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Heartbroken Heroes
Heroes are often required to put the needs of others before their own. In many cases, it is a cost they are willing 
to endure to protect the people or governments that they serve. They do not realize, until they retire, how lonely 
they have been. However, some heroes are more anxiously looking for close friends or romantic companions 
while in their youth. They are just starting their careers and do not want to face the perils of the world alone. 

Lai’sana – Female Elf Wizard

Lai’sana has spent her entire life shielded from society. Her overprotective parents sent her to learn magic from 
a hermit where she spent the last several decades. She has now left his apprenticeship and is prepared to adven-
ture, but she desperately needs companions to help her explore and refine her abilities.

Barentel – Male Human Paladin

Orphaned at a young age, Barentel was rescued by adventurers. They took him to a nearby monastery and asked 
the monks to raise the child. As he matured, he grew strong and confident in his abilities, but alone. When old 
enough, he decided to pursue his destiny and aid others, much as he was aided by a group of heroes. However, 
he doesn’t want to face that future alone.

Lilthana – Female Halfling Rogue

Lilthana is a fun loving, petite young lady who has been betrayed by the only people she has ever loved, her 
parents. Eleven years ago. her parents were arrested for a criminal spree stretching decades. Although she chose 
to help free her parents, she hasn’t spoken with them since. She is now looking for friends and companions who 
enjoy life as much as she does, but who she can share her feelings with as they adventure together.

Kargel – Male Half-orc Barbarian

Kargel grew up in a small frontier village. He was one of several mixed heritage children, but it was never an 
issue. His parents, and the rest of the villagers, were very open and accepting of people. They did not judge 
anyone on ancestry or appearance. However, when Kargel left his village to protect the surrounding area from 
invaders he was met with racism and hatred. Kargel survived a brutal beating, but it made him self conscious 
and shy. He is looking for companions who can see him for his gentle heart rather than his bestial appearance. 

Yrrona – Female Tiefling Ranger

Yrrona was abandoned as an infant. She was left to die by her own parents because she was different. Fortu-
nately, an old elven woman found her and raised the child. She learned the ways of nature and the beauty of life, 
but she had very minimal interaction with others. Now, her “mother” has died and Yrrona is roaming the open 
world looking for people who will accept her as she is.
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Lai’sana – Female Elf Wizard

History

Lai’sana is the only child of a powerful elven family. 
Her parents always wanted the best for her, but
were often overprotective and controlling. While she 
was a child, she had few friends. As she grew into
a young maiden, she was sent to a prestigious wizard 
to learn the ways of magic. He only had one
apprentice at a time, and she spent several decades 
with no other interactions than those with her
master.

She has now been released from her apprenticeship 
and is ready to seize her destiny. She has a big
problem, however. Although she has read about the 
different cultures of the world and their history, she
has no practical experience dealing with people. She 
wants to help defeat evil, but she has not had
much luck finding any adventuring companions.

Eventually, she wants to make it back to her home city 
and show her parents how much she has
learned. However, she feels it is very important to use 
her magic, at least a few times, to help defeat
evil and bring peace and prosperity to the lands she is 
traveling through.

Motivations

Lai’sana is determined to prove her value, both to her-
self and to her parents. She has spent decades
studying magic and she has faith in her abilities, but 
she lacks experience. She is not foolish enough to
think that a wizard can change the world entirely 
alone, but she has not had much like finding compan-
ions.

In combat, she tries to fight from range. She has a 
quarterstaff and will use it if pressed, but it is not her
first choice.

Description

Lai’sana has a typical elven physique. She is nearly 6’ 
tall and weighs just over 100 pounds. Her long
blonde hair extends past her waist. Her sky blue eyes 
sparkle when she is excited or nervous. Her hands
and skin appear delicate and well groomed.

She rarely uses components for her spells, and there-
fore does not suffer from the odd odors that most
wizards share. This also allows her to keep her hands 
relatively clean from strange ingredients.
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Barentel – Male Human Paladin

History

Barentel is an orphan who was raised by the church. 
He was only four when his parents were killed by
a necromancer and his marauding band of zombies. A 
group of adventurers eventually defeated the
necromancer and discovered the young boy hiding in 
the cellar of his now ravished home. The heroes
took the child and brought him to a nearby monastery 
where he could live, work, and learn in peace.
They had hoped his troubled past would be forgotten, 
but instead it forged the small boy’s future.

As a youth, Barentel worked hard. He studied what 
was required of him, but his efforts were mostly on
physical labor and charity. He did whatever was re-
quired of him at the monastery and for the people in
the surrounding area. He was strong and healthy, but 
above all, he was well liked by everyone he met.

