"Take no more than seven breaths to decide on a course of action. Then you must see this decision through with total attention. That is the way of the true warrior." Jalmar Ironsword 

Attitude:

Ji is one of those people who is so intense and focused that people either love him or fear that he is insane.  He has the sort of creepy magnetism you find in cult leaders.  This is basically a result of him living the philosophy exposed above.  He is awake, in balance and ready to make a life or death decision 18 hours a day.  Most people are lucky to be in such a state 15 minutes a day.  If he is sharpening his sword, it is because he believes that that is the thing that most needs doing to forward his cult’s and his own objectives and he is enjoying doing it well.

This is a result of his mysticism.  When he first joined Humakt his focus on vengeance made him terrible company.  But since being elevated into the Jalmarian brotherhood he has found a balance and a perspective that causes him to truly enjoy what he does.  The fact that one minute he can be carrying a spider outside of the house to avoid harming it and the next he can be completely focused on killing some one will lead many to believe that he is unhinged, but it has it’s own consistency.  All of this may be missed by most who deal with him because of his extreme focus.  He is always doing something. People who are not relevant to his goals are dealt with as briefly as possible. 

His cult focuses on the truth rune and he views death as a tool to be used as infrequently as possible, despite the fact that he trains in war constantly.  Unless honor is at stake or chaos is involved he will try  to avoid “misusing death and introducing unnecessary strife into the world.”  He does not proselytize or explain any of this. He just lives it.

The story:

Ji grew up in the small river village of Waterby.  His father was the mru Ji net mender. His mother Ashra of Pavis.  When he came of age, he left his village and moved to the new city of Pavis and joined the city guard and cult.  There he thrived, until he returned home one night to find his wife and daughter missing.  He learned from his son (who had hidden) that several lunar arms men had kidnapped his family.  He tracked them down to the house of a local merchant whom he had recently caused some misfortune by catching his factor selling Hazia. There he found his wife and daughter dead, interrupting a cannibalistic ritual.  He killed several of the guards and escaped.  When he found himself unable to prove the crime or legally touch the merchant he, severed all ties with Pavis and joined Humakt.  He fostered his son (Ashton) with his parents and focused on mastering the sword.  Over the next several seasons he stalked the merchant until he was able to catch him lightly guarded in the ruble.  There he killed the merchant and several of his guards. The fight ended when he fell wounded and fully armored into the river.  His foes did not know of his mru background and hence missed his underwater escape.

After living a fugitive life style for a season or two, he left Pavis with another Humakt fugitive, general Caspian Vur.  Together they traveled to Doraster and fought in the chaos wars for several years!  The general induced and trained Ji in the Jalmar Iron Sword sub-cult of Humakt (dedicated chaos hunters). Using his new skills he helped the local Orlanthi in Hazard Fort weed out chaotic deceivers in their ranks.  Many were found and killed without mercy!  He also served in a couple of battles against Ralzakark's forces, seeking and killing enemy leaders.  That is where he got the scars.  As a reward for his services, Caspian and the king of the Talastari arranged his armoring tattoos.  

Returned to Pavis in disguise and joined the River Voices to forward Bendrath and Caspian’s objectives.  After several successes and the rout of the Lunars, became a Marshal of Pavis.  His energies have been primarily focused on the Puzzle Canal, where he recently was instrumental in the return of the Canal to City and River control, personally slaying the Voughs champion in single combat.  This lead to him becoming the Champion of Puzzle Canal.  This mystic office gives him much control of the canal through a mind link with the Engine of the World Currents.  He now is the officially the Marshal of Puzzle Canal, a high office of the city, in charge of managing its defenses and learning of its inner mysteries.

