Dead Reisn RPG Skills Base Bonus +%/M Total%s | SKills Base Bonus +%/lvl Total%
Speak English 88 - 1 89 Wilderness Survival 30 20 5 55
Player: Pregenerated Player Character Read English 80 - 2 82 Bicycling 60 - 3 63
Character: Christina Hess Basic Mathematics 72 - 1 73 Aerobic Athletics Attribute & Combat bonuses
Nickname/Alias: Pilot Automobile 60 3 63 Gardening 36 - 4 40
0O.C.C.: Shepherd of the Damned (pages 80-82) Bartering 30 5 4 39 Physical Labor Attribute & S.D.C. Bonuses
Sex: Female Alignment: Scrupulous Climbing 40/30 15 5 60/50 | General Repair & Maintenance 45 - 5 50
Occupation: Shepherd of the Damned Cooking 35 10 5 50 Sprinting Added +6 to SPD
Attributes Hand to Hand Combat Dowsing 20 20 5 45 Astronomy & Navigation 30 - 5 40
1.Q.. 12 HTH: Basic Excavation 30 5 5 40 Sense of Balance 30 - 5 35
M.E.: 12 Actions per Round: 4 First Aid 45 5 5 55
M.A. 20 Initiative:+ 2 Horsemanship (General) 40/20 5 4 49/29
P.S.. 16 Damage:+ 1 Identify Plants & Fruit 25 20 5 45
P.P.. 12 Strike:+ - Land Navigation 36 20 4 60 Weapon Proficiencies: Recognize Weapon Quality (30%)
P.E.. 15 Parry:+7 Lore: Zombies (see page 77) 30 10 5 45 Ancient Weapon Proficiencies Strike Parry Throw
P.B.. 24 Dodge:+ 3 | Prowling 25 10 5 40 Staffs +1 +1 -
Spd.: 28 Roll with Impact:+T Radio: Basic 50 10 5 65 Blunt Weapons +1 +1 -
PPE 7 Pull Punch (11+):+? Running / Jogging Jog 15 miles before fatigued Modern Weapon Proficiencies Strike  Aimed Burst
S.D.C.: 45 Knockout/Stun Roll: - Swimming 50 10 5 65 Shotguns +1 +3 -
Hit Points: 22 Critical Strike Roll:  Natural 20 Tracking (people) 25 20 5 50 Handguns +1 +3 -
Perception:: Death Blow Raoll: -
Armor: Point-Blank Vest A.R.: 10 S.D.C.. 70
Level: 2 Experience Points: N/A Weapons & Hand-to-Hand Attacks
_ Weapons / Attacks Strike Parry Throw/Range Rate of Fire Shots/Ammo Weight Damage

Special Abilities/Skills Wooden Staff +1 +1 - 1 8 feet melee - 41bs. 2D4+2
Used the "Beautiful" Quick Roll Table for attributes. Fiberglass Nightstick +1 +1 - 1 8 feet melee - 2lbs. 1D6+1
See page 161 for details. Survival Knife - - -/ 8 feet melee - S5lb. 1D6+1
Bonus to Trust & Intimidate: 60% Glock G23 Semi-Auto +1/+3 Aimed 135 feet single 10/3clips 1.5Ibs. 3D6 per shot
Bonus to Charm & Impress: 70% Mossberg Shotgun +1/+3 Aimed 150 feet single 8/ 24 shells 5.5Ibs. 4D6 (see page 109 for buckshot)

Quick Reaction Time: +2 on initiative

Karate Punch / Kick

Called shots (nose, eyes, groin, etc.) can penalize target

1D4+1 (punch) / 2D4+3 (kick)

Elbow / Knee strikes

Note: Called Shots & Power Strikes cost two attacks to perform

1D6+1 (elbow) / 1D8+3 (knee)

Disarm Attacks

Needs a natural 17-20 as a defensive move, gets a +2 to offensive disarm attempts.

