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"THE MYSTIC"

Male Bog Trog Bone Grinder/Mist Speaker

LURGLEKK (LURK)
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Description: A stooped, reptilian fish-man with all manner of
tattered arcane totems decorating his body. Carries a surplus of
body parts, pastes from smashed organs and bones, fluids, and
other harvested parts for his arcane form of alchemy as well as
a few trophies from particularly interesting prey taken down in
cooperation with Longchops.

Background: As a bone grinder, you have the talent for turning
organic components into powerful magical artifacts. Years ago
you were part of a bone grinder hunting party led by the farrow
bone grinder Knor. It went well for a while, but you had a habit of
taking the most powerful components for yourself. Things came
to a head between you and Knor, and the farrow swore he’d grind
your bones the next time you met. You helped yourself to a few
choice items before leaving to hide out in the swamps, where you
met Longchops.

Since then you two have hunted together. The relationship has
worked out well so far, but Longchops struck a deal with the
Tharn Zocha to hunt down the farrow warlord Morrg—Knor’
new employer. You could run, but if Longchops and Zocha fail,
Knor will likely discover your whereabouts and it will only be a
matter of time before your old friend comes calling.

Attitude: Youre always looking for ways to increase
your own personal influence and power. Fortunately
you've made some impressive friends who help
you do just that. Having them around always
makes negotiations go smoother, and they’re
a great aid in bringing down bigger and
better beasts you can turn into powerful
arcane charms. YouTre not actively
scheming against them, but you're always
on the lookout for ways to make your own
life better.

Personal Goal: Your number one goal is to
eliminate Knor. Your former bone grinder
associate holds a grudge against you, and if he’s
not dealt with it’s only a matter of time before he
comes around looking for payback.

Relations with others:

Gullin Oakbreaker, “The Chief” — The pyg thinks he’s in charge.
That’s fine. It just means that when trouble comes, it comes to him
first. You're careful and patient, and working with him has had its
advantages so far. Whenever you need to push him a certain way,
a few well-chosen words seem to do the trick.

Longchops, “The Hunter” — He’s a big, scaly wall of
meat that draws attention away from you. More than
that, though, he’s useful to you. Traveling with
him has given you the opportunity to harvest
components from creatures you never could
have defeated on your own.
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Zocha, “The Guide” ~ Too clever for her own good. The Tharn
seems to think you're actively scheming against her. Well, maybe
a little, but no more than anyone else. You're smarter than her, but
she doesn’t miss many details. Lucky for the both of you, you're
working together.

UNLIKELY HEROES

When Longchops suggested joining up with Gullin and Zocha, you
had your reservations. Moving against Morrg means you'll have to
confront your old enemy, the farrow bone grinder Knor. You think
you can influence the others into helping you confront Knor and
take him out of the equation. You definitely have a better chance of
survival if there are others with you, and your mystical talents can
help keep them alive until they get the job done. If you can get your
hands on one of the razor boars Morrg’s warband keeps around,
you can make use of its flesh to create a scent mask to throw the old
bone grinder off your trail—you hope.
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ARCHETYPE: GIFTED

]
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Those with the Gifted archetype are born with the capacity to
work magic. This potential can be latent, discovered only later in
life, or it can be pronounced from an early age.

Additionally, a Gifted character begins the game with one of
several benefits. Characters gain additional benefits as they
accumulate experience points. Lurk has Combat Caster.

Combat Caster

When this character makes a magic attack roll, he gains an
additional die. Discard the lowest die of each roll.

Amphibious

Bog trogs treat water as open terrain and gain concealment while
within water. Amphibious characters never make Swimming
rolls and can always advance their full SPD while swimming.

Blending

Bog trog skin pigmentation naturally changes to enable them
to blend into their surroundings. Provided his body is mostly
uncovered and while not wearing armor, a bog trog gains boosted
Sneak rolls.

Greed Mania

Bog trogs become highly aggressive in the presence of objects
of wealth and are overcome with a desire to possess them. The
Game Master determines what constitutes an object of wealth,
but generally the larger and gaudier it is, the better. A bog trog
that takes possession of such an object immediately gains 1 feat
point. Once a bog trog gets his hands on an object of wealth, he
will fight to the death to remain in possession of it. Letting go of
it or otherwise allowing it to slip willingly from his possession
requires the bog trog to succeed in a Willpower roll with a target
number of 16.

Stink

While out of water bog trogs exude a repellent, fishy odor. Though
close companions can learn to ignore this stench over time,
any character attempting to track or detect a bog trog by scent
gains +2 to his die roll. Additionally, bog trogs suffer -1 on non-
Intimidation social rolls when dealing with creatures potentially
offended by their stench.

Bone Grinder

This character can create and use bone grinder fetishes.

Conniver

The character is well skilled in the arts of deception. The character
can reroll failed Bribery- and Deception-based social skill rolls.
Each roll can be rerolled only once as a result of Conniver.

