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WORLD TREE SAMPLE CHARACTER: ORKOZARMON

[ Name | orkogarmon the Terrible | Species | Rassimel [ Gender | Male

Strength | Stamina | Dexterity | Agility Perception | Faith | Memory | Wits | Will Chatisma

-1 0 +2 -1 +1 +3 +3 +3 +1 -1
Magic 2 | Knack [Nouns 3 | Knack [Vetbs 8 | Knack
Cley Base 13 [Airador 4 Creoc 10
JConcentration 10 |Aquador 5 [Destroc 4
Feather Casting 5 JCorpador 4 [Healoc 6 +4
Finesse 10 [Durudot 4 [Kennoc 4
[Hammer Casting 5 [Herbador 13 Mutoc 12
[Magic Analysis 6 [lusidor 10 [Ruloc 12
[Magic Resistance 8 [ .ocador 6 Sustenoc 4
Magic Theory 6 Magiador 4
Meditation 4 [Mentador 4
Ritual Magic 4 [Pyrador 4 L r
Spellbinding 8 Spiridor 10 A
Spont. Force 4 [Tempador 4 i
Fighting O | Knack JAthletics Knack JRogue Arts 0 | Knack
|Archery 2 IClimb 7 [Alertness
Brawling 2 [Dance [Disguise
[Claws&Teeth Dodge 8 Forgery
|[Combat Stance Base 3 Hunt [Make /Pick Locks
|Crushing ump Pick Pockets 4
[Edged Ride 3 Search 3
Fencing Run Set/Disarm Trap
Knives Swim Sleight of Hand
[ife Base 6 +3 JTrack Sneak 4
Pole & Staff
Thrown 2
Social Knack |Crafts 2 | Knack Knowledges 2 | Knack
Bargain [Animal Handling General Knowledge 10
Command |Armor Repair Gods’ Tongue 5
[Fmpathy 5 [FEnchantment 4 History & Literature 9
[Ftiquette 5 Medicine udge Value 5
Flirting Music Languages 6
Friendliness 5 Spellweaving 4 Taw 6
Guile [Wilds Survival [Natural Science 12
Interrogate [Woodworking 7 Social 8
Intimidate Stay Awake 3 [Teaching 5
[Theology 5
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Formula
Life Points 3x(Stamina + Life Base) 27
Bad Injury (Trouble 3) /> maximum life 14
Terrible Injury (Tt. 6) Y4 maximum life 7
Incapacitated 0 0
Dead -(Will+Life Base) -10
Cley (renewed at dawn) Faith + Cley Base +d6 16+d6
Magic Resistance Magic Resistance skill 8
Attack Dex+weapon+ weapon mods +9 Arrow
Base Damage see weapon 3
Damage Increment see weapon 3
Defense Agil+Dodge+ armor mods +15 Bone Splint + Shield
Soak sum of armor soaks 2
Combat Options Known

Activity Summary. Expert

X] Vary Stance [Pick Stance on action. Add to Attack, subtract from Defense change by 3 (defense)

] Pull Punch Pick damage penalty for this hit. pick after hit.

X] Active Shield

[Metal shields: +s20 defense, not +10. Wood: +s12, not +6.

Defense +s12.

X] Wild Parry

+2520 on Defense, or +2s6 on Soak. Roll two botch dice.

3 dice, or 2 on each

[ [

[ L

[ L

[ L

[] Wild Attack +2520 on one Attack roll or +2s6 Damage. Roll two botch dice. |[] 3 dice, or 2 on each

[] Hit Hard IAttack at —2s10. Damage at +s06, or +2s6 if damage incr. is 4+. |[ ]| Extra +s12 Attack

[] Careful Retreat |Retreat d12 feet. +s12 on one Defense roll. [] Extra +s12 defense

[ ] Hit Precisely IAdd s20 to Attack. Damage at —s6 or —2s6 for damage inct. 4+ || Extra +s12 Attack

[ [Hlinder/DriveBack |On hit, foe retreats/has Trouble , ot takes hit at +s6 damage [] Double effect

[] Tighten Stance  [Roll Agil+CSB+s20 > 30 to switch to neutral stance, at end. [ ] 240 for at beginning

[] Prepare Attack  [Skip this attack; be in neutral stance. Get +s20 on Attack. [ ] May stack three

[] Break Armor Damage at —s6. Reduce Soak by 1 (d3 on Triumph 3+) []d3 or d4 points

[ ] Multiple Weapons [See text [] See text.

