
Margarita Orellana
An inspiring Human priest who enjoys singing (5d6)

HOMELAND City
-------------------------------
CAREERS 
Orphan (15 yrs)
Drifter (6 yrs)
3 x Priest (7 yrs)
-------------------------------
AGE 28

Attributes

Movement

Attacks Defenses

Skills
running 1 (1d6)
dodging 1 (1d6)
cooking 1 (1d6) 
thievery 2 (1d6)
singing 1 (1d6)
appraisal 1 (1d6)
bureaucracy 1 (1d6)
religion 3 (2d6)
linguistics 1 (1d6)

WEAPON ATTACK DAMAGE RANGE NOTES
-------------------------------------------------------------------
Brawling 2d6 1d6+2 blunt –– ––
-------------------------------------------------------------------
Pistol  2d6 2d6 ballistic  3 ––
-------------------------------------------------------------------

MELEE DEFENSE  11
RANGED DEFENSE  11
MENTAL DEFENSE  23
VITAL DEFENSE  10

Gear
priest’s robes
pistol
100cr

HEALTH 20
SOAK 0
VULN none
IMMUNE none

Inspiring. Margarita is able to inspire others, 
spending an action to grant them +1d6 to 
their next attribute check as long as they 
remain with 30’ of her.

Enduring. Margarita gets +1 to any d6 rolls to 
shake off conditions.

Urchin. Used to the streets, Margarita can 
easily name the local crime figures in a 
community after spending one hour there.

Unseen. Margarita knows how to blend in 
and remain unnoticed, gaining +1d6 to her 
attribute checks when she does so.

Confessional. Margarita is able to discern lies 
and untruths, and gains +2d6 to attribute 

SPEED 5     CLIMB 3     JUMP 8'/3'

STR

3
(2d6)

AGI

4
(2d6)

END

3
(2d6)

INT

7
(3d6)

LOG

3
(2d6)

WIL

7
(3d6)

CHA

9
(3d6)

LUC

9
(3d6)

REP

0
(0d6)

Exploits and Traits
checks used to gain information from 
another person.

Unshakable Faith. Margarita’s strong 
belief in her religion grants her a +5 bonus 
to her MENTAL DEFENSE (already 
included, above).

Respect. Most people respect the clergy and 
are reluctant to attack them. A sentient 
creature who can recognize Margarita’s role 
suffers -1d6 to attack her as long as she has 
not attacked them.

Leadership. Margarita is able to donate her 
LUC dice pool to her allies.

Aim. By spending an action aiming, Margarita 
gains +1d6 to a subsequent ranged attack.

INITIATIVE 3d6     PERCEPTION 3d6     CARRY 60lb (max lift 150lb)   REACH 5-ft       ACTIONS 2

Biography
Margarita Orellana was born in the teeming slums of Mexico City. Her father was a wannabe-
revolutionary, or at least that’s how he justified his petty crimes to himself and God. He was killed 
by police in a raid for stolen goods at an underground printers that distributed anti-government 
literature. Margarita was nine at the time and remembers the raids that followed, her older brothers 
and mother being taken away… whom she never saw again… leaving her in charge of two younger 
brothers and a sister. The four children were living on the streets, begging and stealing to stay alive 
when 3-year old Antonio, her youngest brother, had his leg crushed by a car. She tried taking Antonio 
to a hospital but they were uninterested in a street urchin when their budgets were already so 
stretched trying to keep more worthwhile citizens alive. Margarita sat cradling poor Antonio on 
the side of a street when she was spotted by Sister Juana, a Catholic Nun, who took them both back 
to the hospital and wouldn’t leave until Antonio was treated. Sister Juana also went with Margarita 
to collect her other two siblings and took them all to an orphanage she worked at. Margarita was 
overwhelmed by this stranger’s kindness and soon started to learn about her, and other, faiths of 
the world. She trained hard and was ordained as a priest at the age of 23. Reluctantly she agreed 
to travel to Somerset Landing to help provide spiritual guidance and support to the colony.


