Name – Londell Silverleaf

Sex: Male
Race: Elf
“Profession”: Thief 
Point Total: 110

Height: 
6’


Eyes: Green

Weight:
135


Age: 27

Attributes: (40pts)

ST: 11 (20)

IQ: 10 (0)

DX: 12 (10)

HT: 11 (10)

Basic Speed: 5.75

Move: 5

Dodge: 5

Parry: 7

Block: 6

Thrust: 1d-1

Swing: 1d+1
Skills:

Acrobatics

Area Knowledge (Nerol)

Disguise

Fast-Talk

First Aid

Gambling

Holdout

Intimidation

Knife

Knife Throwing

Language (Northern Trade)

Lockpicking

Pickpocket

Savoir-Faire

Sheild

Shortsword

Stealth

Streetwise

Traps
Type:

P/H

M/E

M/A

M/A

M/E

M/A

M/A

M/A

P/E

P/E

M/E

M/A

P/H

M/E

P/E

P/A

P/A

M/A

M/A
Pts:

2

1

1

4

1

1

2

1

4

1

1

4

2

1

1

4

4

1

2


Lvl:

11

10

9

11

10

9

10

9

14

12

10

11

11

12

12

13

13

9

10

Advantages: Elf Racial Package:

     +1 DX (10)

     Unaging (15)

     Infravision (15)

Alertness (5)

Appearance: Attractive (5)

Bonus to Savoire Faire (2)

Luck +2 (30)





DisAdvantages: Elf Racial Package:

     -1 ST (-10)

     Sense of Duty (nature) (-10)

Code of Honor(Avoid harming innocents) (-5)

Curious (-5)

Impulsiveness (-10)

Phobia: Cynophobia(Fear of Dogs) (-5)

Quirks:

Generally happy (-1)

Proud  (-1)

Talkative (-1)

Unused (-1)

Unused (-1)





Monster ID: 15%

Armor:
Coins:

Light Leather (PD:1 DR:1)
15 Gold

11 Silver

43 Copper

Racial Abilities (description): 

Equipment: 

Weapon
Damage (type)
Str.
Level
Notes

Large Knife
1d-1 (cut)
-
14



1d-1 (imp)
-
14


Large Knife (thrown)
1d-1 (imp)
-
12
½ Damage(11 meters)

Max Range: (55 meters)

Shortsword
1d+1 (cut)
7
13



1d-1(imp)
7
13


Appearance:  You are a rather attractive young elf.  You have wonderful green eyes, and blonde hair.  You have several pouches that you keep your picks in, and you keep a little extra money that you have found in other’s pockets.  

Background:  You were really young when your parents were killed by invading orcs.  You were left to the streets to make your living.  You know that you aren’t a very good theif, but somehow you have always managed to keep money in your pocket, and food in your stomach.


You recently decided that this stealing from people on the streets isn’t doing it for you.  Adventuring is where the real money is.  You know that if you get in with the right bunch of people, you can make lots of money, and maybe stop this whole thieving business all together.  You know that one of these days your luck is going to run out.  Silar (Goddess of unpredictability, fate and prophecy) has been on your side, and for now, she still is.


You don’t want anyone else to know that you aren’t very good at thieving, so you keep up the appearance that you are really good.  The rest of the party seems to have bought it so far.  Your luck has held out, and you have been able to pick all of the locks you have come up against so far.  Any traps that were on them, you have avoided, or disarmed, wittingly, or no.  


You learned to fight at an early age.  You found that it was a good skill to know, especially because pick pocketing doesn’t always work.  There were several times when you thought that the guy you lifted from was going to kill you, but you were always able to get a good hit in on them, and get away with the loot.  You can’t  just leave everything up to luck, so you taught yourself how to fight.


You joined up with this group of people a few months ago, and they are an all right bunch of people.  You haven’t earned much money yet, but then again, you haven’t gone on any real big time adventures yet.  You are hanging around in the bar where other adventuring types hang out, and waiting for something to turn up.  

Party members:


Rowlin Krailc: (human male) This guy is a cleric of Mayhafist.  He seems to be a pretty good guy.  He thinks thing through before he makes a decision, and sometimes that can be rather annoying, because some decisions need to be made rather quickly.  


Rowlin doesn’t talk enough for your liking.  He seems to keep to himself with everyone.  Maybe he talks to Darla, but you doubt it.  You know that they sometimes go off and gather wood for the fires, but you think he just goes to get herbs and stuff for his spells.

Darla Slate: (female dwarf) Wow is she strong!  Not just strengthwise either.  How long has it been since her last bath? You know that she hasn’t washed since you met her.  She certainly smells it too.  You aren’t sure why she won’t bathe, maybe it’s a dwarven thing.


She is such a cheery dwarf.  She is always trying to cheer people up, and she loves to drag everyone along to chop wood.  She thinks that you actually like to chop wood with her.

Sunrise: (male keld) This little keld certainly is full of himself.  He thinks that he is better at everything than everyone else.  He uses his magic all of the time to get himself out of trouble.  You would like to see him get through something without relying on magic.


You know that he has helped you out with undoing some locks.  At first you were going to bring it up to him, but thought that you would let him believe that he was doing something nice.  Maybe he will decide that he likes helping people, and start doing it more often.  Besides, if you did bring it up to him, the others might realize that you rely on your luck to get you through some tough spots.  Don’t want to ruin your reputation.

Cralin: (human male) This guy seems to be the most normal of the entire group.  He is a woodsman of some sort.  He is pretty good at tracking, and not a bad fighter either.  He usually fights with a weapon in each hand.  He seems to be pretty ‘good’ he never hurts people unless they are attacking him(or someone else).

Chicken Bone: (keld male) Man, these kelds sure have odd names.  He is a nice fellow, but he is pretty depressing.  He seems to always be down in the dumps about one thing or another.  He isn’t very fun to have around when you do something great.  He always finds the bad parts of situations. 


He seems to be a good fighter.  You aren’t sure how, he looks to small to really be effective, but he does pretty good.

What is a Keld?-Traveler Knowledge: 


Kelds are about the same size as dwarves, ranging from 3’ to 5’ tall and have slightly pointed ears.  They have odd skin tones that normally vary with where they are living.  Those in the city are pinkish-pale, while those in the forests have been known to be green, some even say that there are blue Kelds who live under water.


Kelds are pack rats and collectors.  Normally they can be found carrying all sorts of miscellaneous junk around with them.  Some say because they are greedy others claim it is because they are curious. 

Kelds are not known to have devised their own technology but have co-opted other races.  For example their homes normally resemble human homes when living among humans, and dwarf homes while living with dwarves.  Because of this lack of originality some believe that Kelds cannot be trusted and many a merchant has sworn that the “Kelds robbed him” when he or she was beating to the market with an idea even if a Keld was no where to be found. 

No one knows for sure if there is any organization to a Keld family since many Kelds seem to come and go as they please especially the young ones. 

Kelds are normally named after just about anything, from articles of clothing to the number of hairs on a baby’s head.  Many believe this goes back to the lack of Keldic originality.  

Silar(female)/Ralis(male)

God/Goddess of unpredictability, fate and prophecy

 Silar/Ralis is often called the "God of the Oracles". She/He often determines what will be, although he/she is very fickle and sometimes prophecies given to his/her faithful never come to pass. Silar/Ralis is often seen as the god of fortune/misfortune.

