NAME: Anchor

HOLT: Protector
SOUL NAME: Ojin
EARTHNAME: Jon Rowbottom
MATE:


CHILDREN/RELATIVES: (coh)
MATURITY: Young adult
REAL AGE: 23/7.24.80
YEAR/PORTAL OF ARRIVAL: 122/Hall  SEX: M
STR:
14
CON:
14
SIZ:
6
INT:
15
POW:
18
DEX:
20
APP:
16
Total: 103
SKILLS


MAGIC POWERS

WEAPONS / ARMOR / BOND ANIMAL
language memory: 40 %

magic feeling:
 28 %

attack with
metal spear (1h)


: 68 %

animal lore:
  30 %

sending:

 112 %

damage

1d6 impale

      parry:  50 %

elf lore:

  60 %

wolf bonding:
 36 %

attack with________________________________:  ___%

healing lore:
  30 %

healing:

___%

damage_______________________________parry: ___%

mechanical lore:
  70 %

(anti-heal:
___%

missile

harpoon gun (spear)

: 48 %

mineral lore:
  45 %

(flesh shape:
___%

damage 

1d10+1d6 (imp/smash)
range
very long
plant lore:
  45 %

(shielding:
___%

missile___________________________________:   ___%

world lore:
  55 %

plant shape:
___%

damage___________________range______________

communicate:
  72 %

rock shape:
___%

missiles carried__________________________________

wolf/anim comm:
  56 %

(metal shape:
___%

shield_________________________________use:   ___%

perception:
  82 %

(gem shape:
___%

armor type______________elem:___bash:___cut:___othr:___

stealth:

  76 %

bone shape:
___%

supplies carried / other skills / etc
climb:

  68 %

water shape:
___%









dodge:

  74 %

firestart:

___%









jump:

  66 %

levitation:
___%









swim:

  68 %

finding:

 72 %









throw:

  66 %

animal bond:
 36 %

BOND ANIMALname:

species: varies
sex:

manipulate:
  80 %

mindsnare:
___%

STR:
CON:
SIZ:
INT:
POW:
DEX:
APP:


ride boat:
  50 %

hypnosis:
___%

climb:
___%
jump:
___%
swim:
___%

hunt:

  68 %

astral projection:
___%

stealth:
___%
dodge:
___%
percp:
___%

construct (lg):
  69 %

deep sensing:
___%

comm:
___%
______:___%
______:___%

dance/music:
  56 %

self shaping:
 * %

attack____________:___%   attack________________:___%

devices/tinker (sm): 70 %

* adapt (env):
 54 %

disposition






trapping:
  80 %



:___%

magic or other abilities





literacy:

  75 %



:___%

natural armor:___________elem:___bash:___cut:___othr:___

Personality Notes:





Lives in a...:






Likes and Dislikes:





Friends:
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Habits and Places Preferred:



Hunting Methods:











Character Sketch






Hair: bright red





Eyes: green-grey





Skintone: fair / tattoos
Bond Beast Personality:










BondAnimal






Fur/Skin:






Eyes:

Bond Beast Habits/etc:





