
Albana the she-wolf

Parsool

Lemurian, Kashtian

2 2 0 0

1

2

0

1

5
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1

0

1

2

Beggar

Slave

Gladiator

Mercenary

Sword (fang) 

Dagger

Leather armour (light) d6-3 [1]

Small shield (+1 to defence vs 1 att/rd)

Fetish coin pendant

Trademark weapon: albana gets a bonus die 
when attacking with her masterwork sword Fang.  

D6 +2

D6L +2



Albana is a formidable warrior, blonde and tall, with a body covered in scars. A white wolf’s face adorns her shield. She works as a 

mercenary captain or bodyguard, depending on the contract. 

An orphan from Parsool, she grew up alone on the streets after the ruin and death of her parents, wild as an alley cat. Captured as a 

teenager by slavers, but too rebellious to make a good slave, she was soon sold to the arenas of Malakut. There, she made a name for 

herself as a gladiator thanks to her exceptional physical abilities. However, after being treated disgracefully by the arena’s owner, 

she returned to her savage ways. She led a bloody gladiatorial revolt and fled at the head of a small band of fighters. Taking refuge 

north of the Kasht swamps and refusing to live as a bandit, she was soon spotted by Parsool’s army, who recruited her as a mercenary. 

Albana keeps as a pendant the last coin given to her by an honest parsoolish when she was begging in the streets before her capture  

by the slavers.



ARak-Aree the Talon of God

Axos mountains (Winged folk)

Lemurian, Windsong

0 3 1 1

1

0

2

1

5

10

1

0

2

1

Slave

Scholar 

Warrior

Priest

Bow 

Sword

D6

D6

Headband with silver wings, symbol  

of the Aerie of talons  

Winged-folk agility: Arak-aree has added +1  
to her agility (included above), and her maximum 
agility is 6 instead of 5.  

1



“Never again” is the vow of Arak-Aree.

Arak-Aree saw her parents killed by the flatlanders. The Wingless raided her aerie, killing the adults and taking the children as slaves. 

She was sold as a novelty to a rich merchant from Oomis who gave her to his spoiled daughter as a pet. Arak-Aree soon became the 

constant companion – then friend – of the girl. Life was nearly bearable until she reached her teens and the merchant’s older son began 

showing an “interest”. Wanting to protect her friend, the merchant’s daughter tried to convince her father to free Arak-Aree. A haggler 

to his very soul, he refused to give up such a valuable acquisition. The girl would not relent and eventually found a way to smuggle  

Arak-Aree out of the city.

With her aerie destroyed, Arak-Aree was at a loss. However, a fire still burned in her heart. She made her way to the mountain-top temple 

of Karyzon, “He of the Rending Talons” and dedicated herself to Him. It was then she took her vow, “Never again.” She trained in the ways 

of war, and soon like-minded youths began to gather around her. She formed the Aerie of the Talons, a society of warriors dedicated 

to protecting the Winged Men from the depredations of the Wingless.



ARgol Arran

Malakut

Lemurian, Malakutian, Ygddari

1 1 1 1

1

1

1

1

5

11

1

1

1

1

Thief 

Alchemist 

Mercenary

Minstrel

Sword

Dagger

D6 +1

D6L +1

Leather armour (light) d6-3 [1]

Masterwork thieves’ tools (see p. 146)  

3 vials of acid (see p. 145)

a stolen lute with a pleasant sound

Tools of the Trade: Argol has a  
set of finely crafted thieves’ tools.  
Roll a bonus die whenever using these.  



A friend of Sharangara of Oomis, Argol can turn his hand to almost anything. When the magician Oomathax the Quill discovered  

Argol stealing from him, he couldn’t bring himself to summon the guards to take Argol to the arena – there was something about  

this young man that he saw in himself when he was younger. Oomathax wondered whether he could take this wayward lad and turn him  

into a competent alchemist and musician. Argol took to it like the proverbial poad to water, and Oomathax schooled him in the arts of 

making potions and powders, and those of playing music.

One thing with Argol – while he can turn his hand to anything, he also gets bored very quickly. Pretty soon, he was slipping out from 

Oomathax’s care and hitting the road for adventure with his new found skills. Yet he didn’t hesitate to come back when the beautiful  

Sharangara, the magician’s apprentice, called upon him to help her avenge oomathax’s murder at the hand of a satarlan noble. For  

now they travel together until it no longer suits them to do so.



