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BODY LEVELS

Name: Sofia Maratkova
Player: Maerdwyn
Type: Maga, House: Merinita
Covenant: Gormenghast
Saga: Gormenghast

Faerie Lore 3 5
Faerie Magic 3 5
Magic Theory 4 0
Organization Lore (Order of Hermes) 1 0
Parma Magica 4 7
Scribe Latin 3 0
Speak Latin 4 0
Speak Slavic 4 0
Folk Ken (Townsfolk) 3 6
Swim 2 3
Guile 2 3
Charm 2 3
Survival 1 1

ABILITIES
ABILITY (SPECIALTY) SCORE EXP.

Height: 157 cm Weight: 50 kg Gender: Female Age: 23 Year Born: 1137 Current Year: Spring 1160

CHARACTERISTICS
Intelligence +4  (sharp)
Perception +2  (insightful)

Presence +1  (comely)
Communication +2  (witty)

Strength -3  (weak)
Stamina 0

Dexterity 0
Quickness 0

SCORE SPECIALTY

VIRTUES AND FLAWS
+1 Faerie Magic
+2 Great Intelligence
+2 Student of Faerie
+1 Gentle Gift
+1 Venus' Blessing
+1 Extra Spells-1 (10 Extra Spell Points)
+1 Faerie Upbringing
-2 Common Fear (rivers)
-2 Poor
-2 Noncombatant (Magus) (Attack and Damage: -3)
-2 Enemy (Dernaya the Ruskalla)-2
-1 Flawed Parma Magica (Aquam)
-1 Hedge Wizard

SCORE VIRTUE OR FLAW AND DESCRIPTION

Description: Sofia is a slight young woman, whose skin is quite pale and cool
to the touch. Her features are attractive, if a little severe, though her smile
tends to mitigate their severity somewhat. Her voice is quite high, and often

Confidence 3 Current Score 
Size 0 Decrepitude 0

Outgoing +2
Distrustful +2
Soft Hearted +1

TRAIT SCORE TRAIT SCOREUnhurt O NA
Hurt O NA
Lt Wounds O -1
Med Wounds O -3
Hvy Wounds O -5
Incapacitated O NA

Fresh O NA
Winded O NA
Weary O -1
Tired O -3
Dazed O -5
Unconscious O NA

FATIGUE LEVELS
PERSONALITY TRAITSSOAK TOTAL: 0 FATIGUE TOTAL: +0
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WEAPON INIT ATK DFN DAM FAT RNG SPC STR
Fist/Kick -2 -6 -3 -6 -3 Touch 0 --
Fist/Kick/0 -2 -3 -3 -6 -3 Touch 0 +0

Initiative: Qik+Weapon Skill+Weapon
Initiative Bonus + Enc
Attack: (Dex or Per) + Weapon Skill
+Weapon Attack Bonus +Enc
Defense: Qik + Weapon Skill + Weapon
Defense Bonus - Size + Enc
Damage: (Str + Size) or (Nothing) +
Weapon Damage Bonus
Range: Effective Range of Weapon
Space: Open paces rond you required to
properly wield weapon.
Strength: Minimum Str to use.

REPUTATIONS
+3 Hedge Wizard (Tribunal)

SCORE TYPE/TARGET

ARMOR
Protection: 0, Load: 0, Type: --

EQUIPMENT

0 Fist/Kick (Initiative: -2; Attack: -6;
Defense: -3; Damage: -6; Fatigue:
-3; Skill: Brawling; Space: 0;
Range: Touch)

LOAD ITEM AND NOTES LOAD ITEM AND NOTES

NOTES
Walk: 9+Qik+Enc = 9
Hustle: 15+Qik+Enc = 15
Sprint: 30+Qik+Ath+Enc-Wnd-Fat = 30+
Horseback: 50+Ride = 50
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HERMETIC TRAITS

WIZARD'S SIGIL
A sudden drop in temperature.

