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• THE KNIGHT TEMPLAR •
Wounds: 1D6+7
Move: 4(3)
Weapon Skill: 3
Ballistic Skill: 5+
Strength: 4
Toughness: 3(5)
Initiative: 3
Attacks: 1

Equipment:  Holy Symbol.
Weapon:  Sword, causing 1D6+4  Wounds.
Armour:  Chainmail, giving +2 Toughness, -1 Movement.
Pinning:  Breaks from pinning on a roll of 6+.
Special Rules
Once per adventure, the Templar may call upon his Deity to
prevent a catastrophe or to ensure success.  A blow that has
struck a Warrior (even after the damage has been already
rolled) may be averted as if it never happened at all, or else the
Warrior may be guaranteed success on a single die roll.
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KNIGHT TEMPLAR
There are many Warriors who take up the call to arms
to defend the Old World from the forces of Chaos.  The
Knight Templar is one such Warrior, but one who has
devoted his life to this purpose as service to his Deity,
possibly having started preparing for this role even in
childhood.

These chivalrous Warriors are knights in shining
armor, steadfastly resisting the forces of Chaos, and
epitomizing the virtuous and heroic lifestyle.  They follow
the code of chivalry, protecting the innocent, helping
the downtrodden, and showing respect even to their
enemies.  They never attack the defenseless, certainly
never killing an unarmed prisoner who has surrendered
without a proper trial, and they make no attempt to
take their enemies by surprise.

KNIGHT TEMPLAR ADVANCED PROFILES
Wounds: 2D6+7 Wpn./Bal. Skill: 3/5+
Strength/Dice: 4/1 Toughness: 3(5)
Initiative: 3 Attacks: 1

Luck: 1
Willpower: 2
Pinning: 6+

SKILLS: 1
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Wounds: 2D6+7 Wpn./Bal. Skill: 4/4+
Strength/Dice: 4/1 Toughness: 3(5)
Initiative: 3 Attacks: 2

Luck: 2
Willpower: 3
Pinning: 6+

SKILLS: 1
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Wounds: 3D6+7 Wpn./Bal. Skill: 4/4+
Strength/Dice: 4/1 Toughness: 4(6)
Initiative: 4 Attacks: 2

Luck: 2
Willpower: 3
Pinning: 6+

SKILLS: 2
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Wounds: 3D6+7 Wpn.Bal. Skill: 5/4+
Strength/Dice: 4/2 Toughness: 4(6)
Initiative: 4 Attacks: 3

Luck: 2
Willpower: 4
Pinning: 5+

SKILLS: 2
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KNIGHT TEMPLAR ADVANCED PROFILES
Wounds: 4D6+7 Wpn./Bal. Skill: 5/3+
Strength/Dice: 4/2 Toughness: 4(6)
Initiative: 5 Attacks: 3

Luck: 3
Willpower: 4
Pinning: 5+

SKILLS: 3
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Wounds: 4D6+7 Wpn./Bal. Skill: 5/3+
Strength/Dice: 4/2 Toughness: 4(6)
Initiative: 5 Attacks: 3

Luck: 3
Willpower: 4
Pinning: 5+

SKILLS: 3
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Wounds: 5D6+7 Wpn./Bal. Skill: 6/3+
Strength/Dice: 4/2 Toughness: 4(6)
Initiative: 5 Attacks: 4

Luck: 3
Willpower: 4
Pinning: 5+

SKILLS: 4
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Wounds: 6D6+7 Wpn./Bal. Skill: 6/2+
Strength/Dice: 4/3 Toughness: 4(6)
Initiative: 6 Attacks: 4

Luck: 4
Willpower: 4
Pinning: 5+

SKILLS: 5
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Wounds: 5D6+7 Wpn./Bal. Skill: 6/2+
Strength/Dice: 4/3 Toughness: 4(6)
Initiative: 6 Attacks: 4

Luck: 3
Willpower: 4
Pinning: 5+

SKILLS: 4
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