Bamboo

Jungles of Qush

Lemurian, festrelish

1 2 1 0

1

1

1

1

5
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1

1

1

1

Barbarian 

hunter

Healer

Gladiator

Spear

Sling

Javelin

D6 +1

D6L 

Leather armour (light) d6-3 [1]

Healing herbs and a bark fetish

Healing touch: Bamboo gets a bonus die 
whenever she helps someone recover  
from injury, poison, etc. 

Trademark weapon: Bamboo gets a bonus 
die when attacking with her spear made of 
jallallabar wood and blue steel.  

D6L 

Fear of Fire: Bamboo rolls a penalty die  
whenever she acts in the presence of fire.



When she was just a child, Bamboo had to flee the jungles of Qush with her family, members of a minority persecuted by a local warlord. 

She and her family found refuge in the swamps of Festrel but, ill-adapted to this hostile environment, they died one by one of hunger and 

disease. Miraculously unharmed, Bamboo was rescued and brought up by a small fishing community, where she lived out a happy youth. 

One fateful day, a sect of red druids attacked the salt-marsh village, burning everything in their path for the glory of Zaggath, the Lord 

of Fire. Only a handful of survivors managed to escape into the swamps. With her fist clenched on her spear made from the wood of a 

huge Qush jallallabar, Bamboo vowed to relentlessly hunt down and eliminate the worshippers of Zaggath, wherever they may be hiding. 

After months of wandering, her adventures lead her to Oomis, where for over a year she battled gladiators and wild beasts in the  

city’s arenas, relentlessly honing her combat techniques. Now she feels ready to set out on her quest for vengeance.



Brutor the behemathon

Pirate isles

Lemurian, Sea tongue

3 1 -1 1

2

2

0

0

5
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1

1

0

2

Worker 

Soldier 

Slave

Pirate

Great sword

Dagger

Bow

D6h+3

D6L+3 

Leather armour (light) d6-3 [1]

Andrak skin cape; Flask of rum

Brawler: Brutor is a formidable wrestler 
(hence his nickname). He gets a bonus die  
when fighting unarmed.  

Carouser: Brutor gets a bonus die to  
make contacts and gain infos (or services)  
in a tavern when the drinks flow. 

D6+1 

Can’t lie: Brutor’s code of honour causes  
him to take a penalty die whenever he needs  
to lie or deceive. 



Brutor is a pirate, former docker and soldier. He owes his nickname to his colossal strength and unrivalled wrestling skills.  

A behemathon tattoo covers his back and arms. Born in Satarla to an immigrant family, he has the white hair and grey eyes of the Oomian 

aristocracy and no doubt a few traces of Blue giant blood. Initially a docker, he was recruited as a soldier before being sold into 

slavery for disobeying the orders of his wealthy employer. Freed by pirates after a few months chained to the thwart of a galley,  

Brutor rallied to the cause of the buccaneers and joined the ranks of the pirates. 

Since then, he has spent a great deal of time sailing the southern seas off the pirate Isles. Despite his limited intellectual capacity (or 

perhaps because of it, some say) Brutor has a strong sense of justice and follows the pirate code of honour to the letter. He hates 

lies and duplicity, and despises those who resort to them rather than to courage and strength. Some prefer to say that he is so stupid 

that he is incapable of being cunning, but they don’t say it too loudly when Brutor is around.



Jandar Joth

JUngles of Qo

Lemurian, Grooth, Malakutian

1 2 2 -1

0

0

2

2

5
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0

0

3

1

Slave

Thief

Hunter

Beastmaster

Dagger

Spear

Bow

D6L +1

D6 +1 

necklace made of bronyx teeth 

Dagger made of a bronyx claw

Beast Friend: Jandar gets a bonus die when 
dealing with animals or training them.

Jungle Born: When tracking creatures 
in the jungle, Jandar gets a bonus die.

Keen Scent: Jandar gets a bonus die  
Whenever he makes a mind Task Roll to  
perceive something using his sense of smell.  

D6 

Feels the Cold: Jandar has difficulty coping in 
very cold conditions. Roll a penalty die for any 
tasks undertaken in a cold environment.

Illiterate: Jandar cannot read or write. 



Sold into slavery at an early age, Jandar eventually escaped his cruel master some years later, and began stealing for survival in the 

streets of Satarla. Busted by the guards, he managed to escape once more and ended up in the depth of the jungles of Qo. This is where 

he actually started to come into his own – it was as if he should always have been here in the jungle. He found he had a natural affinity 

for the outdoor life, and soon hooked up with the famous hunter Blunt Orlaq, who taught him the way of the plants and the beasts.