Disease Resistance

The character can make boosted rolls to resist disease and

infection.

ITEM: ARCANE RELIC

Description: This is a talisman made from the desiccated flesh
and bones of an arcanist, sorcerer, warbeast, warlock, or other
innately arcane creature. The bone grinder can call upon the
power of the relic to extend his own arcane powers.

Special Rules: When a character with the Bone Grinder ability
casts a spell while holding an arcane relic in one hand, the spell
gains +2 RNG. Spells with RNG SELF, SP, or CTRL are not affected.

WILL WEAVERS &
FATIGUE POINTS

Most sorcerers and arcanists are will weavers, who rely on
their own physical stamina and the force of their mental will to
summon and direct arcane energy. This process can be incredibly
taxing to the spellcaster’s body and mind but allows for the subtle
weaving of intricate formulae.

Gaining Fatigue Points

A will weaver can gain fatigue points in a number of ways.

* Upkeep a Spell — A will weaver gains 1 fatigue point for
each spell he upkeeps during each Control Phase.

e Cast a Spell — When a will weaver casts a spell, he gains a
number of fatigue points equal to the COST of the spell.

* Boost a Magic Attack or Magic Damage Roll — Each time
a will weaver boosts a magic attack or magic damage roll,
he gains 1 fatigue point. Boosting must be declared before
rolling any dice for the roll. Remember, a single roll can
be boosted only once, but a will weaver can boost as many
different rolls as he can afford.

* Increase the Range of a Spell — A will weaver can gain 1
fatigue point to increase the RNG of a spell by thirty feet
(5”). Each spell cast can have its RNG extended only once as
a result of gaining fatigue. Spells with a RNG of CTRL or SP
cannot be affected in this way.

Removing Fatigue Points

Will weavers remove a number of fatigue points equal to their
ARC each Maintenance Phase.

Fatigue Rolls and Exhaustion

If his fatigue points exceed his ARC, a will weaver must make
a fatigue roll immediately after resolving each spell he casts.
To make a fatigue roll, roll 2d6. If the total is equal to or greater
than the number of fatigue points the will weaver currently has,
nothing happens. If the total is less than the number of fatigue
points the character has, he becomes exhausted.

When a character becomes exhausted, his turn immediately ends
and he cannot cast spells during the next round.

©2015 Privateer Press, Inc. All Rights Reserved. Permission is hereby granted to reproduce and retain copies of these character sheets for personal, non-commercial use only.



T HO MIEM o \|// ( N\ (7 IONVY SUALIAOW TIDIS (" A
Aired o 9BpPOQ DIOISH B WIOSJ o SINIOd ! . aw>vioL| = | Aumav | 4 [anvwwoo| 4 1VIS (INI + AHd)
Julds o 191S1-OM] B WIOSJ e Lv3ad INI YIMOLTIIM
aeys o uno .g uny e WIodd e .V
uonde pInb e ayew e 261LYD SSI[IUS[DI B WIOLD o LINTWAND \\ ADNVI ANVWWOD
1101 [I>is [[01 pay1e} e [[019Y o
JeqUIOD-UOU B 15004 e 109JJ9 SNONUIIUOD B SAOWDY e } TATVILIND SUAIGOW SURIIGOW
:03 juads aq ued syurod jeag TvioL = |TVNOILIAQY | 4 |INIWdINDI| 4 ._m—M._n.—m + .—\“>< y.n.nm— + ._.Q<n.__.mm
Awaus ue Aonsaq e m v — E uad
WD 3yl AQ USAID e  [[OI [[IS B UO $5320NS [E2N1I) o L
:Aq pauxes aq ued syuiod jeay oD \\ .V XYW INI
daaydn )
\_ SINIOd 1v3ad g wavivior| _ [S5I0" | 4 [Thowav | 4 | Ve | 4 LVIS o ¥
2a[123u] N — o AHd [ Dy
' \ paiddu \ .V
*s|[od ypene o1 Z—
Kby parddin /- —
IS 7- - sawor | _ | NiWainoa| 4 |Uviowar | 4 LVIS | LVIS | 1VIS
:anbisAyq pajddun >-—.—U<n—<u mo<2<a N — —l Udd 1oV ads o |—°n—
( NN C [ v
-0+ i J —
O-0+ 0 S| | () Mad ) €
AWVN 14
J-0-0 EE _—
D = D + D \_ NOdJV3IM TVNOILLIdaVy
-0+ @
SILON
0-0+0
AWYN
-0+ -
0-0+0
S9SeasIP 1sIsal 03 S[[01 AHd P31soog FONVLSISTY FSVasIa
D = D + D s+d |[1vW
[IPis uondadaq pue A1aqug pajre; __M_M__ YIAINNOD (u3d) 8 9 ——
! I ! ! = [¥3d) TVAIANN
(s)-=0J + (& Vi — ayuy| buninn
saysnay i
Jopunb suoq asn pue 93eald ue) WIANRIO ANOg @ B i a TR \_ SNOdVIM FTT1IW
pasoweun @ = B + a (LNI) 901007 "X3 ;30T | o i
S[IYM S[[O1 Seaus paisooq uren ONIANTTd @ 2 B fy a A
191eM dosp UIYIIM S[IYM JUSWI[ESOUOD IWYN
ureb pue uresa) uado se 1a1em [[e Jeall SNOIFIHIWY @ = B + a (INI) AWEHDTV MOd || VY |[ ONY
sI104 Ye338 d1BEW UO [[O1 a = B + a (19V) vaNs u
Mmo[ 3y doip pue 31 [EUORIPPE UE [[oY YALSVYD LVEWOD oWWY SILON
@ = B + a (mud) NolLD31Ia
d16eW YIOM Ued J93dRIeYd SIYL  @FLAID :AdALIHOUY
IWYN
= + (Mud) NOdVIM ANVH
STLON/NOILIRIDSIA FWVN @ B a Mod vy SNY
1VIOL T3AI1 3NTVA i3S
\_ SAILITIAV <3 SLIIANAY BNy LIS LN d STIDIS BN SNOdVIM dIDONWVU

