
Marissa Jhor
Origin. Marissa is a native of a very unusual dream. Her

home was the world of Oubliette, a great desert world

swept by unending and ferocious winds, where human

civilization since the end of the Second Age has taken

refuge underground, or more commonly, under the

ecologically complex and gargantuan canopies of the

native Ygg trees, some of which grow to over a kilometer

in diameter. Life on Oubliette is harsh and unforgiving;

there the search for Second Age artifacts is not the mere

purview of erudite scholars and deranged High Dreamers,

but a preoccupation of an entire caste, the Sifters, and

upon which human survival itself depends.

Background. At the tender age of eight, Marissa Jhor
watched her father, Usalem, decapitated and
rendered in the great Ygg city of Mélange. The
weaver had been accused of spying for a rival Guild
from Ostrivar, and his persecutors were merciless.
His young daughter will always remember with
perfect clarity how the great fountain of blood leapt
from his neck as the carnifax swung his great bronze
axe. A year later, reviled and and outcast by the
people of Mélange, Usalem’s wife Melikka hung
herself from the stoutest branch in the hovel she and
her young daughter were forced to move into. It was
Marissa—absent after a whole day of scrounging,
begging and stealing for food and supplies—who
found the once beautiful Melikka.

Alone, friendless, and plagued by terrible dreams,
Marissa continued the life which she had been forced
to take up. As an urchin thief in Mélange, she was
not well seen by the warders, although a few of these
didn’t have the heart to throw her to the Borealis to
join the Sifters or Aradii. Solitary and vulnerable, she
was befriended by a fortuneteller, who over the years 
manipulated her into doing her bidding, eventually
possessing her in order to execute a series of grisly
murders. All the while, Marissa’s vivid dreams and
nightmares did not abate; in fact, she had developed
into a High Dreamer under the unwitting tutelage of
the fortune teller, even teaching herself to read and
stealing glimpses into the witch’s forbidden
grimoires and seeing-stone.

When her cruel mentor was slain, Marissa joined the
party of outlandish adventurers and freebooters who
had rescued her. Now nearly twelve, she is a veteran
thief and budding High Dreamer; it would be easy to
underestimate her magical abilities due to her age
and slight frame.

Description. Marissa perfectly fits the description of a

waifish street urchin. She looks younger than her eleven

years, being the size and stature of a child a couple of

years her junior. If the life of a Journeyer has improved her 

lot greatly over the beggarly and abused existence she had

before, she still is a remote, distant child, at once disturbed 

and disturbing.

Dolly. Her one consolation and treasure in the world is her 

doll, which she simply calls “Dolly.” Dolly is dressed in

tattered finery, the dirt and rent lace of her dead mother’s

wedding dress. Dolly’s dress entirely cover’s the toy’s

body. Some who have glimpsed it report seeing a crude

and blacked wooden figure, others claim it is some sort of

shriveled, mummified and diminutive body. Marissa once

had to give Dolly away to a Gremlin in return for a

lifesaving remedy, but she subsequently fashioned, or

found, another.

Marissa often talks to Dolly in whispers, and carries her

everywhere. She refers to her doll only as Dolly, and often

acts as if she is Dolly’s mouthpiece. “Dolly says you

should be nice to me, because horrible accidents can

happen to perfectly nice people like you,” or, “Dolly

doesn’t like you very much,” are typical Dolly statements

by proxy. Needless to say, Dolly is not very nice and can

be quite menacing.

If the rumors are true and Dolly is more than just an ugly

toy, she might be the mummified remains of a cat (or

worse!) and her stats might look like this (as animated by

her owner, of course):

Dolly
Size 2 Endurrance 4
Dream 2 SpeedSpeed 6
Level -4 Damagge -4

Level Init Dmg
Claws 2 -4 -3 -3
Dodging 11 -4

Spells. Marissa knows the following Hypnos spells and

rituals: Amnesia, Confusion, Dreamlessness, Fear,

Stumble, Transfiguration, Invoke Image, Mirror of

Hypnos, Voice of Hypnos, Counterspell, Conjure Lethe,

Detect Aura, and Read Aura.

