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(1{9[[ 1c[8%(19 ¢ your age orpay

+(No false memories of a [ife you havn't lived.

oyraveler.,

You are free. You've been dropped into the Kingdom of your choice.
However, you have nothing in this world, no friends, family or enemies.

+ANVilderness survival skills +You alwavys have a home to return to
(utcast. r

~ittle to no experience in cities/ [ﬂl"ﬂl? towns

Ohedas is full of outcasts, from the Dalish (lves to the Fal-ashoth (Qunari, all striving to survive in an unforgiving world.
You were born an outcast, far from “civilisation” and were taught the rules of survival from a young age. dife is hard but
rewarding in its own way but now you have the opportunity to strike out on your own and forge a new path, a new destiny.

lOOCp

“You never get lost in a city “Some contacts in the city
Clt CBOI”" -Ne experience [iving in the wild

(J3orn in the city to a [oving family, who died when you were young. You've never had to worry about savage beasts or ban-
dits. Your battlefield was always the backalleys, dark corners of taverns, and the market dueling with merchants for the best
prices. \Maybe you got on the wrong side of the wrong person or perhaps you simply want to explore the world, either way

it's time you [eft for new horizons.
IOOCP

( ; | ( ‘ N 4 +(_an sense arkspawn =/ = =50% fertility rate
re‘x var C[en +WWarden companion (your choice of race, gender and class) -E[)ar&spa'wn can sense you

(PBrought mto the order at a re[nw[l young age due to unknown circumstances. You survived the brutal joining ceremony and

after a few years o_f training in things such [eadershlp diplomicy and battle tactics, you were made a full (5rey “Warden and

HOW, a[ong with your trusted “‘Warden compamoﬂ you travel the land searchmg j"m* new recruits, darkspawﬂ taint and

preparing for the next blight.
300¢p

+(Can sense (5rey Wardens +/= =50% fertility rate
Mmt Of the (Dal"kspawn $c])arkspam companion (your choice of breed™) ~(5rey “Wardens will hunt

Whether by unfurtunate circumstance or EQ some dark plot, you were exposed to a [e"vef of taint that would Kill or turn o ﬁers
into ghouls. However, You're an anomaly, managing somehow to adapt to the taint and become some Kind of hybrid.

You retain your individuality and free will, [)arkspawn instinctualy fear and obey you, in small numbers.

Other than some dark markings on your skin you look normal for your race.

#(Choose from (senlock, Hurlock, Shrick or (Ogre.

300¢p




Warrior

You've had extensive training in armed
combat, ranging from sword play to
archery. Hhe back bone of any fighting
force, you'll never be far from the action.
A warrior may arm themselves with
any weapon so long as they can [ift it.

‘Rogue

You are one crafty customer, succeeding
in battle by combining speed, subterfuge,
and a wide range of abilities to bring
opponents down in unexpected wavys.
URogues prefer light weapons for their
speed and precision, and are talented
with ranged weapons.

Specialisation

oemplar
You recieve training to combat mages.
oaking this specialisation will grant you
the ability to dispel and resist magic.

URanger
You recieve ranger training.
Your abilites with a bow are increased
drasticly, you can also summon [ocal

wi[c[[i_fc. to your aid,

(Puelist
You receive duelist training.
orocusing on pure finesse, your ability
will one handed weapons and dual
wielding increases drasticly.

Bard

You recieve bard training.
You now have access to powerful songs
and music which can modify the
temperaments of those around you.

eaveyr
You recive training in blood magic.
ohe more damage you take the greater
your strengh and damage output become.

(Champion
You recieve training in [eadership.
You can now inspire allies and terrify
foes, with nothing more than a well
chosen word or two.

Assassin
You recieve assasin training.
You can now see an enemies
vunrerabilies with just a glance.
You also now know how to brew
posions,

(PBerserker
You recieve training in unleashing the
_ ury.
You can now become furious, increasing
your damage and stamina at the cost of
finesse.



Robes & Staff

A simple set of robes and a wooden
staff, capped with a rough hewn gem.
(Your choice of robe colour)

O ree: Mage 50Cp

Mabari (Hound
‘Highly CIntelligent and fearcly [oyal,

Mabari Hounds are friends for life.
It's been known for (Mabari to
avenge their master before [ying
down to die beside them.

100CP
Staff of Parthalan

A spear-like staff, once used by a
Oevinter magister. Slightly increases
the damage caused by fire magic.

(iscount: Mage 200Cp
Pwarven (sladiator

A disgraced veteran of the proving
ground, exiled to the surface world
for reasons he’s no willing to cite.
A strong warrior with years of

experience.
300Cp

Andraste’s Ashes
A small pouch of Andraste’s Ashes.
(an be used to heal anything but
death.
(Enough for 5 uses.

3OOCP

PDagger & Ueather Armour ":

A simple steel dagger and an old set
of [eather armour.

