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Human (Tar Vangryur)

Criminal: Burglar
Criminal: Prostitute
Criminal: Rebel
Academic: Politics
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Novice

40ish. Slender build.
You have several attractive features that
make you quite comely.
You received an education.
You claim to have been held captive by
the Deathless Fae for 14 years, though
you did not age in that time.
Might makes right. The powerful are
worthy of their power.

Rogue
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History
You are a courtesan, slayer, and operative
in the Circle of Tears, a thieves guild in Tar
Vangr. You received special training in
learning political secrets and carrying out
murders for your patron, the Lord of Tears.
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Disguise Expertise: If you have
a disguise kit, you can use an
action to expend a use from
the kit to don a disguise.
Quick Reflexes: You can use a
triggered action on your turn
to hide or retreat.
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Languages: You can speak modern and read modern Calatite.
Religion: You believe the gods have abandoned the World of Ruin,
though you believe in spirits of the land.

Equipment

H

Wealth: You are comfortable. You own a room at the Burning Man tavern.
Clothing (fine)
Cloak
Black velvet mask with 1 casting of Mask (0th transformation)
Backpack
Coil of rope
Petrified hand that twitches in the light of a full moon
Tinderbox
Lantern
Brain preserved in a jar
Waterskin
Disguise Kit
Torches (2)
Healer's Kit
Spellsteel Shirt (Defense = AGI +3)
Coin: Pouch (2d6 coppers)
Food: 1 week rations
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Longknife (1d6)
Light Caster (2d6), range
(medium), 5 bolts, reload
Dagger (1d3)
Staff (1d6)
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Backstab: Once per
round, when you attack
with a basic or swift
weapon and you make
the attack with at least 1
boon, the attack deals
1d6 extra damage.

Assassinate: When a surprised
creature or one from which
you are hidden takes damage
from your attack, it makes a
Strength challenge roll. On a
failure, it takes damage equal
to its health.
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Opportunist: Once per
round, when the total of
your attack roll is 20 or
higher and exceeds the
target number by at least
5, you can take another
turn at any point before
the end of the round.

Magic
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Nimble Recovery: Use an
action to heal your
healing rate, then move
up to half your speed (no
free attacks).
Trickery: 1/round, make
an attack or challenge roll
with 1 boon, +1d6 dmg.
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Level

Ancestry

Name
Amara the Ice Viper

