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Ser Derrick Williams, Knight of the Golden Valley (Human Paladin)

“I am on the Kings business, step aside”

Ser Derrick comes from a long line of Knights. His mother was a Priestess of the God of Justice
and his father is one of the King’s royal guards. He grew up dreaming of the chance to become
a knight and serve both the King and his mother’s god. Trained from birth to fulfill both of these
roles Derrick has finally come of age. He has been sent into the north to gain news of the enemy
and to spread word that the King has not forgotten his people during these dangerous times.

Rank: Novice (0 xp)

Attributes: Agility d6, Smarts d4, Spirit d6, Strength d8, Vigor d8

Charisma: +2; Pace: 6; Parry: 7 (1); Toughness: 8 (2)

Skills: Faith d6, Fighting d8, Healing d4, Knowledge (Heraldry) d4, Notice d4, Persuasion d6,
Riding d8

Hindrances: Code of Honor, Loyal, Vow (Service to the King of the Golden Valley)

Edges: Arcane Background (Miracles), Knight

Languages: Human, Dwarvish

Powers: boost/lower trait (benediction to the God of Justice), smite (blazing white light)
Power Points: 10

Gear: Chain mail (+2), long sword (Damage: Str+d8), medium shield (Parry +1, +2 Armor to
ranged shots that hit), light war horse, lance (Damage: Str+d8; AP 2 when charging; Reach 2)

Holy Vows: Upon taking his knighthood and entrance to the holy order Derrick vowed to serve
the King and honor the God of Justice. As such he will not lie, always searches for the truth in
all matters and swiftly dispenses the King’s justice when necessary. Violations of these tenets are
punishable at the GM’s discretion, but should use the parameters laid out in the Savage Worlds
core rulebook in the Arcane Backgrounds (Miracles) section.



Kaden (Half-EIf Sorcerer)

“I have chosen my own path to walk.”

Kaden was raised by her Elvish mother in the Lone Forest. Her mother was called a druid by
the few traveling merchants that visited them each year. Her mother never spoke of her father
and she never asked. As a child, she befriended most of the animals of the forest. She was taught
the ways of nature and the animals. She gained a kinship with the flora and fauna eventually
becoming a protector like her mother before her. On her mother’s deathbed she told Kaden to
rejoin civilization as a herald of nature and goodness. That was almost a year ago. Now Kaden
has found that, although she misses the simple life of beasts and trees, she has found a whole
new world to explore.

Rank: Novice (0 xp)

Attributes: Agility d6, Smarts d6, Spirit d8, Strength d4, Vigor d6

Charisma: -2; Pace: 6; Parry: 6 (1); Toughness: 5

Skills: Fighting d6, Healing d6, Notice d6, Riding d6, Spellweaving d8, Survival d6, Tracking d6
Hindrances: Cautious, Clueless, Outsider, Vow (Protect nature and her creatures)

Edges: Arcane Background (Sorcery), Beast Master, Heritage (New Power), Low Light Vision
Languages: Human, Dwarvish, Elvish

Powers: beast friend (animal language), dispel (green lights and the smell of lilac), shape
change

Power Points: 15

Gear: Staff (Damage: Str+d4; Parry +1; Reach 1; 2 hands)



Glint “the Axe” Red (Half-Orc Assassin)
“Who's next?”

Abandoned on the steps of a church in a great city to the east, Glint was raised in an orphanage
until he was eleven when the bookkeeper, Atticus Red, took him in, taught him to read and write,
and showed him great kindnesses. Glint was destined to be a shop keep until a random attack
killed his adopted mother, and Atticus revealed a darker side and hidden past. He taught the boy
to fight in an old style and groomed him for vengeance. The boy slew the enemies of his “father”
easily, and learned there was coin to be had for killing, and set out into the world at large, leaving
behind his old life for one of action and adventure.