Saving Throws Base Modifier ~ Roll Needed Note: Strike and Parry bonuses from both Hand-to-Hand Combat and Weapon Proficiency bonuses are combined
Horror Factor +3

Poison: Lethal 14 - 14+ Equipment Tools of the Trade

Poison: Non-Lethal 16 - 16+ Traveling clothes which includes a hooded cloak, a set of street Compass, pocket signal mirror, wristwatch, extra canteen,
Harmful Drugs 15 - 15+ clothes, running shoes, a pair of boots, a pair of gloves, 9 road flares, 3 rocket parachute flares, 4 smoke grenades,
Insanity 12 - 12+ full suit of light Modern Body Armor, rain poncho, (hooded), one explosive grenade, silencer and flash suppressor for guns,
Psionics 15 - 15+ 4 sheets of camouflage netting (blanket-sized), survival knife, gasmask and a first aid kit.

Magic Spell 12 - 12+ heavy-duty flashlight, small flashlight, pocket mirror, disposable Has a Compact Car (Endless Dead, page 31) and a mountain
Magic Ritual 16 - 16+ cigarette lighter, refillable cigarette lighter, box of wooden matches | bike available to her.

Coma/Death - a roll of duct tape, set of eating utensils (knife, fork, spoon, cup),

Possession - binoculars, walkie-talkie, sunglasses, two canteens, backpack, Pay: None, everything is barter and trade. Pay in the new,
Curses 15 - 15+ knapsack, food rations (2 weeks worth), and some personal post-apocalyptic world is typically barter; an exchange of goods
Disease 14 - 14+ items. and services for the goods and services she needs.

Pain 16 +2 14+ Her acquisition of trade goods (food, fuel, medicine, guns,
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ammo, materials, etc.) can be the catalyst for adventures.

This character sheet is available for download at the houseofbts.net/dead_reign_ranch.html




Personal Information

Age: 20 Height: 5'7" Weight: 135 Ibs. Hair: Long brown hair, usually kept in a ponytail
Eyes:_ blue  Birth Order: Only Child Value of Trade Goods: $2,000
General Appearance: Lean and athletic build, was on her way to becoming a fitness trainer
before the Wave. Prefers wearing hoodies and durable but comfortable clothing whether at
home or on the job. She is a natural beauty with piercing blue eyes and naturally wavy hair.

History Notes

"Growing up on the family acreage, | help my parents all the time with gardening and farming and
taking care of my horse Victoria until she passed on a few years back. | took part in lots of agricultural
and 4H events and everything. But I'm also athletic, and by the time | was in High School | was in stuff
like Track and Field, swimming, basketball, and cheerleading. | wanted to follow my athleticism and
become a personal trainer and a dietician, which is what | was going to college for before the Wave.

Disposition: She's determined to stay optimistic for her son Jacob's sake. She's doesn’t want
him to grow up in a world that feels hopeless and overtaken by the dead.

I've known Jacob since grade school, but we didn’t become close until High School. We were
inseparable by graduation. We even went to the same college together, where he was going for a
degree in Animal Sciences. | unexpectedly got pregnant while still in college, but determined to finish.

Environment: Rural: Grew up near Fort Calhoun, Nebraska.

Survivor Family Lore: Separated: "I was living in a dorm in Lincoln when the Wave began.
When Jacob & | went back home, neither of us could find our families. | hope they're okay."
Special Aptitude Bonuses: Quick Reaction Time: +2 on initiative

We both went home after the Wave began and after the dead rose we stayed in the area, looking for
our families. We encountered both zombies and a Death Cult and had to stay on the move.

| was unconscious when it happened, but the team who rescued me explained that Jacob was killed
while trying to protect me and our newborn son from zombies. | named our son Jacob, after him.
When my health returned, | learned the skills needed to find people and guide them to safety.

Outlook on Earth's Future: Dedicated: | NEED to make the world a better place for my son.

I'll save as many people and kill as many zombies and cultists as | can along the way.

Insanity: Vendetta against Cultists: Christina & Jacob were nearly captured by Death Cultists.
While not to a level of insanity, she took this personally and now has it out for them.