When he was old enough, the monks asked the young 
man to decide his destiny. Barentel could have
stayed with the monks and worked at the monastery, 
but he opted to return to civilization and ease the
suffering of others by fighting against evil. Like the 
adventurers who rescued him, he would save
others. He chose the life of a paladin.

Motivations

Barentel is a kind and compassionate individual. He 
truly seeks to improve the lives of everyone
around him. He is generally patient and willing to lis-
ten to concerns from people, unless they speak out
against the church who saved his life and gave him 
everything he has. For those “heathens”, he is quick
to anger and difficult to appease.

In combat, Barentel usually plays a defensive role. His 
focus is on protecting others and rescuing
innocents. If a powerful enemy is present, it will be-
come his primary target. If an enemy is retreating,
he will not pursue, but will tend to the wounded and 
aid recovery.

Description

Barentel is an impressive looking human. He stands 
6’4” tall and weighs just over 200 pounds. He is
generally very friendly and smiles easily.

His dark brown hair and green eyes have won the 
heart of many innocent maidens. However, he is not
looking for a casual relationship and is searching for 
his sou
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Lilthana – Female Halfling Rogue

History

Lilthana was raised by loving parents who traveled 
across the country. She enjoyed meeting new
people and seeing incredible sites. She learned many 
things from her parents, much of it was illicit in
nature. She wouldn’t realize for many years that the 
reason her parents kept moving was to avoid being
arrested for a long series of crimes, including robbery, 
kidnapping, extortion, and arson.

During her 16th year, the law finally caught up with 
her parents. She had learned enough about locks,
stealth, and the law to survive, but she had a difficult 
choice ahead. She could free her parents and
embrace their destructive lifestyle, or she could walk 
away and determine her own destiny. She stole a
guard’s key, dropped it into the cell holding her moth-
er, and left before her parents were able to free
themselves. She has not seen either of her parents 
since.

That was 11 years ago. Lilthana has had a rough time 
making lasting friends after what she considered
to be the betrayal of her parents. She still loves life 
and seeing new people and things, but she has had a
very hard time trusting people. She fears they will try 
to control her through physical force or
deception.

Motivations

Lilthana loves having fun and seeing new things. She 
wants to find companions that enjoy the same
things in life that she does, but has a hard time trusting 
new people because of her past. She doesn’t stay
in one place for very long, more out of habit than 
anything else.

In combat, she drops the cheerful demeanor and be-
comes serious. She does not enjoy bloodshed, but
she is not afraid to fight when it becomes necessary. 
Her abilities allow her to ambush opponents and
move around the battlefield fairly quickly.

Description

Lilthana is tiny. While she refers to herself as petite, 
she stands just under 3’ tall and weighs 25 pounds.
She smiles constantly, unless in combat, but is also 
guarded and does not share her most painful
memories with anyone. Her light brown hair extends 
to her shoulders and her hazel eyes shine both
with curiosity and mischief.

She wears her studded leather armor, dyed black, 
whenever she expects trouble. If she is in an area she
considers safe, she wears a loose fitting blouse and 
leggings. In either case, she always carries her short
sword, just in case.
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Kargel – Male Half-orc Barbarian

History

Kargel is unusual for a half-orc. His parents loved him 
and each other with all their hearts. He was one
of several mixed heritage children in his village and 
they grew up as friends. As a youth, he had no idea
of the racial intolerance that existed in some cities and 
countries in the region. His village was entirely
self-sufficient and never saw travelers. He was com-
pletely ignorant of those problems.

When he was 13, the region was engulfed in war. Dis-
tant family members of his small village began to
flood into the small hamlet. Kargel decided he needed 
to protect his friends and their families and left
to join the army. The experience was not a pleasant 
one.

When he arrived in at the camp to enlist, he was met 
by several human knights. Instead of welcoming
him to join the army, they taunted him, beat him, and 
left him unconscious. Kargel awoke, bruised,
scared, and sore. He had no idea what he had done to 
provoke the knights. He returned to his small
village a terrified teen.

The intolerance of the humans could have caused Kar-
gel to hate them, but he realized it was a few
individuals rather than the vast majority. He decided 
he still needed to defend others, even if alone, than
be part of an army. It also made him more aware of his 
heritage and his appearance.

Motivations

Kargel wants nothing more than to help others. How-
ever, his past experiences have made him shy and
self-conscious. He is not ugly, but his features are 
rough by human standards. If he overcomes his
hesitations, he is quite likable and even talkative.