When Blunt died in the terrifying jaws of a particularly wicked and cunning Bronyx, Jandar vowed to avenge his friend. He set out on  

the trail of the nightmare creature and began a long hunt in which he had to blend into the jungle and become one with its inhabitants  

in order to defeat the sabre-clawed killer. After a hard-fought victory, Jandar made himself a necklace from the beast’s fangs and  

a dagger from one of its sharp claws. 

Since then, Jandar has prowled the jungle and its borderlands, occasionally agreeing to act as a scout for Tyrus’ soldiers or 

Malakutian explorers.



Kempo

Khansan

Lemurian, Pinxi

1 2 1 0

1

1

0

2

6

11

0

1

2

1

Merchant 

Servant 

Acrobat

Thief

Daggers (2) D6l+1*

*d6l if 
thrown

Leather armour (light) d6-3 [1]

Various talismans and lucky charms

Born athlete: Kempo gets a bonus die  
when doing athletic activities such as  
climbing, leaping, sprinting, swimming, etc. 

Marked by the gods: Kempo gains 
an extra hero point (included above).  

Gullible: Kempo is very superstitious  
and gullible. He gets a penalty die  
whenever attempting to uncover any  
type of lie or fable. 



The son of khansan merchants, Kempo was destined to take over the family business, but he dreamed of a less well-ordered life. As a 

child, he was dazzled by a troupe of acrobats and decided to flee his family to join them. Hired as a servant, he quickly learned the craft  

of acrobatics, for which he proved to be incredibly talented. He also learnt to do some less honest things, as the acrobats organised 

robberies in the towns where they performed. When Piandra, the goddess of luck, finally abandoned them, the whole troupe was  

arrested except for Kempo, who managed to escape. Since then, he has gone his own way, in search of adventure and fortune.

Kempo is a short young man whose frail figure conceals a lean, athletic physique, With unkempt black hair and the small slanting eyes 

typical of Khansan natives. Unfortunately, he has a rather unattractive face, which is offset by his warm smile and jovial temperament. 

Faithful in friendship (though not always very brave), Kempo can be extremely gullible, as shown by the many trinkets and talismans he 

wears all over his body, supposedly to protect him from bad luck, ghosts and demons.



Krongar the Mighty

Valgard

Lemurian, Valgardish

3 1 0 0

1

2

0

1

6
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2

1

1

0

Barbarian

Thief

Soldier

Gladiator

 Valgardian blade

 Spear

 Dagger

D6H +3

Light armour d6-3 [1]

Marked by the gods: The gods favor Krongar. 
He has an extra hero point (included above). 

Trademark weapon: Krongar is skilled in the 
broadsword of the valgardian warriors and  
gets a bonus die whenever he fights with a 
genuine valgardian blade.  

d6L +3

Distrust of sorcery: Krongar will not use 
sorcerous powers or items. When dealing with 
wizards and alchemists, he rolls a penalty die. 

D6 +3



Krongar is a powerfully-built barbarian from the northern lands of Valgard. When outlaws massacred his family three years ago,  

Krongar set out with just his father’s blade in his fist, tracked down and slew the outlaws one by one. In those three years, Krongar 

headed south through the Axos Mountains (where he had a minor disagreement with a snow worm over which of them would be sheltering 

in the cave), and met and befriended the Wizard Jesharek, despite Krongar’s distrust of magic. 

He later headed down to Tyrus where he stopped and became a thief for a while, and on to Satarla where he joined the city guard. After 

a run-in with some of his officers – whom Krongar slew in a slightly one-sided fight (there were only three of them), he was thrown 

into the arena to fight for his life. There, he earned the title of champion thanks to his martial prowess, and was eventually liberated 

by an aristocrat of the city, who offered to shelter him for a while. Krongar then discovered that the nobleman was actually a 

necromancer in disguise, and managed to escape being sacrificed in the nick of time. After slaying the sorcerer, Krongar had to flee  

the City, and is now wandering once more in the wilderness.  



Likka the giantess

PLains of KLaar (Blue giant)

Lemurian, Giantish

2 0 1 2

1

2

0

1

5
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1

1

0

2

Beastmaster

Barbarian 

Trader

Shaman

Giant mace

Dagger

D6h+2

D6L+2 

Banth hide armour (light) d6-3 [1]

Sacred crystal pendant

Giant strength: Likka has added +1 to her 
strength (included above), and her maximum 
strength is 6 instead of 5.  

Resistant to sorcery: if a spell is cast  
at Likka, she rolls a d6. On a roll of 6,  
the spell has no effect on her.

