ±0 1d8+1 1d10+1 two-handed

hand axe 1 1/1 ±0 1d6+1

dagger 1 1/1 ±0 1d4+1

battle axe 2 1/1 –2 1d8+1 two-weapon fighting (primary)

hand axe 1 1/1 –3 1d6+1 two-weapon fighting (secondary)

dagger 1 1/1 –3 1d4+1 two-weapon fighting (secondary)

hand axe 15/30/45 1/1 +1 1d6+1

dagger 10/20/30 3/2 +1 1d4+1

10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28



Rune graving each rune emulates a specific spell; invoking a rune costs 1 hp per spell level

Ale rune turn water to ale that heals 2 hp ×1 per day; produce mead than can cure disease ×1 per week

1 —

1 1



man (command) 1 R 30 ft., D 6 rounds

man �

0

No

3,000



Male

27

6'4"

231 lbs.

blond

hazel

weather-beaten

fisherman

Common, Old Norse

Ymir and Ullr

hails from Ragnarrheim, New Vinland

selected to serve elder runegraver due to his preternatural talents

charged to travel abroad as final stage of training, so left to learn of outside world

has found no shortage of adventure, though oft thinks of his homeland

ring mail                                                                   (20 lbs.)

hand axes ×2                                                              (4 lbs.)

dagger                                                                         (1 lb.)

battle axe                                                                    (5 lbs.)

backpack                                                                    (2 lbs.)

bandages

chalk

dice

fishing hooks ×12

fishing string

small hammer                                                           (2 lbs.)

drinking horn (full of ale)                                        (1 lb.)

silver mirror                                                               (1 lb.)

soft leather pouch

tinderbox                                                                    (1 lb.)

torches ×2                                                                  (2 lbs.)

waterskin (full)                                                          (4 lbs.)

writing stick

belt

normal boots                                                              (1 lb.)

normal clothing                                                        (3 lbs.)

fur leggings

iron rations                                                                (5 lbs.)

wooden holy symbol of Ymir

man rune

Total Calculated Encumbrance:                           52 lbs.

4

9

2

�

� � � � � � �



Hrolf Styrsson

Runegraver

Viking

4

Chaotic Good

15 +1

+1 3:6 24%

14 +1

±0
3:6 8%

15 +1

+1

85%

3:6 16%

9 ±0
— —

16 +1
— —

11 ±0

4
—

15

+2

+2

poison +1, willpower +1

8 30

4

—

4 4

+1 laminated

1 +1 melee w/ off-hand parry

40

battle axe 2 1/1 +1 1d8+1 1d10+1 two-handed

hand axe 1 1/1 +1 1d6+1

silver dagger 1 1/1 +1 1d4+1

battle axe 2 1/1 –2 1d8+1 two-weapon fighting (primary)

hand axe 1 1/1 –3 1d6+1 two-weapon fighting (secondary)

silver dagger 1 1/1 –3 1d4+1 two-weapon fighting (secondary)

hand axe 15/30/45 1/1 +1 1d6+1

silver dagger 10/20/30 3/2 +1 1d4+1

7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25



Rune graving each rune emulates a specific spell; invoking a rune costs 1 hp per spell level

Ale rune turn water to ale that heals 8 hp ×1 per day; produce mead than can cure disease ×1 per week

4 —

3

2

3

2



giant (enlargement) 1 R 5 ft. per CA, D 1 turn

man (command) 1 R 30 ft., D 6 rounds

riding (mount) 1 R 10 ft., D 3 turns per CA

constraint (hold person) 2 R 120 ft., D 6 turns

wealth (fool’s gold) 2 R 10 ft., D 6 turns per CA

giant �

man �

riding �

constraint �

wealth �

12,000

No

24,000



Male

29

6'4"

231 lbs.

blond

hazel

weather-beaten

fisherman

Common, Old Norse

Ymir and Ullr

hails from Ragnarrheim, New Vinland

selected to serve elder runegraver due to his preternatural talents

charged to travel abroad as final stage of training, so left to learn of outside world

has found no shortage of adventure, though oft thinks of his homeland

hand axes ×2                                                              (4 lbs.)

silver dagger                                                               (1 lb.)

battle axe                                                                    (5 lbs.)

backpack                                                                    (2 lbs.)

bandages

chalk

dice

fishing hooks ×12

fishing string

small hammer                                                           (2 lbs.)

drinking horn (full of ale)                                        (1 lb.)

soft leather pouch

tinderbox                                                                    (1 lb.)

torches ×2                                                                  (2 lbs.)

waterskin (full)                                                          (4 lbs.)

writing stick

belt

riding boots                                                                (1 lb.)

fur cape                                                                      (2 lbs.)

normal clothing                                                        (3 lbs.)

fur leggings

iron rations                                                                (5 lbs.)

silver holy symbol of Ymir

runes (giant, man, riding; constraint, wealth)

+1 laminated armour                                           (15 lbs.)