In combat, Kargel focuses on the enemy who is caus-
ing the most harm to others. Whether this is one
powerful leader or a group of less powerful minions, 

he tries to stop them from causing suffering to
innocents.

Description

Kargel is incredibly muscular. Although only 5’5” tall, 
he is almost 200 pounds. He is strong, healthy,
and reasonably dextrous. However, he is also shy and 
a little lacking in intellect. He shaves his head,
which was already balding at the age of 17. His brown 
eyes and slightly green skin make him appear
more like an orc than his human ancestry would sug-
gest.

In combat, he wears the scale mail armor given to him 
by his village smith and wields that greataxe that
belonged to his father. His association with the village 
is a strong part of who he is and he carries little
trinkets to remind him of his childhood friends, family, 
and others who meant a lot to him.
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Yrrona – Female Tiefling Ranger

History

Some children have loving families, Yrrona is not one 
of those children. She was abandoned by her
parents in the forest as a baby. Fortunately, an old 
elven woman found the child before she perished.
The woman, named Llysala, took Yrrona in and raised 
her as her own.

Llysala was a druid who had retired several years pri-
or. She taught her “daughter” about animals,
plants, and the land. Yrrona grew to love Llysala and 
the serene life of a hermit, but she never truly
embraced the path to become a druid. Instead of mag-
ic, she began practicing her martial skills and
excelled with a bow.

Shortly after her 60th  birthday, as close as either Lly-
sala or Yrrona could estimate, the old elven woman
finally succumbed to her age. Yrrona was alone in the 
world, having never truly met or grown close to
anyone else. After grieving for her “mother”, she took 
the opportunity to explore and learn more about
the world and herself.

After spending over 20 years on her journey, she has 
returned to the lands where she grew up. They
have grown troubled by outside forces, especially 
those of the giants. Yrrona refuses to let the crimes
against the innocent people of the region and the forest 
itself go unanswered. She has taken up her bow
to get justice.

Motivations

Yrrona is constantly striving to protect the innocent 
people of the region and nature from the
encroachment of evil forces. Particularly, she targets 
the giants and their armies who have been steadily
pushing into the area. She realizes she can only do a 
small amount alone, but she has never been great
dealing with other people and she thinks it is partially 
due to her appearance.

In combat, Yrrona attacks from range. She uses a bow 
as much as possible and flees if combat begins
turning against her. Her ability to hide and move 
through the forest has proven her greatest assets. Her
targets are the largest or most dangerous opponents, 
and she attacks from a safe position, usually high
in the trees.

Description

Yrrona has an infernal heritage. She has flaming red 
hair, glowing red eyes, and small horns jutting
from her temples. She is aware of her monstrous vis-
age; her “mother” knew that she was different, but
did not know the details of her ancestry. She stands 
5’4” tall, including her horns, and weighs a solid
140 pounds. She is muscular, healthy, and lithe.

Yrrona usually wears a cloak to try to hide her fea-
tures. Under the cloak, or when in combat, she wears
studded leather armor that blends into the trees of the 
forest. Her bow was given to her by her “mother”
and she values it as her most prized possession.
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The following text is the property of Wizards of the Coast, Inc. and is Copyright 
2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trademark owners 
who have contributed Open Game Content; (b)”Derivative Material” means 
copyrighted material including derivative works and translations (including into 
other computer languages), potation, modification, correction, addition, exten-
sion, upgrade, improvement, compilation, abridgment or other form in which an 
existing work may be recast, transformed or adapted; (c) “Distribute” means to 
reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or other-
wise distribute; (d)”Open Game Content” means the game mechanic and includes 
the methods, procedures, processes and routines to the extent such content does 
not embody the Product Identity and is an enhancement over the prior art and any 
additional content clearly identified as Open Game Content by the Contributor, 
and means any work covered by this License, including translations and derivative 
works under copyright law, but specifically excludes Product Identity. (e) “Product 
Identity” means product and product line names, logos and identifying marks in-
cluding trade dress; artifacts; creatures characters; stories, storylines, plots, themat-
ic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, 
likenesses, formats, poses, concepts, themes and graphic, photographic and other 
visual or audio representations; names and descriptions of characters, spells, en-
chantments, personalities, teams, personas, likenesses and special abilities; places, 
locations, environments, creatures, equipment, magical or supernatural abilities or 
effects, logos, symbols, or graphic designs; and any other trademark or registered 
trademark clearly identified as Product identity by the owner of the Product 
Identity, and which specifically excludes the Open Game Content; (f) “Trademark” 
means the logos, names, mark, sign, motto, designs that are used by a Contribu-
tor to identify itself or its products or the associated products contributed to the 
Open Game License by the Contributor (g) “Use”, “Used” or “Using” means to use, 
Distribute, copy, edit, format, modify, translate and otherwise create Derivative 
Material of Open Game Content. (h) “You” or “Your” means the licensee in terms 
of this agreement.