Rank: Novice (0 xp)

Attributes: Agility d8, Smarts d4, Spirit d6, Strength d8, Vigor d6

Charisma: -2; Pace: 6; Parry: 6; Toughness: 6 (1)

Skills: Fighting d8, Intimidation d6, Notice d6, Throwing d6, Stealth d6, Tracking d6
Languages: Human, Orcish

Hindrances: Loyal, Greedy (Minor), Outsider, Vengeful (Major)

Edges: First Strike, Florentine, Infravision, Strong

Gear: Leather armor (+1), 2 battle axes (Damage: Str+d8), 2 throwing axes (Damage: Str+d6;
Range: 3/6/12; RoF: 1)



Brother Silas “The Steadfast” Tomkins (Human Cleric)

“Through righteous acts and proper deeds, we will prevail.”

A devout man of the cloth, Brother Silas spent his days cloistered up in the archives before he
was asked to spread the good word to the people, and take an active role in driving evil from
the world. Always one to lend a helping hand, he is still a scholar at heart, and gives careful
deliberation before reaching any decision. This can be a bit frustrating to his companions, but
his clear-headed thinking provides a nice counter-balance to his more aggressive allies. Once
dedicating himself to a cause, however, he is unwavering in his commitment.

Rank: Novice (0 xp)

Attributes: Agility d6, Smarts d6, Spirit d8, Strength d6, Vigor d6

Charisma: +2; Pace: 6; Parry: 6 (1); Toughness: 7 (2)

Skills: Faith d8, Fighting d6, Healing d6, Investigation d6, Knowledge (History) d6, Persuasion
d6, Notice d6,

Languages: Human, Dwarvish, Elvish

Hindrances: Cautious, Heroic, Stubborn

Edges: Arcane Background (Miracles), Charismatic

Powers: boost/lower trait (prayer of intervention), keal (chant of mending)

Power Points: 10

Gear: Chain mail (+2), mace (Damage: Str+d6), medium shield (Parry +1, +2 Armor to ranged
shots that hit)

Holy Vows: Brother Silas worships the Goddess of Wisdom and vows to protect the innocent,
fight evil, and never strike a blow in anger (Wild Attack). Violations of these tenets are
punishable at the GM’s discretion, but should use the parameters laid out in the Savage Worlds
core rulebook in the Arcane Backgrounds (Miracles) section.



Lyrial Duskhunter (EIf Mage)
“By the Seven Angles of the Silverwind!”

Lyrial was a magical prodigy among his people and was soon sent to study at the Precipice,

the retreat of the Silverwind Adepts, enshrouded in spells and mystery. At the Precipice, Lyrial
proved to be an apt, but overambitious student, his reach often exceeding his grasp, and as he
attempted some advanced weaving of the Silverwind, he failed to properly protect against the
Shadow, and some of it seeped into this world, forming the Dusk. He tried to battle it back, but it
proved too strong, and it left him weak and frail. He was cast out of the Precipice never to return.
With meager scraps of magic to cling to, Lyrial goes wherever chaos and strife are to be found, in
hopes he will be able to again face the Dusk, and drive it back forever.

Rank: Novice (0 xp)

Attributes: Agility d6, Smarts d10, Spirit d6, Strength d6, Vigor d4

Charisma: 0; Pace: 6; Parry: 5 (1); Toughness: 4

Skills: Climbing d4, Fighting d4, Investigation d6, Knowledge (Monsters) d6, Notice d6,
Spellcasting d10, Streetwise d6, Swimming d4

Languages: Human, Dwarvish, Elvish, Goblin, Orcish

Hindrances: All Thumbs, Anemic, Curious, Death Wish (Destroy the Dusk)

Edges: Arcane Background (Magic), Agile, Jack-of-All-Trades, Low Light Vision
Powers: bolt (silverwind), deflection (silverwind), stun (silverwind)

Power Points: 10

Gear: Staff (Damage: Str+d4; Parry +1; Reach 1; 2 hands), dagger (Damage: Str+d4; Range:
3/6/12; RoF: 1)

The Silverwind: What elves believe to be the source of all magic, the silverwind is invisible
until commanded into patterns through words and gestures where it then manifests in a
shimmering pattern of delicate, unearthly beauty.



