
Wilmot Wyatt
Asgoran Adventurer

Minimum Roll 5+

Bonus Dice 0

Destiny Dice 1

Rerolls 1

Ingots 0

Ounces 0

Gulden 2000

Deut 0

Actions 2

Evasion 2

Minimum Roll 5

Concealment 0

       

 

Boost 

- no available

protection - 

Apprehension -1

Charm 1

Conscientiousness 1

Education 1

Logic 1

Willpower 1

Attractiveness 1

Deftness 3

Endurance 2

Quickness 1

Resistance 1

Strength 2

Acrobatics (Deftness) 3

Communication (Education) 1

Driving (Deftness) 3

First Aid (Conscientiousness) 1

Hand to Hand Combat 

(Strength)

3

History (Education) 1

Mechanics (Logic) 1

Nature (Education) 1

Performance (Charm) 1

Shooting (Deftness) 3

Spell Casting (Willpower) 1

Throwing (Strength) 2

Courage (Willpower) 1

Deception (Charm) 1

Empathy (Charm) 1

Intimidation (Apprehension) -1

Investigation (Apprehension) 0

Magic Knowledge (Charm) 1

Orientation (Apprehension) 1

Perception (Apprehension) -2

Persuasion (Willpower) 1

Politics (Charm) 1

Religion (Conscientiousness) 1

Stealth (Conscientiousness) 1

Driving 2+3 Acrobatics 2+3



 Weaponless Weaponless Attack 3  - 1 Meter 

 Hunting knife Hand to Hand 4  Damage Potential 1

Piercing 1

- Meter

 Lesser Potion

of Healing 

1

 Evade 2 

 Walk You can perform an action while walking. The minimum roll for this

action is raised by 1. 

2 Meter

 Run You can't perform an action while running. 6 Meter

 Crawl Crawling is only possible while hunkered. 2 Meter

 Hunker Applies the "Hunkered" status effect. Hunkered characters have a 6+ cover and a

+1 minimum roll for physis, attacks and skills. 

 Aim Reduces the minimum roll for critical hits by 1 per action. This is not possible when

using burst mode. The aim bonus is lost when the character is hit. 



Hunting knife
Damage Potential: 1 (Add 1 dice to the hit roll)

Piercing: 1 (The target's protection is reduced by 1 before

the wounds are determined.)

Preparation: 0 (The weapon requires 0 actions to ready it)

Hand to Hand - 1m

Wilmot ist der Wirt des Dead Man's Grave

in Deepwater Cove.

Birthdate: 83 EC

he/him

No languages.

No contacts.



1x Torch

1x Lockpicks

1x Lesser Potion of Healing

1x Jerky

1x Bier

1x Leib Brot



Attitude: 20

No recipes.



Asgoran

  Deftness +1
  Endurance +1
  Seafaring +2
  Swimming +2

Adventurer

  Rerolls +1
  Deftness +1
  Strength +1
  Orientation +2
  Investigation +1
  Hand to Hand Combat +1

Drunkard

  Destiny dice +1
  Apprehension -2
  Perception -1

Joker

The character has the ability to profit from special rolls.
Everytime the player rolle one of the following dice patterns
(while not in combat) the stated effect applies.

Three of a kind - The character gains one bonus die
Small Straight - The character gains one boost
immediately
Full House - The character gains one destiny die
Large Straight - The character rediscovers an item in
his backpack (the player chooses an item and adds it to
his backpack)
Four of a kind - The character gains +1 actions in
every round of the next combat
Five of a kind - The characters group gains one
additional turn prior to the enemies in the next combat

In each case, the highest pattern to be achieved counts for a roll.
So 5, 4, 3, 3, 2, 1 is a large straight, but not three of a kind.
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