About you as an elf

Your Name Means: Anchor is only one of your creations. (Well, honestly you stole the idea from the Ice Traders ships, but you’ve made much better anchors than theirs!) You also have a strong grounding influence, people pay attention to things better when you’re around.
Your Appearance Is: With fair, sunburnt skin covered in sweeping, oddly moving tattoos (they’re magical, applied by several of the flesh-shapers in the Holt) that often reflect your mood. You have hair that’s a bright color red, which may also be something that the flesh shapers have done, because it started out brown… Your eyes are a stormy grey shade, the same as the slate, angry sea. Your long ears are pierced and have typically piratical earrings. The comfortable woven cloth of your tunic is in a deep blue, and the silken sash at your waist almost matches your hair. You wear a bandana over your head usually in the windy day time, and remove it for evening or any more sedate times. The leather boots you have are modified from ones which someone snagged from another Portal while in the Hall of Portals.
You Are Located: in the Protector Holt, which is in the south-east corner of the large continent on the Otherforest. Though there are many varied places to be (and you’ve seen a good number of them in your travels) you have a home – a house actually – near the inner east-coast of the large inland sea. In this house, consisting of stone, brick, mortar and wood shaped by elves but built by you, there is a large workshop opening to the dock where the Pirate ship stays; several large meeting rooms and sleep chambers, a kitchen and pantry, even an indoor outhouse! Much of the trade and partying that is done by those who inhabit the ship is done here, your workshop doubles as a warehouse on occasion. It’s one of the most ‘non-elfy’ places that any elf lives, and certainly odd because you designed and built it yourself! (Most elves live in simple shaped or natural caves, huts at most. There are those who use technology like you, but they’re very, very far away.)
Your Basic Statistics Mean: A strong, hardy and tall elf like yourself has no trouble with physical skills – you’re of average intelligence but it’s what you do with it and apply it that makes you far beyond a mere musclebound male! Your nimble fingers and sure balance gives you the ability to work on both small and very large objects. Though your magical Power is average, you aren’t much of a magic-user in any case, and don’t try competing with anyone in magic use. You’re considered a rather good looking elf, too, even with your more odd tattoos.
Your Skills Include: Unlike many elves, your Memory of Earth is very strong. It gives you ideas, which you are able to put into use with your hands, instead of magic. This doesn’t mean you’re not suited to this world, or being an ‘elf’ – far from it, you’ve got a good grip on the typical information that most elves do, such as plant or animal identification and gossip. However you’re also very strong at mechanical concepts, useful when you start tinkering or building a large item like a house or cannon. You communicate with ease to other elves, not so much with the big wolves around. However, that’s never really bothered you as you’re not much for hunting or wandering the wilderness unaided. Your exploration is aided by a strong set of basic survival skills, nothing spectacular but certainly no slouch in any area of physical skills. You don’t bother with trying to ride animals, however, much prefering to use objects like boats, even carts. Where you really shine is in your literacy and innovations with tools. From having to contstruct, by hand, or by instructing a shaper elf, your own tools, on up to implementing gunpowder… You’ve got making stuff that’s useful down pat. While you’re not much for hunting, you trap more often and with great success either in or out of water (since you live right there, there’s plenty of fish, and lobster like creatures that just seem to leap into your traps) you do hunt with some unusual weaponry… While you might get a strange look for using an all-metal and somewhat short barbed spear by hand, it’s when you put it in your harpoon gun (Piratte has one too) that you can nab some very large prey all by yourself. Or, stick it into a thick-skinned ‘surface skimmer’ (a dinosaur like sea-monster thing that has a shell which appears to regrow over time) and get some water skiing in…
Your Magic Powers Are: An average Magic Feeling allows you to sense that magic is being done, or that a newly-shaped item has been made that way by an elf’s powers. Aside from that, you couldn’t care less whether something’s made by hand or by magic, so it’s no big deal. Your telepathic Sending power, however, is remarkably strong compared to most! You have an excellent range, and can pick minds out of groups easily at a distance when most folks would simply ‘see/detect’ a hazy mass of mind energy. This is a good power for you to summon the Ship in from the inland sea, when there’s something going on on shore they need to hear about, they’ll hear about it from you. Your nominal Wolf Bonding power is all but ignored, in favor of your ability to manipulate small animals to do your bidding. Mammals and birds both come to your call, you’ve often had creatures hold on to items for you while you’re working, even one of the local wolves likes to help with the big constructions. You can tell them where to put things, or to stay very still while you pound in a nail. You can’t do this for very long, however, it does wear you out, and sometimes it’s hit or miss – you might invite an animal only to not be able to ‘dismiss’ it later! (Raccoons are nigh impossible to tell them to leave… you’re convinced there’s a ‘coon on the ship too, built right into it, where it feels at home…) You have a variation on self-shaping which allows you to physically adapt to your environment easily. That’s why your skin remains slightly pinkish, it’s always trying to adjust back to ‘fair’. But you’ve grown gills in the process of swimming – and decided to take a look down in the depths while you’ve got em. Fur sometimes sprouts on your skin when it’s very cold, and occasionally when you’re in need of eagle-eyed perception you are sure that your eyesight, hearing or sense of smell have improved. This is a largely unconsious power, working at all times and not taking any real ‘power use’ on your part. But when you consciously exert, it does take a bit of concentration to use. Above and beyond those however, you’ve the very useful power of Finding – you can locate items (such as nails, a needle in a haystack, the silver hair on a grey wolf’s back) mostly that you’ve had contact with. Other people often use this to find things their friends miss, or something else they’ve never seen – but yours pretty much works for you and maybe the pirates. Even to a long distance, up to 50 or so miles, you can sense if something you have touched or worked on is nearby – like parts of the ship, and it’s very handy for locating that set of harpoon spears that Piratte keeps sending into deep water…
Your Bond Animal Is: as above, you don’t have a permanent animal friend. But you do have a host of smaller critters and the occasional bear wandering around your workshop, helping out. Someone briefly mentioned ‘Snow White’ to you, but you’re an elf, not a dwarf, so you don’t really see the likeness…
Special Information: The tattoos you wear aren’t always just showing off your mood, sometimes, they show the weather patterns nearby, or warn you of an impending problem. That’s their magic, imbued by the shapers, and you’re glad to have had them put on. Not only have they made you unique among interesting folks, but they’ve proven to be of tremendous use!
You are known as a Longdays (Summer/Thirdsign) elf, with the star-sign of the Falling-Star pattern in the night sky, the elusive but ubiquitous Rabbit animal totem, the color Lt.green and the useful Wide-Boll tree totems. Elves of this ‘season’ (not necessarily born nor arrived during the season itself, this is more a personality ‘zodiac’) often display Humor, Sensuality, Creativity, Generosity – and of those, you’re certainly creative and generous most days!
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Necessary Stuff

Your Full Name: Jon Rowbottom
Nickname or Title Ojin
Birthday 24/7/80Act HOW Old? 23

Your Gender male, You wouldn't mind changing it

You Prefer both

You are in dating someone

Appearance Stuff

You're about 6 feet tall, and you'd like to be the same

Your build is Medium and you'd like to be skinnier

Hair Color brown Change? weirder

Hair Style/Curl long Change? shorter

Eye Color grey-hazel Change? no Glasses? on

Skin Tone pale Change? tattoo/marked

Are you 'Attractive'?yes Change? none

Are you 'Strong'? yes Change? none

Are you 'Smart'? yes Change? none

Are you 'Nimble'? yes Change? manual dexterity

You'll be getting pointy ears - you want them medium

Circle (likes) or Cross Out (dislikes)

Where do you like living? old friends farm/ranch

Climates you like hot sea level beach river

What You Want Out of Life see the world joke draw/create raise kids 

build and construct read give advice and listen snuggle in front of a warm 

fire surround yourself with technology fiddle with toys and tools

Other: 

Favorites...


Colors Red, Blue, Black


Animals Hamsters


Music/Bands Classical, pop, rock


Foods Junk food



Sports if any 



Time of Day
evening


Season

summer

Fears and Hates Being alone

Any pets you'd like to drag along? 

Any people you'd like to have with you? (supply them a sheet!)
