MAJOR CHARACTERS



NAME: Orcena e' Jasper i' Tabita Silverbrow
SOUL MONIKER: Zephyr
AGE AT TURMOIL: Twenty
WAY/OCCUPATION: Way of the Zephyr Knight - An amalgamation of the Way of the Sentinel and Way of the Wind.
RELATIONSHIPS: 
Jasp - as her twin brother he occassionally gets on her nerves, but she can't really imagine life without him until she has no choice. Of them both she is the most reluctant to be parted, so when they meet again she is over-joyed to the point of distraction.
Grave - as her mentor she never thought of him in any way except as a teacher, but his flirtatious manner soon has her confused and she finds herself unable to open up to him as she once did. Methinks she has a crush.
Mount/Thorn/Gin/Falcon/Lance have been her 'fathers' since before she can remember, so she is devestated when they are seperated. 
Gweria is her friend and sworn companion. She finds it hard to talk to Gweria at first, but soon learns to open up to her. They become very good friends and she is one of the reasons that Orcena remains focussed and determined when she can't walk.

PERSONALITY: As a child she is inquisitive and energetic. She can't stand sitting still and it almost kills her to keep from talking to the guards that are her protection. During her years with Comet she is determined and happy, spending a lot of time honing her weapon-work and teaching herself new tricks. As a student of Grave she is self-reliant and forges her own Way with sheer will power and determination. She never had time for boys, so it comes as a surprise for her when she finds herself beginning to feel uncomfortable around Grave. Her time spent as an invalid only deepens her resolve to be the best she can be. 

She is determined, self-reliant and strong.

PERSONAL SKILLS:
AIR RAID: Orcena leaps into the air for a turn, then crashes into the enemy, doing major damage.
GUARD: Protects against physical damage by increasing defence.
          ZEPHYRUS: The skills she has taught herself. There are a default four skills that she can use (no MP necessary) Each skill has one of four stances: Block, Parry, Thrust or Strike. These work best when being used against humanesque beings and does boosted damage if the enemy chooses the wrong type of attack. Parry > Thrust > Strike > Block > Parry
                    :PARRY: Wafting Wisp
                    :PARRY: Gentle Breeze
                    :THRUST: Broken Sky
                    :THRUST: Silver Storm
                    :STRIKE: Racing Cloud
                    :STRIKE: Severing Gust
                    :BLOCK: Thunder Rolls
                    :BLOCK: Dead Air

On top of this is the Limit Skill, where two extra attacks are learned for the duration of the Limit infliction. They are both versatile skills, which means that they are always extra damage attacks.
                    :LIMIT: Quiet Storm -  A quick attack that steals Vitality.
                    :LIMIT: Stormlight Tango - A dreadful attack that inflicts COUNTING.

BATTLE PROWESS: With the combined ability of a theif and sentinel, Orcena's defence and speed are exceptional, with great attack and health. She cannot use magic, nor does she always hit the enemy, but she is definitely a front row attacker.

CHAPTERS: Orcena can be played in chapters one, four and five. 




NAME: Jasp e' Jasper i' Tabita Silverbrow
SOUL MONIKER: Dusk
AGE AT TURMOIL: Twenty
WAY/OCCUPATION: Way of the Soul Mage
RELATIONSHIPS: 
Orcena - as his twin sister, she often annoys him with her excitability and knack for trouble. He takes care of her, though, and is not as unaffected as he acts when he leaves.
Quarrel - as the only friend he makes while a slave, Jasp treasures Quarrel and is determined to protect him, even though he is the one who is physically weaker.
Mount/Thorn/Gin/Falcon/Lance have been his 'fathers' since before he can remember, but though he cares deeply for them, he also resents them for sending he and Orcena away.

PERSONALITY: As a child he soon learns that speaking his mind will get him in nothing but trouble, so he has learnt to watch and listen instead of talk. During his term as a slave and his training as a Soul Mage, Jasp keeps to himself and doesn't talk about his past to anyone. Though he comes across as unfriendly to those he interacts with he has a very gentle heart and is driven into depression after the accidental killing of his mistress. After Quarrel makes it clear that he will never betray Jasp, he begins to open up, bit by bit, but it takes a lot of coaxing from Quarrel to get him to speak his mind.

He is withdrawn, thoughtful and gentle.

