Ancient

Fire:
5
(spear-fighting)

Earth:
5
(resisting heat)

Air:
6
(strategy)

Water:
3
(sensing spirits)

Powers -

Voice of Thunder - By virtue of his kingly blood, Ancient can command the thunder spirits through his voice.  This has several uses.  Commonly, he uses it to add an air of authority to his already imposing speeches.  He can shout incredibly loudly, deafening or stunning opponents, though this risks injuring his comrades.  Finally, given time, he can call enough spirits together to create a major storm.

King's Mercy - Ancient can, with but a touch and a word, kill any living being that truly wishes to die.

Appearance -

Ancient is a slightly built black man in his late fifties.  He has a short greying beard and curly white hair.  His face is deeply lined, and his brown eyes sad.  He has long, spidery fingers, which clench his spear tightly.

He normally wears a dark, loose shirt and long, baggy trousers, although he puts on a leather hauberk and helmet when he expects to see combat.

Background -

Ancient comes from the old, civilised sphere of Pentecost, where each of the many city-states is ruled by a hereditary monarch blessed by a certain class of spirits.  He was the young king of Craick, a relatively recent, militaristic town.  Loving war, he neglected his people and failed to see the revolt brewing among his advisors.  Deposed and humiliated, respect for his blood meant he wasn't slain out of hand, but instead exiled to wander the million spheres.  He spent many years as an alcoholic beggar, but was eventually able to reconcile himself to his fate, and practice

instead his old trade as a leader of warriors.  He joined up with Martyn's Brethren around six years ago, and now acts as Martyn's second in command and strategic advisor.

Personality -

Ancient lost everything that mattered to him in the revolt - his wives, children, kingdom, spears, and army.  To cope with this, he has developed a strong belief in Fate, and refuses to acknowledge his own responsibility for his fall.  He is much better at seeing faults in others than himself.

He normally stays silent until asked for advice, and, although he is not callous, has no qualms about killing.  He still retains some sense of his old kingly superiority, but uses the skills of other well.  He gets on well with both Martyn and Caller.  Imagine him as played by Morgan Freeman.

Quotes:

"It was his Fate to die this way."

"Once I was a king, now I serve in king's armies.  Fate is strange."

"THUNDER, HEAR YOUR MASTER'S CALL!"

 Caller

Fire:
3
(running)

Earth:
3
(long rituals)

Air:
4
(law)

Water:
5
(bargaining)

Magic -

Necromancy (Water, 5) - Caller made a pact with Death, and so has some of his power.   Given a link to the deceased, he can easily call up their ghost, provided they haven't been given any form of formal burial rite or have a strong reason to return to the world of the living.

By exerting himself, he can command ghosts to perform favours for him, although he generally finds persuasion easier.  He can look into a dead man's eyes and see his last vision, sense the smell of death on a murderer or a soldier, and sense when somebody's death lies heavily upon them.  He can also terrify most normal people with but a look.

Powers -


The Word of Binding - If Caller is given a properly signed and binding legal document, willingly agreed without the use of force, he can speak a single word over it, and death, in some form, will begin to haunt either side that breaks the bargain.

Appearance -

Caller is a thin, hawk-nosed man with an extremely high forehead and receding hair.  His eyes are extremely blue, and his smile has a peculiar charm.  His low voice is strangely pleasant, and his gestures expansive.

He wears whatever clothing is most appropriate and, preferably, formal for the sphere he is currently in, and carries a long rapier.

Background -

Caller was trained as a lawyer in the highly legalistic sphere of Pympi, where almost every social encounter involves some form of binding document.  He was always more noted for his personal charm than his legal skill, but he proved both when Death appeared to him one night.

As Death was about to take him, Caller proposed a bargain; three services to Death in return for continued life.  Seemingly amused, Death agreed.  Caller worded the document, signed by Death, in such a way that he also took on some of Death's powers.

The first service Death asked of him was to join a mercenary company of spherewalkers.  Reluctantly, Caller agreed.  He now acts a tactical advisor and spy, interrogating the dead after battles and looking over armies to see which battalions bear a strong taint of death. 

Personality -


Caller is extremely personable and friendly, but, understandably, likes to get things in writing.  He will rarely lend out an item without some form of written contact, and this has lead to some friction with the Brethren.

He would prefer a comfortable home to travelling the spheres, but is bound by his contract with Death.  He is extremely nervous about what form the next two favours will take.  His closest friend among the Brethren is undoubtedly Ancient. 

Quotes -

"He'll be worm-food within two days, I'm afraid."

"Nice to meet you.  How did you die?"

"Would you mind just signing here?"


 Lorenza

Fire:
6
(sword-fighting)

Earth:
5
(coping with wounds)

Air:
4
(chess)

Water:
4
(political intrigue)

Powers -

Swordmistress - Lorenza can evaluate the quality of any sword at a glance, throw a sword with perfect balance and accuracy, form a sword out of metal by molding it with her bare hands, and pull an opponent's sword from their hands with a gesture.

Stubborn as Hell - Caller has suggested that no power on any of the million spheres can force Lorenza to change her mind on something.  She is highly resistant to virtually all forms of mind influence.

Appearance -

Lorenza is a stocky, tough mulatto woman in her early twenties.  She has long ears, a peculiarly short and stubby nose, and big eyes.  She rarely smiles, but when she does it has a remarkable beauty.