Olwen Bervach (Human Ranger)

1

“Iam as calm as the wind, and as restless as the river.’

A strapping young man more at home in the woods than the city, Olwen grew up in a small
farming community, and spent his days hunting and fishing rather than tending the fields. He
returned from the hunt one day to find the village burning, and no one left alive. Over the next
three weeks, he carefully tracked down the party responsible—a roaming orc clan—and picked
them off one by one. He had nothing to go home to, and has since wandered the land, helping
those he can, rooting out evil and all forms, but is particularly keen on killing any orcs he
encounters. He pities half-orcs, thinking of them as abominations, and realizes that a few good
orcs may exist, but keeps a wary eye on those as well.

Rank: Novice (0 xp)

Attributes: Agility d8, Smarts d8, Spirit d6, Strength d6, Vigor d6

Charisma: 0; Pace: 6; Parry: 6;Toughness: 5

Skills: Climbing d4, Fighting d8, Notice d6, Riding d4, Shooting d6, Survival d8, Tracking d8
Languages: Human, Dwarvish, Elvish, Orcish

Hindrances: Heroic, Loyal, Vow (Minor: Destroy Orcs!)

Edges: Woodsman

Gear: Horse, Long bow (Damage: 2d6; Range: 15/30/60; RoF: 1; Shots: 1), Short sword
(Damage: Str+d6)



Perry “Cheese Fingers” Handlebrand (Half-Folk Thief)

“What, exactly, do you expect me to do?”

Never working an honest day in his life, Perry has been hoodwinked and gotten over on a

dozen times, but always comes through most that life has to throw at him always cheerful and
optimistic. He is confident that things work out, but prefers the creature comforts of city life (and
a nearby purse to cut). If he ever got around to it, he’s certain that he’d be good at something or
other, but, to date, he’s never really bothered to apply himself to much of anything.

Rank: Novice (0 xp)

Attributes: Agility d10, Smarts d6, Spirit d6, Strength d4, Vigor d6

Charisma: -1; Pace: 6; Parry: 5; Toughness: 5 (1)

Skills: Climbing d6, Fighting d6, Lockpicking d6, Notice d6, Stealth d8, Taunt d4, Throwing d6
Languages: Human, Dwarvish, Elvish

Hindrances: Clueless, Habit (constantly nibbling on something, usually cheese), Illiterate, Short
Edges: Fortunate, Quick Draw, Spirited, Thief

Gear: 4 knives (Damage: Str+d4; Range: 3/6/12; RoF: 1), leather armor (+1)



Garam “The Chosen” Vran of Clan Snowdawn (Dwarf Fighter)

“The skalds of Snowdawn shall soon sing my praises!”

The last surviving member of the Vran line, Garam has been selected by the Seer of Snowdawn
to do great things. Garam laughs it off, and chooses not to take the words of the Seer too
seriously. He knows he can fight well, and certainly enjoys besting any that get in his way. He’s
mighty handy with his hammer, a present from the Council, and has set out, at the urging of his
Clan, to do his ancestors proud, or, at the very least see more of the world. He especially despises
the use of ranged weapons, considering them cowardly and beneath a true warrior, and is quite
vocal about it.

Rank: Novice (0 xp)

Attributes: Agility d6, Smarts d4, Spirit d6, Strength d8, Vigor d8

Charisma: 0; Pace: 5; Parry: 7; Toughness: 8 (2)

Skills: Climbing d8, Fighting d10, Healing d6, Intimidation d6, Notice d4
Languages: Human, Dwarvish

Hindrances: Overconfident, Quirk (will not use ranged weapons), Slow, Stubborn
Edges: Low Light Vision, Sweep, Tough, Trademark Weapon (Olwen’s Hammer)
Gear: Chain mail (+2), Olwen’s Hammer (Damage: Str+d6; AP 1 vs. rigid armor)