Her Thanatos repertoire includes Fist of Thanatos,

Thanateye, Animate Zombie, and Speak with Skull.
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-10 -9 -8 -7 -6 -5 -4 -3 -2 -1 0 +1 +2 +3 +4 +5 +6 +7

1 1 1 1 2 2 3 3 4 4 5 5 6 6 7 7 8 8

1 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17

1 1 3 4 6 7 9 10 12 13 15 16 18 19 21 22 24 25

Character name 1 2 4 6 8 10 12 14 16 18 20 22 24 26 28 30 32 34

1 2 5 7 10 12 15 17 20 22 25 27 30 32 35 37 40 42

1 3 6 9 12 15 18 21 24 27 30 33 36 39 42 45 48 51

Born in the Hour of the Spider 1 3 7 10 14 17 21 24 28 31 35 38 42 45 49 52 56 59

Female Age: 11 1m37, 36k Beauty: 10 2 4 8 12 16 20 24 28 32 36 40 44 48 52 56 60 64 68

Brown hair, brown eyes Left-handed 2 4 9 13 18 22 27 31 36 40 45 49 54 58 63 67 72 76

Refers to her doll ('Dolly') in the third person, issuing dire warnings. 2 5 10 15 20 25 30 35 40 45 50 55 60 65 70 75 80 85

Size 6 Will 12 ……… 2 5 11 16 22 27 33 38 44 49 55 60 66 71 77 82 88 93

Appearance 11 ……… Intellect 13 ……… 3 6 12 18 24 30 36 42 48 54 60 66 72 78 84 90 96 102

Constitution 11 ……… Empathy 13 ……… 3 6 13 19 26 32 39 45 52 58 65 71 78 84 91 97 104 110

Strength 7 ……… Dream 15 ……… 3 7 14 21 28 35 42 49 56 63 70 77 84 91 98 105 112 119

Agility 14 ……… Luck 10 ……… 3 7 15 22 30 37 45 52 60 67 75 82 90 97 105 112 120 127

Dexterity 14 ……… Mêlée 10 4 8 16 24 32 40 48 56 64 72 80 88 96 104 112 120 128 136

Sight 14 ……… Missile 14 4 8 17 25 34 42 51 59 68 76 85 93 102 110 119 127 136 144

Hearing 11 ……… Throw 10 4 9 18 27 36 45 54 63 72 81 90 99 108 117 126 135 144 153

Smell-Taste 10 ……… Stealth 14 4 9 19 28 38 47 57 66 76 85 95 104 114 123 133 142 152 161

5 10 20 30 40 50 60 70 80 90 100 110 120 130 140 150 160 170

Life 9 ……………………………………… ( -3 )

Endurance 21 ………………………………………………………………… Part. Roll Fumble
6 30 93

12 60 96
18 90 99

24 120

Fatigue 0 ooo ooo oooo 1 5 91
7 35 94

13 65 97
19 95 100

25 125

-1 ooo ooo oooo 2 10 91
8 40 94

14 70 97
20 100 100

26 130

-2 ooo -5 ooo 3 15 92
9 45 95

15 75 98
21 105 —

27 135

-3 ooo -6 ooo 4 20 92
10 50 95

16 80 98
22 110 —

28 140

-4 oooo -7 oooo 5 25 93
11 55 96

17 85 99
23 115 —

29 145

General Condition ………………....………………………………………………..………

Dmg mod -1 Stress ……… Morale………… Dream Points 15 …………………………….……………………...……………

sust 2 Luck Pnts ……… Diss'tion………… Dream Threshold Lost

enc 6.5 Destiny ……… Exhalt.………… Astral Body ………………………………….…………………….……………..…

Repression Points ooooooooooooooooooo

Lethal Damage Non-lethal Damage Dragon Breaths, Tails and Gifts

1-10 Bruises, Contusions -1d4 End Bruises, Contusions-1d4 End ……………………………………………………………………………………………………………………………………

11-15 Light Wnd. ooooo -1d6 End Bruises, Contusions-1d6 End ……………………………………………………………………………………………………………………………………

16-19 Serious Wound oo -2d6 End, -2 Life Light Wound -2d6 End ……………………………………………………………………………………………………………………………………

20+ Critical o End=0; -4+ Life Light End=0; -1 Life ……………………………………………………………………………………………………………………………………

Mêlée (-6) Lvl Exp Arch Weapon Init Resist Dmg Cost Armor Prot Enc Penalty Cost Deterioration

1-handed axe 0 -6 ………… +0 oHand axe -1 6 +1 4s o Quilted 1 0 0 4s ……………………………………………

oBattle axe -1 8 +1 10s n Soft leather 2 0 0 6s ……………………………………………

2-handed axe 0 -6 ………… +0 oBattle axe -1 8 +2 10s o Hard leather 3 2 -1 10s ……………………………………………

oGreat axe -1 8 +3 15s o Brigandine 4 4 -2 20s ……………………………………………

Dagger 100 +1 ………… +6 nDagger 6 8 +0 3s o Chain mail 5 6 -4 50s ……………………………………………