QaNUVv3a dX TVLOL 1HOIFH AWVN 43AVId HlIvd SYINAVD OV mn;._.m_._um<)

=1 wl,9 ebiysy Jaxeads Isiw/Iapuuin auog Boul bog payo
C.S.ch.z_v._ ZO:._.I\V TIATT LHDIAM (S)DILSIIFLOVIVHD DNINIFAA X3as AWVN Y3LOVIVHD

_ 2 OI3H "sql 01Z S[ew (.21An7,,) Ma1Bang

133HS YFLDOVIUVHD LDI NNLINIAQV IHSVIINN SWOADNDI NOUI

and retain copies of these character sheets for personal, non-commercial use only.

ted to repi

is hereby

©2015 Privateer Press, Inc. All Rights Reserved. Per



*Aluo asn ‘leuosiad 1oy

2D 0T

VOIHSY

S431739 SNOIDITY

Ve

/3 )
DO-YOND

TMRAILANDTOW
MOV
\_ SADVNDNVT NIMOJS

\_ SIANRINCNI ININVWUA

1\ S34LON

4d axew o} pajueib Agaiay si uoIssIuLIa "ou| ‘SSald JodleAld JO a1e oboj sy pue 7

L " T

SWOQONI NOul

y _'..V?

*(.G) 193} 0E Aq pasnpai si yoene ay) jo abuel aAndaYL Yl
“yoene pabuel e Aq pajabies si 191oeieyd 1a61e) A[puslyy Usym

Z_>_|_|_0_N_ WSVINVHd

*SO1 JO sso[paeBal Ja3deleyd paldaje ue 19biey ued sisleieyd A[pusii] ‘yreaq Joj paew Aq
paidaye [Iym way) ureb jouued pue yi[eals pue [eaiodiodu] saso] pue J3d Z- siayns 1abiep

=S I R

‘[z + 1amodiiip] Joais) sureh aaisedqads ayp
N x| -

‘punou auo Joj pasejd
aq 1o ‘abieyd ‘uni Jouued puog auedly Aq pabewep Iseieyd y

A _ N | o1 _ - | o _ z _
440 dn MOd F0V SNY 1S0D

A _ A _ H1v3ad Yod adiuvw

_ 413S _ C _ UVAL 40 VO

AaNO9 INVIOUV
IWVN
NOILIaVYL INVOUVY

. [ST13ds |

11y uoJ| "pansasal syBu ||y "ou| ‘ssaid JesleAld ¥ 102-2002 WybuAdod

SILON/NOILdINDSIdA AWVN

1\ SNOILDANNOD
( )

YOWRY DOL D04
SILON/NOILJINDSAA IWVN

LIO0d
=004
oodd

wuv d3a ads

- YOWAV NIIOM

( )

(S) AV TvYaNIw
(S) TVLSAUD FLSVM TVIIWIHDTV

*pa3daye J0u ate YLD 10 ‘dS AT1dS
30 ONY & Yum s[iads "ONY Z +
ureb sjjads s,121sedjads ay3

‘puey dUO ul dI[a duULdIE UR UM (DI134 INVIUY) HSILIA YIANIID ANOY

Buipusg asn o3 Ajiqe s,601
Boq e yim aiapzul J0u ssoq YOWAIY DOUL D09

suonN|os [ed1Wayd[e
91eaId 01 1D Aredayrode
ue saiinbai Ja1oeIRYd YV LDI AYVDIHLOdY

JAEELE:| IWVN

N EZE]

and retain copies of these character sheets for personal, non-commercial use only.

ted to repi

is hereby

©2015 Privateer Press, Inc. All Rights Reserved. Per



