Lord Rahn Aetas

“I’m too damn old for this. Not saying that I don’t enjoy it.”

Move: 3 Hexes


Fight: 7/4+


Strength: 3


Defense: 6

Attacks: 3


Wounds: 2


Courage: 7


Might: 1

Will: 2



Fate: 4


Equipment:

Sword of Masters – One-handed matter piercing.

Phoenix Mantle – Immunity to fire

Throwing daggers

Skills:

Time Perception – Extensive training allows for fate rolls made with a +1 bonus

Destroy weapon – For each attack roll of 6 the defender must make a 2+ combat save or suffer a permanent –2 fight penalty. 

Linked Fate – Rahn can use fate points held by BladeWing.

Magic:

Specialty - Electric

Casting level: 3

Material:  Fire

Spell Strength: 4

Spell Range: 10

Material Casting: 4+

Max AoE: 1 hex

Specific Spells
Magic Missiles (material spell) – (2 attacks) Strength: dice rolls -2

Haste – (4+ cast / 1 turn) +1 attack +1 hex movement

Erinsis ‘BladeWing’ Volutan
“What doesn’t kill you still hurts.”

Move: 4 Hexes (flight)

Fight: 6


Strength: 7


Defense: 9

Attacks: 2


Wounds: 3


Courage: 7


Might: 4

Will: 2



Fate: 2


Equipment:

Comet’s Tail – 2-handed flame/frost blade.

Ancient’s Armor – Protection against mind based attacks, self-contained.

Skills:

Energy Manipulation - +2 bonus Vs any energy based attacks.

Linked Fate – BladeWing can use fate points held by Rahn

Fire Breath – 3+ to hit Strength: 5 Range: 3

Aura Flash – Can only be used at 1 wound.  1 wound to use.  Any unit in a one hex radius must make a fate roll or receive a wound.  All units in area are stunned unless immune.

Savage blow – On attack rolls of 6, the defender must make a 3+ save or be stunned. 

Gnat Rockhammer

“Aye size does matter.  What damn fool be telling ye otherwise?”

Move: 3 Hexes


Fight: 4/4+


Strength: 4 (8)


Defense: 8

Attacks: 2


Wounds: 3


Courage: 5


Might: 2

Will: 2



Fate: 1


Equipment:

Rocksmasher Hammer – Doubles strength

Throwing axes

Skills:

Magic resistant
Berzerker rage - +1 attack roll at the cost of –3 defense (duration 3 turns)

Savage blow – On attack rolls of 6, the defender must make a 3+ save or be stunned. 

Archmage KalZen

“Fools seek power.  Power finds wisdom.  Wisdom creates fool.”

Move: 3 Hexes


Fight: 4


Strength: 3


Defense: 5

Attacks: 1


Wounds: 2


Courage: 5


Might: 2

Will: 4



Fate: 3


Equipment:

Energy gem - +1 will a turn

Astral Cloak – 6+ universal save

Magic:

Archmage: +1 bonus to spell casting and strength

Casting level: 4

Astral Connection:  +1 bonus to Astral casting

Material:  Fire, Wind, Water and Earth.

Astral:  Telekinesis, Animal Summoning, Communication, Projection, Command and Teleportation.

Spiritual: Protection, Empower, Summon and Power.

Spell Strength: 5(6)

Spell Range: 12

Material Casting: 4+(3+)

Astral Casting 5+(3+)

Spiritual Casting 6+(5+)

Max AoE: 4 hexes

Specific Spells
Earth Wall (material spell) – Create mountain terrain up to 2 hexes away

Teleportation (astral spell) – Move to an adjacent hex to any friendly unit.

Energy Channel (spiritual spell) – If successful, cast an extra spell this turn and the next.

Minor heal (material spell) – restore 1 wound to a unit with 4 strength or less

Malgin’Kol

“Money in, money out.”

Move: 3 Hexes


Fight: 6/3+


Strength: 4


Defense: 4

Attacks: 3


Wounds: 2


Courage: 5


Might: 2

Will: 2



Fate: 2


Equipment:

Yin/Yang Sword/Bow – Range: 6 Strength: 3 Move Penalty: None

Skills:

Marksmanship - +1 bonus to strength with ranged attacks.

Magic:

Casting level: 3

Material:  Fire, Wind, and Water

Astral:  Telekinesis, Animal Summoning.

Spell Strength: 4

Spell Range: 10

Material Casting: 4+

Astral Casting 5+

Max AoE: 2 hexes

Specific Spells
Mirror image (astral spell) – When cast a 4+ roll must be made to hit and to dispel the image. 

Heal (material spell) – restore 1 wound to a unit with 6 strength or less