She keeps herself extremely clean and always wears heavy armour and carries a sword.


 Background -


Lorenza was raised in a country somewhat akin to Renaissance Italy, but where a devastating plague had wiped out three-quarters of the men two hundred years ago, leading to a consequent rise in female equality.  Her

mother was a mercenary captain, and she grew up among soldiers.

She learnt her sword-magics when she first travelled the spheres, studying with a mage-smith in the sphere of Forge, and joined Martyn's Brethren

last year.

Personality -

Lorenza is forceful, but not aggressive.  She prefers to resolve things verbally, and recourses to violence only as a second option.  She is very strong-willed, and has difficulties obeying orders she personally views as stupid.

Although she is a straightforward and practical person, she has a fine understanding of intrigue and deception, and is likely to cut through them - literally or figuratively.  She is extremely confident in her own abilities as a warrior.

She follows the Greek pantheon, particularly Athena.


Quotes -


"Sir, that's a stupid idea."


"So what you're basically saying, minus the crap, is =85"


"'Course I can hold the pass by myself."


 Tomas


Fire:
4
(upper arm strength)

Earth:
4
(good lungs)

Air:
6
(archery)

Water:
4
(spotting danger)

Powers -

Seek the Heart - Tomas' arrows always find the weak spot in a target's armour, whether the armour's natural or artificial.

This isn't much good if there is no weak spot, however.

Eye of a God - Tomas possesses the right eye of Tyr, a God of War.  If he holds it up and looks through it, he can instantly perceive the tactical possibilities of any situation, as well as any hidden traps, concealed passageways, etc.


Itchy Neck - Tomas is aware whenever anyone is aiming at him.


Appearance -


Tomas is small and fairly slight, but has powerful arm muscles.  His brown hair hangs in a ragged fringe over his serious-looking face, and he has quite intense dark black eyes.

He has a long scar down the left side of his chest, and almost no body hair.  He normally wears light travelling clothing, and always carries a short sword, longbow, and a quiver full of arrows. 


Background -


Tomas comes from a relatively primitive sphere dominated by a war between the Slavic and Norsc gods over the great forests of Rus.  Tomas served Perun, a Slavic god of Thunder, and it was on an assignment from the priests of Perun that he discovered his ability to spherewalk.

He was investigating a mysterious gate that turned out to be guarded by the god Tyr.  He shot out Tyr's right eye and dived through the gate to escape his wrath.  Finding himself in Everway, he sought out work as an archer, and joined Martyn's Brethren a year ago.

Personality -


Tomas is extremely serious and intelligent, but has a reckless streak.  He is very responsible to his friends, and considers death worse than dishonour.

He has strong religious feelings, but switches gods every three months or so.  He is physically brave, but very afraid of damage to his mind.  He has a crush on Lorenza, and respects Ancient because of his powers over thunder.

Play him as the 'thoughtful sniper' type from WW2 movies.


Quotes -


"By Deimos! - no, on second thoughts, by Minerva!"

(muttered) "Wind north-north-east, up three and a half inches, pull an inch more back, <twang>  <thud> got him."

"Somebody's watching me”


 Vodanoi


Fire:
5
(acrobatics)


Earth:
4
(tough skin)


Air:
4
(playing games)


Water:
6
(swimming)

Powers -

Water Kinship - Vodanoi can move quickly and swiftly through water, and can breathe underwater.  He can speak to any creature that lives in the water, and has a natural understanding of where water currents, whirlpools, etc, are. 

Tongue - Vodanoi has a long, sticky tongue which reaches out almost two feet and can drag light objects towards him or startle a foe. 

Appearance -


Vodanoi is a short, plump man with distinctly toad-like features - big, wide eyes, thick lips, somehow slimy skin, and so on.

He's surprisingly well-muscled, however, and has a certain charm in his ugliness.  He carries a trident, sword, and bow, and spends most of his money on pretty clothes which get wrecked when he dives underwater.


Background -


Vodanoi was, for the first year of his life, a toad.  Just an ordinary, everyday toad - maybe a little smarter than the average, but a toad.  Then he was bound as a witch's familiar, and life got a lot more complicated.  For one thing, he had some idea of good and evil now, and he didn't much like his witch.  For another, he rather resented being a servant.  So, when a bunch of mercenaries killed his witch and he felt the binds around him loosen, he hopped into the pocket of one of them, called Dae.

She grew rather fond of him, and when she did one of her magical card readings on him, managed to transform him to a human - or, at least close.  They're now rather good friends - neither will say anything more - and Vodanoi is a valued member of the Brethren.

Personality -

Vodanoi is very friendly and inquisitive.  His sense of humour is a little odd by human standards, and he isn't terribly brave unless one of his friends is with him, but he likes to do good things and see interesting places.  He's never quite mastered human language, particularly grammar, and tends to confuse word order and refer to himself in the plural.

He's very boastful.  Play him as a good-guy Gollum.


Quotes -


"Fear not, my companions!  Vodanoi, we will use mighty Vodanoi water powers and sneak behinds foe, yes?"

"Noones can stand against great Vodanoi magic!  <waves hands>  Oh, we forget.  Dae have magic, not Vodanoi.  Ooops."

"You are doing bad and naughty things, and Vodanoi, we will stop you."

(in combat) "Fear the deadly tongue of the Vodanoi!"  <licks foe's face>