Distinctive appearance: the build and presence of 
likka prevent her from blending into the crowd. 
She gets a penalty die whenever she tries to 
disguise herself or maintain a low profile. 

2



Likka is a blue giant, a woman 7’3’’ in height, marked by quathoomar from her earliest childhood: her bluish skin has strange quartz  

excrescences that sparkle on her cheekbones, forehead and shoulders. Raised among a tribe of giants on the plains of klaar,  

she spent her childhood hunting, trading and breeding banth, lulled by the tales of shamans and elders. The wise men were already  

predicting a turbulent future for Likka. But one fine day, as she grew to adulthood and accompanied her nomadic tribe along the  

Hyrdral Chasm towards Axos, a terrible poisonous pestilence emerged from the depths. Demonic creatures rose from the mephitic  

mists and many giants perished in their unexpected attack. Likka, armed with a long banth femur, resisted the demons’ spells and  

smashed their skulls. 

Since that day, the Blue Giant sages have known that Likka is the chosen one of Quathoomar. Sent to the shamans to undergo a long  

initiation, Likka discovered that not all the sorcerer-kings perished in the battle of the Hyrdral Chasm. If any have returned to Lemuria,  

Likka will find them and it will be her duty to smash their skulls too.



Molina Goth

Parsool

Lemurian, Sea tongue

1 2/1 0 1

1

2

0

1

5

11

0

1

1

2

Farmer 

Merchant

Pirate

Thief

Sword

Dagger

D6 +1

D6L+1 

Medium armour d6-2 [2] (-1 to agility)  

Molina owns lands around Parsool,  

a house in the city, and a galley in the port

Great wealth: molina is incredibly wealthy. He 
gets a bonus die on any attempt to obtain any 
goods, services or items whilst in Parsool. 



Molina Goth started out as an honest but poor farmer – then became dishonest, and is now rich. Discovering that his heart was simply  

not in farming when he inherited his father’s lands, Molina sold up and moved into the city. In Parsool, Molina lived the high life for a 

while until his money ran out. He then realised that he could make money more easily by taking it from other people rather than working 

till he dropped, like his father had done. Molina then fell foul of the city guard. 

Fleeing the city by ship, he ended up – after a series of escapades – in the Pirate Isles. Here he quickly reached the position of second 

mate to the old rogue, Ballik Boram. Later, for the reward money, he double-crossed his shipmates, leading them into a trap where they 

were destroyed by three Parsool war galleys. Ballik Boram escaped though, and won’t forget this treachery…



Pellem Pharn

Urceb

Lemurian, Kashtian

1 2/0 0 1

1/0

2

1

0

5

11

1

0

1

2

Noble

Slave

Soldier 

Gladiator

Mace

Dagger

D6 +1

D6L+1 

Heavy armour d6-1 [3] (-2 to agility)

Helmet +1 protection (-1 to Initiative)

Artistic: whilst he was a member of the royal 
palace, Pellem learned to appreciate the finer 
side of life. He gets a bonus die when appraising 
or creating items of art. 

Trademark weapon: when fighting with his 
specially crafted mace, Pellem gets a bonus die.  

HUnted by the witch queen: there is a  
chance that agents of the witch Queen will  
turn up whenever Pellem ventures into any  
city (roll of 1 on a d6). 



Pellem was once a rich lord of Urceb, who ran afoul of an agent of the Witch Queen named Uthor Kaho. Manipulation of the Urceb royal 

court (and certain less than honest merchants) has caused him to fall on hard times because of massive debts. He was sold into slavery 

but managed to prove his worth to his new master as a warrior, and fought for several years in the arena. When he had earned enough 

to buy himself out of slavery, he tracked down and slew Uthor Kaho, the agent that had caused his downfall.

The Witch Queen’s agents now hunt Pellem Pharn. Their instructions are to capture him alive for a special sacrifice to the Witch Queen’s 

dark and blazing master.



Rork Kozaar

Plains of Klaar (Blue giant)

Lemurian, Giantish, Axian, windsong, sea tongue, Ygddari  

4 -1 1 1

1

3

0

0

5

14

1

0

0

3

Barbarian

 Noble 

Hunter

Merchant

Giant sword

Knife

D6h+4

D6L+4 

Thick skin +1 protection 

Banth hide armour (light) d6-3 [1]

Giant strength: Rork has added +1 to his 
strength (included above), and his maximum 
strength is 6 instead of 5.  