WIZARD'S TWILIGHT

0 Total Twilight Points Twilight Control: +4

POINTS EFFECTS OF TWILIGHT

FAMILIAR

IMPORTANT

CHARACTERISTICS
Int 0 Str 0 Com 0 Dex 0
Per 0 Sta 0 Pre 0 Qik 0

ABILITIES AND POWERS
CORD SCORES

Gold 0
Silver 0

Bronze 0

OTHER SCORES
Size 0

Magic Might 0

BOND QUALITIES
SCORE QUALITY

Cord Score 14
Cords Total 0
Bonds Total 0

TOTALS

Casting Spontaneous Spells
Int + Technique + Form + Enc
Divide by 2 if spending Fatigue level
Divide by 5 if not

Casting Formulaic Spells
Stm + Technique + Form + Enc

Casting Ritual Spells
Formulaic Total + Concentration

Magic Resistance 20+
Parma Magica x 5 (+ Form and bonuses)

Targeting Roll 2
Per + Finesse

Concentration Roll 4
Int + Concentration

Fast-Cast Speed 0
Qik + Finesse + Enc

Certamen 4+
Int + Certamen + Technique + Form

Basic Lab Total 8+
Int + Magic Theory + Technique + Form

Maximum Vis per Season 4
Magic Theory + Vim

MAGIC ARTS
TECHNIQUETOTAL SCORE EXP
Creo 7 7 28
Intellego 7 7 28
Muto 0 0 0
Perdo 0 0 0
Rego 8 8 36

FORM TOTAL SCORE EXP
Animal 0 0 0
Aquam 1 1 1
Auram 1 1 1
Corpus 0 0 0
Herbam 0 0 0
Ignem 0 0 0
Imaginem 7 7 28
Mentem 7 7 28
Terram 0 0 0
Vim 0 0 0



Goal: Sofia really wants Maerdwyn to keep thinking about her goals.

History: When Sofia was a young girl, her family, farmers near Lake Ilmen, went to a Kolyadki 
festival in Novgorod. She reveled with everyone else, until it was to go home the next morning in the 
family's wagon. When finally they came to the crossing at the Volkhov River, Sophia fell from the 
cart. Though the river had been frozen for months, and the wagon had crossed at just that point two 
days before, Sofia crashed through and vanished into the icy water. Her parents and siblings could 
see no sign of her, after a time and much anguish, she was sadly given up for lost.

Under the water, Sofia was chilled, and felt her body stiffen, even as she choked on the icy water. 
But Sofia lived. She awoke, lying on a bed - stil underwater, but no longer cold, and quite 
comfortable. A young, girl stared happily back at her. She was Dernyaya, a kindly Rusalka, and she 
explained cast a spell upn her that let breathe underwater and survive in the cold. But, the Rusalka 
told her, the spell wouldn't expire for a year, and that Sofia would have to stay until it was over. 
Scared, but still quite fascinated, Sofia stayed with Dernyaya, who despite being several hundred 
years old, looked to be about Sofia age, and the two girls became fast friends. Dernyaya told her of 
the faeries and of their magic, and Sopfia told Dernyaya about the town and life among humans. And 
always, when Sofia would ask if it was near time to return home, the Rusalka would tell her, "Just a 
few more months, Sister, but it is not so bad here with me is it?" And so Sophia stayed.

But one day, while mimicking some of the gestures and words that she'd heard and seen Dernyaya 
use, Sofia found she look see what the Rusalka was thinking. She practiced this, peering in at her 
friend's thoughts and using the knowlege to win game here or play a practical joke there, until one 
day when Dernyaya was sitting and gazing up at the surface of the water, Sofia saw a clear memory 
in the Rusalka's mind.

She saw her family. They were crossing the Volkov in a wagon, laughing and smiling in memory of 
the Yule festival. And then there was Dernyaya, reaching up and grabbing Sofia's leg, and pulling 
her down, and pointing a hand at the ice, shattering it for the two of them go past back down into the 
water. Sofia could feel the memory of the Rusalka's joy at finally having a playmate, of loneliness 
defeated forever. And Sofia understood that Dernyaya would never, ever, let her go.

When the spell ended, Sofia resolved to flee. She waited until that night, when the Rusalka was 
asleep, and swam away, as far and as fast as she could, until the faery's spell wore off, and she lost 
the ability to swim and to breathe under water. She struggled to the surface, and, still wet, and now 
hungry, wandered through wilderness, unsure of where she was, living on berries and moss until she 
she stumbled into the village below Gormenghast, only hours from death by pneumonia and 
hypothermia.

Since then, Sofia has entered and completed her apprenticeship as a magus of House Merinitia. She 
has grown into a confident young woman of great power, but whenever she passes a river, especially 
a frozen river, she feels a stab of fear at the memory of her childlike captor, wondering if Dernyaya 
still nurses bitterness over Sofia's abandonment.
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