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• THE TROUBADOUR •
Wounds: 1D6+6
Move: 4
Weapon Skill: 3
Ballistic Skill: 5+
Strength: 3
Toughness: 3
Initiative: 6
Attacks: 1

Equipment:  Enchanted Flute.
Weapon:  Sword, causing 1D6+3  Wounds.
Armour:  None.
Pinning:  Breaks from pinning on a roll of 3+.
Special Rules
Once per turn the Troubadour may attempt to drown out the
voice of an enemy spellcaster.  When an enemy casts a spell,
roll 1D6.  On a 6, the spell fails.
Also, instead of making any attacks for the turn, a Troubadour
may once per turn play a rousing melody to encourage his
comrades.  Any allies in the same room may each re-roll any
result of 1 on a roll to hit, though the second roll must be kept.
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TROUBADOUR
In the Old World, a pleasant melody is a welcome
distraction from the hardships of everyday life.  There
are some who have been blessed with an ability to play
such music, and who have an interest in "seeing the
world" that they so often tell tall tales about in their
ballads.  Some of these wandering minstrels will even
seek out a group of hardy adventurers, so that they
might sing their praises . . . and perhaps gain a bit of
fame for themselves as well.

The Troubadour is one such musical adventurer,
trained enough in the ways of war to be able to hold his
own in the dangers of the dungeons, but also skilled
enough to compose epic poems commemorating the
Warriors' accomplishments afterward.  He is able to
do his share of fighting (and to earn his share of the
treasure) but his primary role is a supportive one, to
encourage the other Warriors to greater acts of heroism.

TROUBADOUR ADVANCED PROFILES
Wounds: 2D6+6 Wpn./Bal. Skill: 3/5+
Strength/Dice: 3/1 Toughness: 3
Initiative: 6 Attacks: 1

Luck: 2
Willpower: 2
Pinning: 3+

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

Luck: 3
Willpower: 3
Pinning: 3+

SKILLS: 1

TO HIT 2 3 3 4 4 4 4 4 5 5

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

Luck: 3
Willpower: 3
Pinning: 3+

SKILLS: 2

TO HIT 2 3 3 4 4 4 4 4 5 5

Wounds: 3D6+6 Wpn.Bal. Skill: 5/4+
Strength/Dice: 4/2 Toughness: 4
Initiative: 8 Attacks: 2

Luck: 4
Willpower: 3
Pinning: 2+

SKILLS: 2
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TROUBADOUR ADVANCED PROFILES
Wounds: 4D6+6 Wpn./Bal. Skill: 5/3+
Strength/Dice: 4/2 Toughness: 4
Initiative: 8 Attacks: 2

Luck: 5
Willpower: 3
Pinning: 2+

SKILLS: 3
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Wounds: 4D6+6 Wpn./Bal. Skill: 5/3+
Strength/Dice: 4/2 Toughness: 4
Initiative: 9 Attacks: 2

Luck: 5
Willpower: 3
Pinning: 2+

SKILLS: 3

TO HIT 2 2 3 3 4 4 4 4 4 4

Wounds: 5D6+6 Wpn./Bal. Skill: 6/3+
Strength/Dice: 4/2 Toughness: 4
Initiative: 9 Attacks: 3

Luck: 5
Willpower: 3
Pinning: Auto

SKILLS: 4

TO HIT 2 2 3 3 3 4 4 4 4 4

Wounds: 6D6+6 Wpn./Bal. Skill: 6/2+
Strength/Dice: 4/3 Toughness: 4
Initiative: 9 Attacks: 3

Luck: 7
Willpower: 4
Pinning: Auto

SKILLS: 6
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Wounds: 5D6+6 Wpn./Bal. Skill: 6/2+
Strength/Dice: 4/3 Toughness: 4
Initiative: 9 Attacks: 3

Luck: 6
Willpower: 4
Pinning: Auto

SKILLS: 5
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