Strength feat: Rork gets a bonus die when 
breaking, lifting, pulling or pushing things.

Thick skin: Rork has a particularly leathery  
skin, which gives him 1 extra point of protection.  

All thumbs: rork’s chunky fingers are not great 
at fine manipulation. He gets a penalty die when 
picking locks, firing a bow or crossbow, or 
when doing fine work. 

Lumbering: Rork is not nimble on his feet.  
He gets a penalty die when balance is important. 



Rork is massive, even for a Blue Giant. He is the second son of Tarz kozaar, the chief of the Kozaar Tribe. A better merchant than a hunter 

thanks to his incredible talent for speaking all kind of foreign languages and keen sense of diplomacy (and also due to his clumsiness 

with the bow, some may add) Rork frequently visited Oomis, where he met with the bright Sharangara and her family. 

When Rork later heard of Sharangara’s disagreement with the noble Kall Koltis of Satarla, he came to lend a massive hand. Kall had  

been impolite towards Rork on several occasions too, and he soon discovered that an angry blue giant – even one displaying diplomatic 

skills – is as unstoppable as an earthquake. NOw Unfortunately, the local merchants and aristocrats have become wary of Rork, so he 

has decided that it might be a good time to travel a little further, and discover new lands.



Sharangara of Oomis

Oomis

Lemurian, Giantish, Beshaari, sorceric

0 1 1 2

0

-1

2

3

5

10

1

1

1

1

Merchant

Scribe

Magician

Physician

Bow

Dagger

D6

D6L

Surgical and calligraphy tools; Grimoire 

and ceremonial dagger; Blue giant jewlery. 

Giant friend: Sharangara gets on particularly 
well with Blue Giants. She gets a bonus die when 
dealing with Blue Giants. 

11



Sharangara of Oomis is an attractive woman, well versed in lore and seeking even greater knowledge. Sharangara was born to a minor 

merchant family, and regularly met with some of the Blue Giant merchants to trade for the rare hides and ivories that the Blue Nomads 

are known for . Later, Sharangara met the magician Oomathax the Quill, and persuaded him to teach her some of his secret arts. She was a 

naturally-gifted magician and learned quickly. But her beauty caused trouble. 

Kall Koltis, a noble of Satarla on a visit to oomis, became besotted with her, and insisted on employing her in his household. She refused, 

so in his anger he slew her mentor Oomathax – who had rushed to her aid – and burned down his home. Fleeing, she hooked up with Argol 

Arran, whom she had known from his time under Oomathax’s wing. Together they made a pact to return and avenge his death. With the help 

of the colossus Rork kozaar the BLue Giant, This they did a while later before Kall KOltis could return to satarla. But of course,  

a satarlan noble has many connections and a powerful family, so now Sharangara and Argol have to keep a low profile. 



Torcol the bountiful

Lysor

Lemurian, sorceric

2 0 1 1

1

2

0

1

5

12

2

0

1

1

Blacksmith

Scribe

Alchemist

Beggar

Cutlass

Hammer

D6 +2

D6 +2 

Rope; dice; 3 vials of acid (cf. p.  145)

Poison resistant: Torcol gets a bonus die  
when trying to resist the effects of drugs, 
venoms, toxins or even alcohol. 

Silver tongue: Torcol is very persuasive and 
can make any lie sound plausible. He gets a 
bonus die whenever trying to lie, con, fast-talk 
or otherwise deceive someone. 

Greed: Torcol has experienced such misery  
that he just can’t pass up an opportunity to  
make money. He receives a penalty die every  
time he is tempted by an offer of cash.  



Torcol, the son of a blacksmith, had a miserable childhood, punctuated by the whippings of a violent father embittered by a poorly done 

job for which he had little talent. So this young boy did everything he could to escape his destiny: to take over the old family forge 

and marry young Lili, the woodcutter’s cross-eyed daughter. In secret, Torcol learned to read, and one summer evening he fled to Lysor 

to become a scribe in the service of a rich apothecary. 

At first a simple clerk confined to making inventories and writing prescriptions, he gradually discovered the secrets of alchemy.  

Put to the test by his employer, he proved to be very gifted, and his ointments soon made the apothecary’s shop famous and brought  

him long-coveted wealth. Until the day when, in an excess of confidence, he mistakenly poisoned a powerful Lysor nobleman, and 

everything went to hell. He was ruthlessly dismissed by his master and his fortune was seized to compensate the poor widow and clear  

the apothecary’s name. Torcol now wanders the underbelly of Lysor in search of a new life.