Total Calculated Encumbrance:                           48 lbs.

50

46
200-gp amber, 100-gp fire opal,

70-gp chrysoberyl, 100-gp gold ring �

� � � � � � �



Hrolf Styrsson

Runegraver

Viking

7

Chaotic Good

15 +1

+1 3:6 24%

14 +1

±0
3:6 8%

15 +1

+1

85%

3:6 16%

9 ±0
— —

16 +1
— —

11 ±0

4
—

13

+2

+2

poison +1, willpower +1, all saves +1 (luckstone)

8 41

7

—

4 4

+1 laminated

1 +1 melee w/ off-hand parry

40

+2 battle axe 2 1/1 +3 1d8+3 1d10+3 two-handed

hand axe 1 1/1 +1 1d6+1

silver dagger 1 1/1 +1 1d4+1

+2 battle axe 2 1/1 ±0 1d8+3 two-weapon fighting (primary)

hand axe 1 1/1 –3 1d6+1 two-weapon fighting (secondary)

silver dagger 1 1/1 –3 1d4+1 two-weapon fighting (secondary)

hand axe 15/30/45 1/1 +1 1d6+1

silver dagger 10/20/30 3/2 +1 1d4+1

4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22



Rune graving each rune emulates a specific spell; invoking a rune costs 1 hp per spell level

Ale rune turn water to ale that heals 14 hp ×1 per day; produce mead than can cure disease ×1 per week

Casting of lots as augury ×1 per day

Nithing pole as bestow curse ×1 per month

7 —

3

3

3

1

3

3

3

1



giant (enlargement) 1 R 5 ft. per CA, D 1 turn

man (command) 1 R 30 ft., D 6 rounds

riding (mount) 1 R 10 ft., D 3 turns per CA

constraint (hold person) 2 R 120 ft., D 6 turns

shower (black cloud) 2 R 240 ft., D 1 turn

wealth (fool’s gold) 2 R 10 ft., D 6 turns per CA

plenty (create food and water) 3 R 10 ft., D permanent

ulcer (inflict disease) 3 R touch, D permanent

yew (twofold missile) 3 R touch, D 3 rounds

ice (freeze surface) 4 R 240 ft., D special

giant �

man �

riding �

constraint �

shower �

wealth �

plenty �

ulcer �

yew �

ice �

100,000

No

192,000



Male

32

6'4"

231 lbs.

blond

hazel

weather-beaten

fisherman

Common, Old Norse

Ymir and Ullr

hails from Ragnarrheim, New Vinland

selected to serve elder runegraver due to his preternatural talents

charged to travel abroad as final stage of training, so left to learn of outside world

has found no shortage of adventure, though oft thinks of his homeland

hand axes ×2                                                             (4 lbs.)

silver dagger                                                               (1 lb.)

backpack                                                                    (2 lbs.)

bandages

chalk

dice

fishing hooks ×12

fishing string

small hammer                                                           (2 lbs.)

drinking horn (full of ale)                                        (1 lb.)

soft leather pouch (16 twigs and bone dust)

tinderbox                                                                    (1 lb.)

waterskin (full)                                                          (4 lbs.)

writing stick

belt

riding boots                                                                (1 lb.)

fur cape                                                                      (2 lbs.)

normal clothing                                                        (3 lbs.)

fur leggings

iron rations                                                                (5 lbs.)

silver holy symbol of Ymir

runes (giant, man, riding; constraint, shower,

            wealth; plenty, ulcer, yew; ice)

+1 laminated armour                                           (15 lbs.)

+2 battle axe                                                             (5 lbs.)

armband of the housecarls (3 pieces)                   (1 lb.)

luckstone

Total Calculated Encumbrance:                           48 lbs.

100

49
200-gp platinum ring,

100-gp gold ring �
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Hrolf Styrsson 
(Viking runegraver)

Andromeda Hippolytedoros
 (Amazon paladin)

Nikomedes the Lawgiver 
(Kimmerian cataphract)

Deishu Seet 
(Half-blood Pictish cryomancer)

Attor Buhr 
(Saxon barbarian) Gregor Kravinsson 

(Common huntsman)
Zotis Pontos 

(Atlantean purloiner)
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