2. The License: This License applies to any Open Game Content that contains a 
notice indicating that the Open Game Content may only be Used under and in 
terms of this License. You must affix such a notice to any Open Game Content 
that you Use. No terms may be added to or subtracted from this License except as 
described by the License itself. No other terms or conditions may be applied to any 
Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your 
acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the 
Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license 
with the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original 
material as Open Game Content, You represent that Your Contributions are Your 
original creation and/or You have sufficient rights to grant the rights conveyed by 
this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE por-
tion of this License to include the exact text of the COPYRIGHT NOTICE of any 
Open Game Content You are copying, modifying or distributing, and You must 
add the title, the copyright date, and the copyright holder’s name to the COPY-
RIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, includ-
ing as an indication as to compatibility, except as expressly licensed in another, 
independent Agreement with the owner of each element of that Product Identity. 
You agree not to indicate compatibility or co-adaptability with any Trademark or 
Registered Trademark in conjunction with a work containing Open Game Content 
except as expressly licensed in another, independent Agreement with the owner 
of such Trademark or Registered Trademark. The use of any Product Identity 
in Open Game Content does not constitute a challenge to the ownership of that 
Product Identity. The owner of any Product Identity used in Open Game Content 
shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate 
which portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated 
versions of this License. You may use any authorized version of this License to 
copy, modify and distribute any Open Game Content originally distributed under 
any version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy 
of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game 
Content using the name of any Contributor unless You have written permission 
from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms 
of this License with respect to some or all of the Open Game Content due to 
statute, judicial order, or governmental regulation then You may not Use any Open 
Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply 
with all terms herein and fail to cure such breach within 30 days of becoming 
aware of the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such 
provision shall be reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE 
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; Authors 
Jonathan Tweet, Monte Cook, Skip Williams, based on material by E. Gary Gygax 
and Dave Arneson.
 
Pathfinder Roleplaying Game Core Rulebook. Copyright 2009, Paizo Inc.; Author: 
Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip 
Williams.
 
The Book of Experimental Might. Copyright 2008, Monte J. Cook. All rights 
reserved.
 
Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott 
Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey Christofferson, 
Lance Hawvermale, Travis Hawvermale, Patrick Lawinger, and Bill Webb; Based 
on original content from TSR.

Pathfinder Roleplaying Game Advanced Class Guide Copyright 2014, Paizo Inc.; 
Authors: Dennis Baker, Ross Byers, Jesse Benner, Savannah Broadway, Jason 
Bulmahn, Jim Groves, Tim Hitchcock, Tracy Hurley, Jonathan H. Keith, Will Mc-
Cardell, Dale C. McCoy, Jr., Tom Phillips, Stephen Radney-MacFarland, Thomas 
M. Reid, Sean K Reynolds, Tork Shaw, Owen K.C. Stephens, and Russ Taylor.

Pathfinder Roleplaying Game Advanced Player’s Guide. Copyright
2010, Paizo Inc.; Author: Jason Bulmahn.

Pathfinder Roleplaying Game Advanced Race Guide. Copyright
2012, Paizo Inc.; Authors: Dennis Baker, Jesse Benner, Benjamin
Bruck, Jason Bulmahn, Adam Daigle, Jim Groves, Tim Hitchcock,
Hal MacLean, Jason Nelson, Stephen Radney-MacFarland,
Owen K.C. Stephens, Todd Stewart, and Russ Taylor.

Pathfinder Roleplaying Game Ultimate Combat. Copyright 2011, Paizo Inc.; 
Authors: Jason Bulmahn, Tim Hitchcock, Colin McComb, Rob McCreary, Jason 
Nelson, Stephen Radney-MacFarland, Sean K Reynolds, Owen K.C. Stephens, and 
Russ Taylor.

Pathfinder Roleplaying Game Ultimate Magic. Copyright 2011,
Paizo Inc.; Authors: Jason Bulmahn, Tim Hitchcock, Colin Mc-
Comb, Rob McCreary, Jason Nelson, Stephen Radney-MacFarland, Sean K Reyn-
olds, Owen K.C. Stephens, and Russ Taylor. 
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The Chromatic Dragon Descended


