Vorpal Lhura Character Sheet
Name: Mariel Wright
	
	HP: 16
	Focus: 10
	MP: 30

	Race: Human
	   Str/Stam: 6
	   Logic: 4
	   1st: Holy (Level 5)

	Age: 22
	   Spd/Dex: 10
	   Creativity: 6 
	   2nd: 

	Gender: F
	
	
	   


	Armor:
	Weapons: Sword: 2
Throwing daggers: 1


Elemental Schools: 
	1st: 
	2nd: 

	3rd: 
	4th: 


	Advantages:
Hospitality: (from other hidden Sacresan) (+1)

Hospitality: Complement Homes (+2)
Inherent: Holy Magic (+7)
Inherent: Melee Weapon: Sword (+7)
	Disadvantages:

Enemy: Necrosan (-3)
Vow: Code of the Sacresan (-19)

· Combat Restriction: Cannot hurt innocents or children (-3)
· Combat Restriction: Cannot hurt non-combatants (-2)
· Combat Restriction: Cannot hurt obedient Holy Temple priests/priestesses/clerics 

(-3)
· Vow: Death to All Necrosan Involved in the Extinction of the Sacresan (-3)
· Vow: Death to All Necrosan Who Kill a Sacresan (-3)
· Vow: Honesty (-3)
· Vow: Helping The Truly Needy (-3)
Secret: Sacresan (-3)

Vow: Hospitality to other Complements 

(-2)

Vow: Hospitality to other hidden Sacresan (-1)

	Skills: 
Disguise: Level 2 (+4)
Medicine: Level 1 (+3)
Melee Weapon: Sword:  Level 5 (+5)
      Forte: Pointy End Goes Into the Other Man: 

                 Reduces negatives for using a weapon 
                 similar to the type you're specialized in 
                 (for example, a swordsman suddenly 
                 forced to use a dagger). GM decides 
                 what's "similar" enough to count.

Observation: Level 3 (+9)
      Forte: Eye For Detail - GM provides further 
                  information about any items, structures, 
                  objects, etc, for which you have relevant 
                  professional skills.

Performance: Fortune-Telling: Level 4 (+9)

      Forte: Showstopper - Your performance is so 
                 enthralling that those in the vicinity must 
                 stop and make a check to avoid staying 
                 and watching.
Politics: Level 2 (+8)
Scholar: Religion: Level 1 (+4)
Seduction: Level 4 (+12)
      Forte: Consummate Professional - After a 
                 successful seduction roll, GM adds 
                 bonuses to other social interactions 
                 with/against this character such as 
                 negotiation and persuasion. May also 
                 provide bonuses in business dealings 
                 such as discounts on goods or services or 
                 better prices on one's own goods.

Throwing Weapons: Daggers: Level 3 (+6)
       Forte: Quick Draw: you don't have to spend an 
                   action getting your weapon out and 
                   ready to fire
	Gear:
Sword
Throwing daggers (6)

Fortune-telling cards

Assorted beautiful dresses (packed perfectly so as not to wrinkle)

Accessories & shoes to match




Notes: Secretly one of the long-lost Sacresan, or at least the child of one. The only other living person who currently knows is the woman who ran the Home she was taken to: her mother and father were both Sacresan and left her with the Complement when they went off to fight in Fairgreen Forest. When they never returned, Mariel was raised in the only lifestyle the woman (Clara Wright) knew; she uses Clara’s surname as her own, though most people think she’s just a foundling Clara took in. Clara had a priestess come ‘round and train the girl in Holy Magic, and the rest was simply covered by the Complement training.

Also of note: Sacresan are Holy Blood Mages (Inherently, no less): thus her MP = ((HP x 2)-2) – you cannot cast yourself unconscious, so you need at least 1 HP (which, on its own, equals 2 MP) set aside; any injury that lessens her HP lessens her MP and, conversely, casting magic reduces her HP as well (though it doesn’t “hurt” – it just makes her feel tired). Blood Mages generally find non-magical means to solve problems, thus her first resort in a fight is her sword and/or throwing daggers, not her magic.
Point Cost: 75