[ ] Careful Parry +3520 Defense / +s6 Soak this action. —2s10 next Attack [] +s12 Defense extra

[] Crpple IAttack at —10; damage —s6; cause Trouble d6 if you hit. [] +s12 on attack

[] Fotce Opening [Neutral stance. Take +s6 damage. Next attack is +s20 [] stack 3

[] Counterattack  [Subtract 3510 from Defense. Then attack enemy at —3s10. [] Extra +s12 both

[ ] Disarm Roll Dex+Weapon+s20 > defender’s Dex + CSB+s20 for foe’s [[] Unsuccessful means
choice of drop weapon or hit at +2s6 damage. Fail is —s6 damage. regular hit

[ ] Feint -510 on Attack; roll (Dex + CSB + 520 > 30) to change options. |[ ] Extra +s12 on roll.

[] Subdue |Attack at -s10. Foe recovers some damage after s6 hours. [] Better recovery

[ ] Mighty Blow [Double Stance for Attack, +2s6 damage; can’t change stance fast. |[ ] +s12 atk or +s6 dam

[] Sweep Weapon |Hit at N people at -Ns10 Attack each. [] Extra +s12 on one.

[Note: Stress dice from combat options do not botch.
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Known Spells

Name Verbs Nouns Cmplx | Mem+Noun+Verb | Page

Thovn Beetle MwRw Hr Sp 20 25 226
Pepper Storm Cr Hr 20 26 224
Frustrate the Archers Rw Hr 20 28 227
Mawny of Me cr MwRw | IUSp 15 23 228
Image-Spirity Cr ILSp 15 23 228
Change Placey Muw Lo 10 21 233
Wood Ll’]«’/Clay Mw Hr 10 28 226
Forwvofshaped/Wood/ Cr Hr 10 26 223
Felowsy Yoke Cr Hr 10 26 223
Clear the Weeds De HHr 10 20 225
Harden the Wood MwSw Hr 10 20 226
Bawrage of Baffling Baty Cr 1l 10 23 228
Hiding inv Nowhere Cr Lo 10 19 231
The Magmwificent Do Mw Co 5 19 217
Make o Stick Cr tHr 5 26 223
Hole and Peg CrDeSw | Hr 5 20 223
Fire Flower Cr Py 5 17 242
The Wizgawrd Whittles De Hr 5 20 224
Firn the Sticks HU Hr 5 26 225
Find the Other Half Ke Hr 5 20 225
Bend the Stick Mw Hr 5 28 226
Cauwry the Log Rw Hr 5 28 226
Tasty Treat Mw Iv 5 25 230
Silent Words Cr Me 5 17 238
Joy inWinter Cr Hr Py 5 17 223
Splash Cr Aq 5 18 211
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Adv+ | Disad— | Name Page | Details
0 Rassimel Standard, | 131 | Intense Study in Cley Base, Herbador, Mutoc, Nat. Science:
-4 Bad Relationship w/Gods 260 Mircannisy
-2 Obese 261
-2 | Cley Isolated 260
-1 Optimistic 254
-1 Vain 255
+2 cple-10's 260 | +1 Adv. tuken twice
+2 2 cplr 15 260 | +1 Adv. tuken twice
+4 University Mage 258
+1 University Education 258 | (Cheap with University Mage)
+6 3 cple-20'y 260 | +2 Adv. taken thuee times

+15 -10 TOTALS

Interesting Possessions
Bone splint mail (paid 500 logeny of starting money)
Cheap woodew shield
Cheap bow and quiver of stundard-quality woodenw arrows
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Bound Spells
# Spell Verb, Noun, Cplx | Power | Cost
1 Change Places Mw Lo-10 22
2 Frustrate the Archery (word “OBOTROUBLE”) RwHr 20 24
3 Frustrate the Archers RuwHr 20 21
4 Heal the Awfull Wound HUCo 20 20
5 Hiding inw Nowhere Crlo10 18
6 | Image-Spirity CrIl Sp 15 16
7 Many of Me{word “OBOTROUBLE”) Cr MWRwWILSp 15 20
8 Many of Me Cr MWRWIUSp 15 22
9 Pretevuse of Healtiv HUCo 15 23
10 | Quick Instant CrTel0 19
11 Quick Instant CrTel0 18
12 | Thorn Beetle MwRwHr Sp 20 24
13 | Toughen the Flesh(word “OBOTROUBLE”) SwCo-10 13
14
15
Cash: 50 logens

Age: 35 yeary in 4260
Birthday and year: Lage 1, 4225
Time cley is refreshed: (ordinarily dawn) daww

Short Self-Description:

Orkogarmonthe Terrible is v very fat Rassimel man with raccoonw and squirrel styling; soft
dappled broww fur, brownw and white rings on his fluffy tail; a reddish-brownw mask around his
eyes. He usually weary v vest and surcape and trousers, generally a bit onthe shabby side; he
doesnw't have quite enough money for a full new wardrobe.