PERSONAL SKILLS:
SOUL SEVER: A skill that has a chance of ripping the soul from an enemy. It also restores Jasp's Soul Points.
MEDITATE: Protects against mystical damage by increasing his mystical defences.
          RITUAL: The summoning of a creature of the Shadow Realms whose name he has learnt. Though usually the creature summoned will aid the party, sometimes they will cause ill affects for the party according to their current politics in the Shadow Realms. He begins with two names.
                    :ALECTO: 
                    :MEGAERA: 
                    :TISIPHONE: 
                    :EURUS: 
                    :NIORD: Increases or decreases money held: Dependant apon Soul Standing.
                    :DEMOGORGON: Deals major soul damage to both the enemy and ally party, with a medium chance of missing if mystical defences are high enough. 

Though he does have a limit, I have yet to decide on what it will be.
                    :LIMIT: 
                    :LIMIT: 

BATTLE PROWESS: Though not physically strong, Jasp's magical strength is the best of all playable characters and his ability to restore his soul points as well as deal instant death attacks makes him a great back-row magician. Just don't ask him to restore your party.

CHAPTERS: Jasp can be played in chapters one, four and five. 



NAME: Quarrel e' Tiaph i' Nane Levendel
SOUL MONIKER: -
AGE AT TURMOIL: Twenty-three
WAY/OCCUPATION: Scholar
RELATIONSHIPS: 
Opius - his grandfather who imprisoned him after Quarrel argued against a marraige proposal. Though he used to look up to Opius, ever since the imprisonment his feelings of hatred and rebellion grew.
Nane - His mother. He feels betrayed that she didn't notice any difference between the real him and the 'imposter'. He cried after her death but chose to treat it as an accident rather than murder.
Jasp - Before his release from his imprisonment he saw Jasp as nothing more than a slave of his grandfather's and felt rather ambivalent towards him. After Jasp saved him, though, he saw the kindness in his soul and decided to make him a friend.
Alecto - The daemon that took over his body at the order of Opius. She was cruel to him and teased him relentlessly whilst imprisoned. He was quite happy to give her name to Jasp after he was saved.

PERSONALITY: As a child he was spoiled and encouraged to form his own opinions. He thus exelled at learning and spent a lot of time learning everything he could. When older he was ordered by his grandfather to encourage his mother to marry a noble. When he disagreed to do so, he was trapped inside his own body and a daemon placed inside him to control him. He fought constantly to reject the daemon and has developed into a determined man who will do everything he can to get what he wants. 

He is observant, learned and determined.

PERSONAL SKILLS:
ANALYSE: A skill that allows him to determine an enemy's weakness through logic.
THINK: Determines the enemy's next attack through logic and prepares a defence.
          *****: Currently stumped for ideas.
                    :: 
                    :: 
                    :: 
                    :: 
                    :: 
                    :: 

Though he does have a limit, I have yet to decide on what it will be.
                    :LIMIT: 
                    :LIMIT: 

BATTLE PROWESS: Not physically strong, nor particularly fast, he weilds a bow, so is better in the back row as a long range attacker. He is also skilled in some mystical areas and can, with training, learn both offensive and defensive spells, making him a good magician. He can also use items during battle, including ones that cannot be used by others.

CHAPTERS: Quarrel can be played in chapters one, four and five. 



NAME: Grave
SOUL MONIKER: -
AGE AT TURMOIL: Twenty-six
WAY/OCCUPATION: Way of the Wind
RELATIONSHIPS: 
Orcena - As her mentor he finds that he enjoys teasing her. Lately his flirtations are becomming serious and he keeps wondering 'What if...?'
Sheyin - Once close friends, they grew apart after her marriage to his rival. They have since met again and contact each other now and then. She has started to leak information to him about certain atrocities done to innocents in the name of the King.
Nettle - Though he has never met Nettle before, he has long followed her journey in the hope of getting revenge for his family's death at her hands.

PERSONALITY: Emotionally strong and physically capable, Grave is well-known in all the wrong circles for his skills in theivery, womanising and saying the wrong thing at the wrong time. He keeps to himself, even when he trusts another person and tends to tell outrageous lies to anyone that will buy him a beer. After taking Orcena under his wing he finds that he prefers her company to many others, but has become worried about his intentions towards her. 

He is outrageous, sneaky and able.

PERSONAL SKILLS:
THEIVERY: A skill that steals an enemy's health or wealth, depending on his condition at the time.
STUDY: Protects against damage by watching the enemy closely for sudden movements.
          *****: Currently stumped for ideas.
                    :: 
                    :: 
                    :: 
                    :: 
                    :: 
                    :: 

Though he does have a limit, I have yet to decide on what it will be.
                    :LIMIT: 
                    :LIMIT:

BATTLE PROWESS: Though fast and versatile, his strength and defence are only average. He has no mystical ability at all, but can use items in battle. He is best as a front row attacker as sometimes he will attack twice and almost always hits the enemy. 

CHAPTERS: Jasp can be played in chapters one, four and five.
