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Human Cleric — Serila Tormana 
  
Race and Culture: Human, Rural 
 
Physical Description: Tall for a woman, 
sturdy, and fair in skin and hair.  Striking 
green eyes, which look torn between rage 
and tears, mar her stoic and rigid face.  
Her voice is controlled and calculating 
inflecting to match her meaning, showing 
considerable training.  Her movements are 
hesitant and then forceful, betraying her 
conflicted nature.  The garb of the Order 
is well fitted, with the surcoat of stars and 
a crook echoing the green of her eyes. 
 
Character Background:  Born on a small 
farm, and raised a devout follower of the 
Pantheon, her parents died in the border 
skirmishes when Serila was an adolescent. 
With no parents, the siblings were unable 
to provide for themselves. Both her aunts 
were overburdened with the damages to 
their lands by the battles, and with too 
many mouths to feed she was sent to the 
regional temple as a pledge. Her sisters 
were quickly married off to poor husbands 
and the family lands used as dowry. Serila 
told her aunts she would have no man, 
which was fortunate for her sisters who 
could then afford slightly better husbands.  
Her youngest brother was adopted by an 
aunt who had only daughters and was 
beyond childbearing years. 

Filled with rage and loss, she gravitated 
towards the deity aspect of Voroth the 
Warrior.  Since she was sound of mind 
and body, the priests of Voroth began her 
tutelage with the goal of making a 
Shepherd out of her.  Her rage became a 
bitter steel center, one that she built a 
rigid woman around.  Hardened to the 
world and unforgiving in nature she began 
the Shepherd's path.  

She was well prepared for the trials of 
initiation and had every confidence.  A 
freak accident during the trials, aided by 
her enthusiasm for violent conflict, caused 

one of her opponents to fall at a bad 
angle, snapping his neck.  The Arms 
Warden could not heal the boy before he 
expired and being a small center the life 
keeping ritual was not known.  By the 
time the ritual masters arrived there was 
nothing to be done.  Haunted by the 
accident and riddled with guilt, a great 
depression set in.  Although the order 
found no fault in her, she knew better.  
Her rage and lust for violence had cost the 
boy his life.  

 

Her guilt and self-doubt tempered but did 
not diminish her anger.  Like a hot blade 
doused in water she became a thing of 
steel, locked in dogma and ritual, but 
always with self-doubt that made her give 
others more leniency than she could 
muster before.  Coiled, taut, grief 
stricken, and full of potential, she 
sharpened her dirk and donned the 
surcoat of the Order of the Shepherd's. 

 

  



Human Rogue — Riley "Ninefingers" Millerson 
  
Race and Culture: Human and Urban 

Physical Description: Riley stands 5' 7'' 
tall and is quite thin. He's got short, curly 
blond hair and hazel eyes. He has high 
cheekbones, a nose that has been broken 
a number of times and is missing his right 
little finger. He wears sturdy leather 
boots, wide black cotton pants, a white 
linen shirt and a worn leather coat. 

Character Background: Riley grew up in 
the outskirts of town, where his family ran 
a mill. As the oldest of four children he 
was expected to take over the mill, but 
the life of a miller did not appeal to young 
Riley. After an accident cost him his left 
little finger (which he likes to say was lost 
as the result of a wager) he decided to 
run away, so at the age of thirteen, he 
stole his father’s savings and made for the 
big city. 

For a couple of weeks he lived well on his 
stolen money, but with no means to earn 
more, he soon found himself owing money 
to various groups. To pay off his debt he 
became a messenger for his creditors, and 
before a year had passed he'd become 
used to robbing people and involved in 
extortion and protection rackets. As he 
climbed the ladder of organized crime he 
gained more money, more power and 
more respect, things he would never have 
achieved as a miller. His quick climb to 
power has been noticed by the law as well 
as among the criminal fraternity. Lately 
he's had to step into the shadows and 
start pulling the strings instead of being 
out on the street and doing the jobs 
himself. With a small gang and control of 
part of the warehouse district he intends 
to expand his territory and eventually go 
head to head with the city’s real crime 
kingpins. 

 
Equipment List 
 
Light Crossbow  

 Quiver with 20 bolts 

Dagger in belt 

Dagger in boot 

Cutpurse knife 

 

High-Quality Equipment 
 
Level 1 +5 Quality dagger 

Level 2 +5 Quality throwing knife 

Level 3 Potion of Stealth 

Level 4 +10 Quality throwing knife 

Level 5 Potions of Minor Healing 

Level 6 +5 Magical dagger 

Level 7 Potion of Awe 

Level 8 Potion of the Politician 

Level 9 Gloves of Shadow 

Level 10 Belt of Strength  

 


