Name: Chicken Bone

Sex: Male
Race: Keld 
“Profession”: Warrior 
Point Total: 110

Height: 3’5” 


Eyes: green

Weight: 85


Age: 20

Attributes: ( 50 pts)

ST: 11

DX: 14

IQ: 10

HT: 10

Basic Speed: 6

Move: 5

Dodge: 9 (6+3)

Parry: 11 (8+3)

Block: 10(7+3)

Swing:1d+1

Thrust: 1d-2
Skills:

Acrobatics

Area Knowledge (Vaslick)

Armoury

Axe Throwing

Bartender

Bow

Broadsword

Darts

Fast-Draw(knife)

Fast-Draw(sword)

Fast-Talk

FirstAid

Fishing

Gambling

Hiking

Holdout

Knife

Knife Throwing

Language (Northern Trade)

Lifting

Off-Hand Weapon Training (Knife)

Pickpicket

Shield

Shortsword

Sleight of Hand

Staff

Stealth

Throwing

Tournament Law (Sword Duels)

Tracking

Woodworking
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Advantages:

Keld Racial Package

     +1 Dex (10)

     Chameleon Ability (2)

     Extended Lifespan (5)

     Infravision (15)

     Keld Craft Bonus (6)

Alertness (5)

High Pain threshold (10)





DisAdvantages:

Keld Racial Package

     -1 St (-10)

     Reduced Move (-5)

Code of Honor (to comrades) (-5)

Overconfidence (-10)

Impulsiveness (-10)

Obsession (Be the Best Warrior) (-5)

Quirks:

Pessimistic (-1)

Careful (-1)

Proud (-1)

Unused (-1)

Unused (-1)





Monster ID: 15%

Armor:
Coins:

Chainmail (PD3 DR2)
8 Gold

16 Silver

22 Copper

Racial Abilities (description): Chameleon ability: Kelds skin tone slowly changes with the enviournment he/she is living in.  It changes slowly over a 2 or 3 week period.  So, for example: If a keld is living in a forest in the summer, his skin tone will be slightly greenish, while in the winter his skin would be very pale, almost white.

Equipment: Short sword, large knife, book (was going to be your spell book, but you never could cast spells), backpack, 5 small pouches, 3 large pouches, money, a couple of pretty stones, a tooth from your first win in combat, a bent spoon, sleeping bag,, the bone that your father saw when you were born.

Weapon
Damage (type)
Str.
Level
Notes

Short Sword
1d+1 (cut)
7
16



1d-2 (imp)
7
16


Large Knife
1d-1 (cut)
-
14



1d-2 (Imp)
-
14


Appearance:  You are an average sized keld, and pretty average looking too.  You have one large scar on your face from training, and several small ones on your arms.  You carry several pouches, and a backpack to keep your things in, and any interesting tidbits you find on your journeys.  

Background: You and Sunrise grew up here in Vaslick.  You know these streets like the back of your hand.  Granted, that isn’t that hard to do, since the town isn’t very large.  Your friend Sunrise decided to become a mage, and you tried to as well, but you just didn’t have it in you.  Besides, it is more fun to use your sword.


While training to become a warrior, you had to really prove yourself.  The other trainees always picked on you because of your size, and generally made your life miserable.  You found yourself having to get good more quickly than all of your classmates, otherwise you were ridiculed even more.  That is where you got many of your scars.  Your classmates would challenge you to duels, and they would take any shot they could to best you.


You are a really good warrior.  You see no reason to wait around while others talk about what to do.  When you sit and talk about things, you are wasting time.  Time that you could be using to defeat your foe.  You don’t like to wait around for people to come after you.  


You practice your skills often.  You want to be the best warrior that anyone has ever seen.  You spend lots of time working on your swordsmanship.  You are getting really good, but you know that there is still a lot to go before you are the best.


Recently, you and Sunrise decided to become real adventurers, and joined up with this odd group of adventurers.  You have gone on several adventures with them, and they seem to be a good bunch.

Party members:


Sunrise: (Keld male) He has been your best friend since childhood.  You have run the streets together for years.  He tried to get you to become a mage like he is, but you liked the thrill of battle more, and you weren’t very good at magic.


You know that he tends to look down on others that he is around.  He is pretty good at everything he does, and you know that he doesn’t look down on you.  You are a much better fighter than he is.  

Darla Slate: (female Dwarf) This girl is smelly, and strange.  She seems to think that she doesn’t need to bathe.  She has a HUGE axe that she carries around, and wields it like it were a mere shortsword.  Her strength amazes you.


She seems to think it is her job to cheer you up.  She thinks that you are depressed just because you are a little on the pessimistic side.  She jabbers on about how much fun it is to chop wood, and she drags you along with her whenever she can.  She seems to make you carry more wood back each time.  You have heard her talk to herself on your way back to camp, and she keeps whispering stuff like, this’ll make ‘im stronger.

Rowlin Krailc: (human male) He is a very quiet.  He is a cleric of Mayhafist.  He seems to think all problems through very thourhoughly before acting on them.  You can’t figure out why someone would want to spend that much time trying to figure out what to do, it is just wasting time that you could be hunting them down.

Londell Silverleaf: (male elf) This is the luckiest guy you have ever met.  He seems to get through life on luck alone.  He is a thief, and if it weren’t for his luck, you are sure he would be dead by now.  You have watched him pick a lock, and you are sure that Darla, or anyone for that matter, could do it better.


He seems to think that he is a great thief, and nobody knows any better.  He is a little too happy go lucky for your tastes. 
Cralin (male Human)  He is a woodsman.  He can track anything.  You are sure that he was born in the woods, and that is how he knows his way around them so well.  He is a good warrior too.  He and Darla should get along just fine, they both like the woods.

What is a Keld?-Resident Knowledge: 

Kelds are usually 3' to 4' tall and weigh roughly 100 pounds.  They have skin tones that normally match their surroundings.  For example those living in heavily forested regions tend to take on a greenish complexion, while those in the desert are sandier in complexion.  Their hair however does not normally change with their surroundings, although many dye their hair to fit in somewhat.  Their ears normally come to a subtle point, not as pronounced as an Elf however.  

Kelds, by their very nature, are collectors.  They tend to adventure early on in life to find interesting items and then slowly root away what they have found.  Normally as a Keld gets older he or she tends to remain at home more and more.  Some stay to protect their "collections," others believe they have the most unique items they will ever see and do not believe they ever need to leave their homes again.  

Kelds have a diet similar to an average human although normally their spices are more diverse, and heavy.  Because of this many believe that Keldic food is over-done or spoiled, however that simply is not the case.  Kelds worship many different gods.  There is no specific god or group of gods that get worshiped more or less by Kelds. 

Kelds are on par with dwarves, elves and humans for technical knowledge.  However normally this knowledge comes from other races.  Many races, for this reason, guard as much of their information from the Kelds as they can, believing that Kelds are not original, simply thieves and duplicators. 

Keldic families are loose knit organizations that tend to ebb and flow over time simply because Kelds are in pursuit of wealth and larger "collections". Normally Keldic births are also naming ceremonies.  Immediately after the newborn is delivered the child is named for life, normally the first thing one of the parents sees.  Kelds have no family or last names but normally substitute names of their towns or their parents if they ever need to differentiate themselves from one another.  Such occasions are extremely rare however since most Keld names are so unique, such as Falling Pail, or Leather boot.