Sword & Splintmail

Armour
A simple steel longsword and an old
set of splintmail armour,

oree: Warrior

(Flven Servant
An Elven Servant, your choice of
gender Whether they follow you
because of your coin, charisma or a
slave collar snapped around their
neck, the servant is completely [oyal

to you. IOOCP

Starfang
A sword forged from a metal that fell
from the heavens. (Extreamly sharp
and glows with an other worldly

light. (“longsword or greatsword)

200CP
(5olem & Control (Rod

Your own personal (solem!
oyrapped for perhaps centuries, this
(solem has forgotten everything but

its name. It has its own free will, but
the control rod will allow you to

order it around. 300CP

(Ring of no wishes
A unique ring that grants its wearer
Ummunity to being stunned. _Also
increases the wearers [uck, strength,

dﬁxterity and specd margiﬂa[[}g.

300cp

S0cp

Chasind Wilder
A barbarian from the wilds, your

choice of gender. K)his wilder has no

experience outside of the wilds, but
may prove useful on the long
stretches between civilisation.

lOOCp
Pwarven (Crossbow

A repeating crossbow of dwarven
design. “Includes a retractable bayonet
that slides out of a slot under the boflt
for melee purposes.

(iscount: Warrior (Piscount: Rogue

200Cp

(Pragonscale Armour
Armour made from {)ragon scales.
(Extreamly light and durable, also
grants a high resistance to fire
damage

300cp

(Cnchantment?

Ohats odd, you seem to understand the
process of inscribing [yrium runes on
items, to add or enhance properties.
“Without [yrium, enchantments are

t
emporary 400CP




(Unnatural

You have an unnatural aura about
you. Any [iving thing you come
across immediatly dislikes you, if
you stick around [ong enough they
may become violent toward you.
PDoes not effect your companions.

'*%'1OOCP

Phobia
You have a crippling phobia of some
sort. Maybe you're scared of dogs,
birds, trees, open spaces, confined
spaces, dirt, water, elves, dwarfs,
humans, qunari, darkspawn, or
your own shadow.
“With time you may be able to
confront your fears.

-%'ZOOCP

/}postate /
Somehow the Gyemplar (Jrder has

discovered your abilites and [abeled
you an apostate mage. Your [ikeness
will be plastered around cities and
towns making it very difficult for you
to do any business with honest folk.
(xpect to be hunted.

+300Cp

Cll(ness

You've contracted an unidentified
illness, r'csu[tiﬂg in you COﬂStﬂﬂt[‘}: _fec[
tired and weak.

Can't be cured by any method.

e IOOCP

Passenger
A denizen of the fade has taken up
residence in your body.
ohis spirit or daemon will constantly

whisper “advice” to you, and may try

to cﬁcmgc you.

Ohe spirit or daemon will occasionally

take control of your body at
iﬂﬁpportuﬂe times

e ZOOCP

A Oreast for (Crows
You've pissed off the wrong people,
and now you have the Antivan
(Crows on your tail.
(onsummate professionals, they will
stop at nothing until their contract is
fulfilled, unfuckily for you it ends at
your death.

+300CP

Maimed

Jue to an some accident one of
your [egs was maimed. You must
move slowly, you can run but at the
cost of excruciating pain.
Can't be cured by any method.

e IOOCP

(Unlucky

UIf it can brake, it probably will.
CIf it can go wrong, it probably will.
(3¢ prepared to change plans on the

fly when they fall apart.

‘Hopefully you're not on a boat

when your bad [uck strikes...

*%'ZOOCP

(Unfamiliar tongue
You don't understand the [ocal
languages. (s1ven time and a good

teacher you will be able to [earn the

[anguage- but it will take years to
become fluent. (Enjoy your time
mimiﬂg merytﬁing.

+300CP




You will spend the next 10 years in this realm. Ghose 10 years will be full
of blood and war, how you choose to handle this will undoubtedly have an
impact on this world.

(PBecarful, for there are enemies around every corner, trust people only
as far as you can throw them.

(Once youve come to the end of you adventure in this land, all of your
comp[ications will cease to be, no more re[igious J"anatics or professiona[
ASSASSINS hunting you, no more bad luck and mystery ilnesses.

Your dear Companions, should the\z survive, will also occompany you on
you next adventure ij" you with to take them with you,

(sood [uck on your next jump.

You can go home. You can stay here. You can go on
You return home, where ever You choose to remain in You choose to continue your
that may be, along with all ~ Q)hedas. You'll spend the rest jumping adventure. Your
the powers you've collected of you're life, how ever long companions can come with you
so far, that may be, living and and will [ive as [ong as you,
surviving in this unforgiving provided they don't die in some

land. unfortu:nate fasﬁion..
Your companions will remain

with you as [ong as the}j see

fit.