Contacts:

Caspian Vur – Sub-cult leader 

N'kwana Strongeagle – Local Humakti sword, nomad agimori

Ettir the Sly – Pavic friend, trains with Humakti

Bendrath – Pavis cult leader, sworn to his service

River cult

Goals:

Train to become a Knight of Jalmar

Defend the puzzle canal, master its deeper secrets

Significant Achievements:

Negotiated the release of Duke Raus’ daughter from Tuskrider kidnappers (in the pay of 5 eyes newtlings).
In party when: Defeated a cocademon; Found daughter of the River in Puzzle Canal; Went to Ginorta’s Castle and broke up Red Bat summoning;  Freed the Lost One (Giant Spirit) from God Learner trap, Recovered mask of Yermonis

Held the door to Wyrnsjaw fort with Cernak against 6 Zorak Zorani Berserkers, and a dozen monsters, killed over half! (earned name Doorman of Wyrmsjaw)

Part of force responsible for the cleansing of festering isle

Marshal of pavis, co-discoverer of Mask of Yermonis, marshal in charge of investigation of descorgos initiated theft of Pavic grain

Champion of Puzzle canal, Won a single combat with past champion, now control the Engine of the world current

Special Spells:

Blade Protection

Variable (spirit magic)

Ranged, Temporal, Passive.

This spell will add 5 armour points per point of spell on any bladed weapon (such as a sword). This protection is effective against any sort of damage including acid (which it resists at double efficiency), and as such is useful in fighting gorp (especially if you also have Protection on yourself). This spell may be taught normally to Initiates by any Jalmari Knight.

Know Chaos

1POW, non-stackable, reusable.

Use of this Rune Magic allows the caster a POW challenge against a single chaos creature, granting also an effective +2 to POW for this challenge. Success means that the Jalmari knows the basic nature of the creature, specifically its chaos features, rough level of POW, original species, and any other unusual features which might not normally be specifically chaotic (such as natural poison).  

Special Abilities:

Sense Deceiver 

This psychic skill resembles the Stormbull Sense Chaos ability, however it only reveals Illuminants who have a connection to Chaos. Such people would be: Initiates of the cults of Nysalor or Gbaji (which are tied to the Chaos Rune); Illuminated Initiates of the Red Goddess, Vivamort, Krarsht, Thanatar, or Arkat the Deceiver (also tied to the Chaos Rune); and Illuminants who have Chaos Features or Taints (whether active or passive), or who have other Chaos magic active at the time of the

detection. This skill is granted during Initiation to new Initiates of Jalmar at a beginning % equal to their POW. 

Resist Sorcery

Begun at a % equal to 25-INT, this ability is rolled after any other calculations to see if undesired sorcery affects the Jalmari. The skill roll is penalised by 3% for every point that the sorcerer's current POW is higher than their own. 

Resist Control

This mystic ability grants the recipient resistance to mental and emotional manipulation through magic or other means. The skill begins as a % equal to the Jalmari's POW, If this succeeds, match the POW of the Jalmari with his assailant a second time (or a first time if a resistance roll is not normally possible). Note that the Jalmari will always resist with whichever of his current or original POW is higher at that moment. Resisting Spirit Magic gives an effective +3 to this POW, resisting sorcery an effective +2, and resisting psychic abilities an effective +1. If the mystic is still controlled, this skill may be attempted every time he is commanded to perform an action abhorrent to his nature (such as remaining inactive whilst friends suffer, causing significant harm, damaging oneself...). May also be retried every 1/3/7 rounds depending on the relative MP strength of the attack.  The resist is credited with 1MP/10%.  An effect within 1MP requires 3 rounds, a stronger effect requires 7.

Refute Chaos (not yet)
When attacked by Chaos, the Knight can resist any extra damage caused by its chaos features. This does not include physical damage from the large claws of beasts, but does include such things as Chaos acid, explosions as a result of chaos features, extra damage from chaos enchanted weapons, and even targeted chaos magic. As a rule of thumb, this ability resists effects that are directly chaotic and would cause physical damage (including chaos magic). Once again this ability begins at a percentage equal to the Knight's POW. This ability must be tested for each separate instance, however increases at 5% with each consecutive success against the same foe in a specific encounter with that foe. 

Refute Harm (not yet)

When reduced by injury to the point of unconsciousness or inability to act, the Knight may attempt this ability in order to stop bleeding, prevent unconsciousness, or make actions that would normally be impossible due to pain or the nature of the physical injuries. It must each time be applied to a specific goal, and a fail means it will not work for that goal during these circumstances. It begins at a % equal to the Knight's CON. 1HP is lost with each success or failure after the first, but otherwise any successful roll may be followed by another attempt at this skill. The first failure indicates collapse and

unconsciousness.