Notes

Before using Christina as an NPC or making her available as a player character, the group
should play the introduction adventure "We Heard a Baby Crying" as saving her is one of the
possible outcomes of the adventure. Making her a playable character or an NPC after the
adventure adds extra depth and history to the campaign.

If being used as an NPC, she can be the catalyst of any adventure as she'll have to go into
dangerous territory regularly to help rescue people in need as well as searching for goods
and materials that might be needed back home.

Relationship to specific teammates / survivors in the "Arbor Community"
Dana Occupation: Paramedic Thoughts: "lts my understanding that Dana kept me
alive after giving birth to Jacob and kept us both safe. I'll never be able to fully repay that kind of help.

Leslie Occupation: Student Thoughts: "I kinda knew Leslie in college as we were
both in the field of athletics. We've gotten to be good friends since then however. "

Grandma Kate Occupation:  Survivor  Thoughts: Kate is a retired grade school teacher who
takes care of Jacob while I'm out. She loves him like he was her grandson and we're lucky she's here.

Special Equipment

Two-way handheld radio Description: Black, handheld radio with added headset kit

Abilities: Has 22 selectable standard channels, plus 28 extra channels for extra privacy with 36 miles
of range in open areas. It has 285 privacy codes that gives you up to 6270 channel options to help
block other conversations. Offers waterproof protection against light rain and splashing.

Smoke Grenade notes (Military & Police): Weight: 10 ounces. Effective Radius: 20 feet.
Effective Range: 100 feet. Damage: None; creates a smoke filled area to provide protective
cover (opponents can not see into or through the smoke) or as a signal. Opponents whos:
vision is obscured by the smoke are -8 to strike, parry and dodge.

Zombie Note: Penalties are half for zombies because they can still sense and see P.P.E. of

the human aura. However, they tend to stay at the edge of smoke clouds and don’t go in,
because where there is smoke, there is usually fire. Colors: Black, grey, red or yellow.

Personal Smartphone Description: Android Smartphone with personalized cover

Abilities: "While it has no real world value these days, its sentimental to me. It has lots of pictures and
video's of Jacob's dad & | when we were in high school and college. | want my Jacob to know what
his dad was like, | look forward to showing him when he's old enough."

"The Opening Flower" Description: A wooden staff with a tip that resembles "Gandalf's"

Abilities: "I love the Lord of the Ring movies, but I've never read the books. One of my friends however
loved the books and read everything. While talking about the movies one night she told me the staff
that Gandalf carried in the first movie was called the "Opening Flower" due to the tip. | never forgot that
and when | saw this tree branch a month or so back with a similar tip. | asked Pony to whittle and
carve it into a walking stick and staff for me while keeping the tip intact. Its about the length of a quarter
staff, but without the metal tips or spikes. Its not as lethal as a quarter staff, but not as heavy either.
You'd be surprised how much use | get out of it; tripping up zombies, giving people something to grab
onto as | help pull them out of a hole or a pit, or using it as a fulcrum lever to help lift something heavy,
its worth having it on hand. It also reminds me of happier, simpler times and it makes me smile."
Length: 6' 3" (eight inches taller than Christina as required). Damage: 2D4+2.

Miscellaneous
Leaping Distance: Up: 2 feet/ 4 feet (power) Across: 4 feet/ 8 feet (power)
Run: 19 mph (max) 15 rounds 420 feet per round 105 feet per action
Swim: 6.5 mph (max) 15 minutes 144 feet per round 36 feet per action
320 lbs.

Maximum Carrying Limit: 160 Ibs. Maximum Lifting Limit:

Road Flares (carrying 9) Description: Handheld flare generally used to mark an area

Abilities: A great way to make light and scare away a small group of Zombies, but less useful in a
large crowd of zombies (fire is too small). A flare will get one or two to back off every time, at least for
a few seconds (1 round) when you shove a flare in its face. If there are three or more, one of the
zombies will take a swing at you to knock the flare out of your hand. Range: Handheld.

Damage: 1 point. Rate of Fire: Each activation counts as one action; burns for 2D4+10 minutes.