Dodging 260 +7 ………… +9 NA — o Plate mail 6 8 -6 100s ……………………………………………

Flail 0 -6 ………… +0 oLight flail -1 10 +2 12s

oHeavy flail -1 10 +3 15s General (-4) Lvl Exp Arch Arts (-11) Lvl Exp Arch

Hand-to-hand 80 +0 ………… +3 NA 5 8 ( -1 ) — Climbing +1…………+4 80 Acrobatics -2 …………+7 85

Lance 0 -6 ………… +0 o Javelin -1 5 +0 1s Cooking -4 …………+0 0 Gaming -11…………+1 0

o Short spear -1 5 +1 3s Dance -4 …………+3 0 Jewelrysmith -11…………+2 0

1-handed mace 0 -6 ………… +1 oClub -1 8 ( +0 ) — Discretion +4…………+8 140 Juggling -11…………+2 0

oMace -1 8 +1 2s Drawing -4 …………+0 0 Leatherwork -2 …………+1 85

oHeavy mace -1 8 +2 4s Jumping -1 …………+3 45 Locksmithing +3…………+7 175

2-handed mace 0 -6 ………… +1 o Staff -1 8 +0 50d Running +0…………+3 60 Metalwork -11…………+1 0

oHeavy mace -1 10 +3 4s Seduction -4 …………+4 0 Navigation -10…………+1 5

Polearm 0 -6 ………… +0 oHalberd -1 8 +3 10s Singing -4 …………+1 0 Surgery -11…………+5 0

Shield 0 -6 ………… +1 o S/M/L shield 13/15/20 4s/6s/8s Tinkering +1…………+3 80 Swimming -4 …………+3 55

1-handed sword 0 -6 ………… +3 oGnome -1 12 +1 12s Vigilance +3…………+5 120 …………………. -11…………+0 0

oLongspar -1 9 +2 20s ………………………. -4 …………+0 0 …………………. -11…………+0 0

oCyan -1 12 +2 25s Specialized (-8) Sciences (-11)

oDragon -1 12 +2 20s Acting +2…………+6 140 Alchemy +4…………+9 195

o Sordid -1 15 +2 20s Carpentry -8 …………+0 0 Astrology -6 …………+6 35

oBastard -1 14 +3 30s Commerce -2 …………+2 70 Botany -3 …………+7 70

2-handed sword 0 -6 ………… +0 o Sordid -1 15 +3 20s Disguise -8 …………+2 0 Legends -3 …………+4 70

oBastard -1 14 +4 30s Masonry -8 …………+0 0 Medicine +0…………+5 115

oDouble dragon -1 13 +4 50s Music -8 …………+2 0 Writing +1…………+6 135

Missile and Thrown (-8) Init Range Dmg Cost Pickpocket +3…………+7 160 Zoology -8 …………+5 15

Blowgun 0 -8 ………… +1 oBlowgun -3 2·4·7 -5 20d Riding -4 …………+2 40 …………………. -11…………+0 0

Bow 0 -8 ………… +3 o Short bow -1 10·20·50 +1 10s City Survival +2…………+8 140 Draconics (-11)

Crossbow 0 -8 ………… +4 oCrossbow -1 15·30·70 +3 30s Outdoor Survival +0…………+2 100 Oneiros -11…………+5 0

Dagger 0 -8 ………… +4 oDagger -3 3·8·15 +0 3s Arctic Survival -8 …………+0 0 Hypnos +5…………+10 225

Hand axe 0 -8 ………… +0 oHand axe -3 4·8·12 +1 4s Desert Survival +3…………+4 160 Narcos -11…………+8 0

Javelin 0 -8 ………… +1 o Javelin -3 6·12·20 +0 1s Forest Survival +4…………+6 180 Thanatos +4…………+11 390

Lasso 0 -8 ………… +0 oLasso -3 2·5·9 NA 30d Mountain Survival -4 …………+2 40 Archetypal maximum

Sling 160 +3 ………… +5 n Sling 10 8·15·25 +0 60d Swamp Survival +2…………+4 140 Vocational skill

Whip 0 -8 ………… +0 oWhip -3 2·x·x ( +1 ) 1s Underground Survival -4 …………+2 40 Total Skill Cost 4220
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