Ow adventure;, he wears bone splint mail and uses a cheap woodew shield.

Background story:

Orkogarmown the Terrible got his nickname at age five, whenw he set his family’s house ow fire
one night, knocking over all the candlesticks inthe nursery withy o miscast spontaneows Ruloc
Herbador spell. His thwee-yeaw-old sister died inthe blage. (Orkogarmow regrety doing it inv
principle; but he can barely remember the incident; aside from his nickname; nobody holds it
against him.)

His paventy are prosperous chandlers, thoroughly middle class. His mother iy often the
guildmaster of the small and unimportant Chandlers Guild in Treverre, and, has the city
contract to-purify the wax used in the city water pipes and sewers.  So-they were well able to-
afford to-send their clever child to-the Academy of the Glorious Sun to-leawrn Hevrbador magic;
ntending that he become o professional mage:

He certainly learned Herbador magic, with o minor in Ilusidor, and as a reasonably dutiful
sonw he hay become av professional wood-mage. But he had always wanted to-be anw adventurer,
and he hay the terrible habit of wasting money and favors ow adventuring spells (Thorn
Beetle; Pepper Storm) rather thanw more saleable woodworking and howsebuilding spells.
Because of this;, he st quite making a living as o wood-

WhenAzliet, one of his classmates, inwvited him on v quick trip tat}wthLcal/y, he was
delighted.
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Tactical Notes

Orkogarmow plany to-rely owhisy magic: If it's absolutely necessary he can shoot arvows, but he
doesnw't expect to-hit very oftes

He hay some good spells; too: (Like most World Tree mages, he canw't massacre enemies withs
attack spells; inv combat, heW assist the actual fighters and encumber theiv enemies.)

If he feely threatened, he/ll use Many of Me as av defensive spell at the stowt of avfight, or toss av
Pepper Storm into-the eyes of several enemies; or tuwrn av log into- v Thorn Beetle to-do-the actual
fighting. (Thorn Beetle takes a bit of care to-use properly. He canw have one Thor Beetle
around at anwy gives time; but if two-awve in the saume place; they will get embawrassed and
hide: Inwa fight, he will generally have one fight until it dies, and thew create another one:)

Bound Spells: Thovw Beetle is ovdinarily cast on a piece of wood; Orkogarmon has bouwnd it
to- v suitable piece. Iw practice he wil prefer to- cast the spell fresh; as it will wovk better, but
withv hig Cley Isolated disadvantage he expecty that he may sometime need to-conserve cley. He
hay three strong defensive spellsy bound to- the: word OBOTROUBLE, which he plans to- use inv
emergencies. He hay traded bouwnd spellsy withv A gliet and Rrengra, including several healing
spells and Quick Instonty. In av real emergency, the Rassimel can set off his bound Hiding i
Nowhere -- and, since it is triggered by aword, he can do- it off of hix initiative:

His wood-manipulation spelly may be wseful inv av variety of situations onw a world made
largely of wood. And; although he does not have many patter spells other than Herbador, he
iy broadly educated in magic, and clever. He hay quite a good chance of sponting a
complexity-5 spell inv any oty combination. If he has a few minutes to-plan the spont, his
chance goes to- near-certainty. This does cost 1-3 cley rather thaw just 1, so-he should be
cautious with it.

Desigwn Notes

He hay the Obese Disadvantage; which has a good side effect (of o knack at Life Base), ay
well ay some seriouy bad effecty (lost Agility and less formal physical awkwardness). His main
two- other Disadvantages arve Cley Isolated and Bad Relationship withy Mircannis: neither one
crippling, but both awkwawd for o mage:

Many of Orkogarmowsy low-complexity spells were chosen to- be useful both on adventuring
and inv his professional life. Form of Shaped Wood and Wood Like Clay arve his main stock inv
trade ay a wood-mage. He's skillful enough to-bind all of his spells, and he sells thew as well.

Experience: Magic (5 blocks), Nounsy (5 blocks), Verbs (5 blocks), Fighting (1 blocks),
Athletics (1 blocks), Rogue Arty (0 blocks), Social (1 block), Crafty (0 blocks), Knowledge (2
blocks). His Rassimel species experience advantage of 40 pointy went into-Cley Base; Herbador,
and Mutoc; hiy hobby iy Natuwral Science:  He took 10 pointy per skill for the University Mage
advantage: University Mage gave himv Gew. K (25), Godls Tongue (5), Hist.&Lit: (30), Judge
Value (5), Languages (10), Law (20), Natwral Science (20), Social Science (20), Teaching
(15), and Theology (15).
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