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Birth Name: Julienne
Year Born: 1188
Gender: Female
Race/Nationality: French
Birth Place:
Religion: Christian
Title: Sir
Height: 173 cm
Weight: 80 kg
Hair: Blonde
Eyes: Blue
Handedness: Right

Characteristics

Intelligence Int  (solid) -1
Perception Per 0
Presence Pre  (solid) -1
Communication Com  (solid) -1
Strength Str  (strong arms) +3
Stamina Sta  (tough) +1
Dexterity Dex  (nimble) +2
Quickness Qik  (nimble) +2

DESCRIPTION SCORE

Knight (Minor, Social Status)
Improved Characteristics (Minor, General)
Privileged Upbringing (50/50) (Minor, General)
Relic (Minor, General)
Puissant Single Weapon (Minor, General)
Sense Holiness and Unholiness (Minor, Supernatural)
Warrior (50/50) (Minor, General)

Dark Secret: Female knight disguised as male (Major, Story)
Pious (Major, Personality)
Transvestite (Minor, Personality); Social: -3 when living as own
gender

House:
Age: 32 (32) Size: 0 Confidence: 1 (3)

Character: Sir Christophe
Player:

Saga:
Setting: Current Year: 1220

Virtues and Flaws

Decrepitude: 0
Effects of Aging:

Warping: 0 (0)
Effects of Warping:

15 Animal Handling (Horses) 2
30 Anjou Lore (geography) 3
15 Aquitaine Lore (geography) 2
5 Artes Liberales (grammar) 1
15 Athletics (running) 2
5 Awareness (keeping watch) 1
15 Bargain (arms and equipment) 2
50 Brawl (Dagger) 4
15 Charm (courtly love) 2
50 Chirurgy (binding wounds) 4
15 Civil and Canon Law (laws and customs of Anjou) 2
5 Covenant Lore (people) 1
15 Etiquette (court) 2
15 Folk Ken (nobles) 2
0 French (poetry) 5
15 Great Weapon (Warhammer) 2
15 Hunt (with hounds) 2
30 Latin (church ceremonies) 3
15 Thrown Weapon (Knife, Throwing) 2
30 Leadership (inspiration) 3
15 Music (sing) 2
30 Ride (battle) 3
45 Sense Holiness and Unholiness (evil) 4
75 Single Weapon (Sword, Long) 5+2
15 Survival (woods) 2

Abilities
Exp. ABILITY (SPECIALTY) SCORE



Ars Magica is a trademark of Trident, Inc. All Rights Reserved. Sir Christophe.chr, 10/08/2008, Page 2

RANGE NUMBER PENALTY Notes

Dodge 2 + 0 + 0 = +2 -- 2 + 4 + 0 = +6 -- -- Touch
Sword, Long/Shield, Heater (mounted) 2 + 2 + 0 = +4 2 + 11 + 4 = +17 2 + 11 + 4 = +17 3 + 6 = +9 1
Sword, Long (mounted) 2 + 2 + 0 = +4 2 + 11 + 4 = +17 2 + 11 + 1 = +14 3 + 6 = +9 1
Sword, Long/Shield, Heater 2 + 2 + 0 = +4 2 + 8 + 4 = +14 2 + 8 + 4 = +14 3 + 6 = +9 1
Sword, Long 2 + 2 + 0 = +4 2 + 8 + 4 = +14 2 + 8 + 1 = +11 3 + 6 = +9 1
Lance (mounted) 2 + 2 + 0 = +4 2 + 10 + 4 = +16 2 + 10 + 0 = +12 3 + 5 = +8 2
Mace/Shield, Heater 2 + 1 - 1 = +2 2 + 7 + 3 = +12 2 + 7 + 3 = +12 3 + 8 = +11 2
Mace/Shield, Heater (mounted) 2 + 1 - 1 = +2 2 + 10 + 3 = +15 2 + 10 + 3 = +15 3 + 8 = +11 2
Warhammer 2 + 0 + 0 = +2 2 + 3 + 6 = +11 2 + 3 + 0 = +5 3 + 12 = +15 3
Dagger 2 + 0 + 0 = +2 2 + 5 + 2 = +9 2 + 5 + 0 = +7 3 + 3 = +6 -- Touch

SCORE

Horse

Pack 0

Knight's clothes
Assorted expensive items (×6). It is traditional for a noble to offer a
gift to a host, according to status and degree of impostion.

Assorted items (×6). Less expensive gift items, e.g. a pouch of coins,
cloth, fur...

Weapons Qik+Weap-Enc = INIT Dex+Abil+Weap = ATK Qik+Abil+Weap = DFN Str+Weap = DAM Load Range

Equipment

Reputations
Pious Knight (Tours region) 2

SCOREPersonality Traits
Pious +3
Chivalrous +2
Compassionate +1

Fatigue Levels
Fresh

0 2 min. Winded

-1 10 min. Weary

-3 30 min. Tired

-5 1 hr. Dazed

2 hr. Unconscious

Wounds
Light Wounds 1-5

Medium Wounds 6-10

Heavy Wounds 11-15

Incapacitated 16-20

Dead 21+
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Armor Soak: +10 = 1 (Sta) + 9 (prot) + 0 (Virtues)
Full Chain Mail*: protection: 9, load: 6

When Julienne was young she was a tomboy; her parents had her
tutored, learning charm and etiquette, to speak and write Latin, and
the basics of Law, hoping this would make her more ladylike.

When she was 9 her parents and twin brother were killed in a
freak accident, and her older brother Roger became Lord. He had
never liked his annoying young sister, with her impertinent questions
about arms and horses, and lordship. Roger sent her to live with her
elderly and somewhat befuddled uncle Jean, never to return to her
parents (his!) estate. On the journey to Jean's estates, Julienne made a
bold decision to fool her uncle, and claim to be Christophe...

Jean looked briefly puzzled, then welcomed his "nephew"... his

men trained the young "lad" in knightly ways, as their lord directed.

When she was 15 she had another life-chainging experience,
when she had a vision of the Archangel Michael is his glory and
might, smiting the dragon. When she woke she was clutching a sliver
of wood which she concluded was a fragment of the True Cross
granted to her by the Angel, a sign that she should dedicate her life to
fighting to defeat evil beasts and devils wherever they may be.

Sir Jean smiled at her story, and let her carry on...

When she was 18 she made pilgrimage to Mont St. Michel and
took a vow to fight for right, and set out into the world as a Knight
Errant.

Notes
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Knife, Throwing 2 + 0 + 0 = +2 2 + 3 + 1 = +6 2 + 3 + 0 = +5 3 + 2 = +5 -- 5
Fist 2 + 0 + 0 = +2 2 + 4 + 0 = +6 2 + 4 + 0 = +6 3 + 0 = +3 -- Touch
Kick 2 - 1 + 0 = +1 2 + 4 + 0 = +6 2 + 4 - 1 = +5 3 + 3 = +6 -- Touch

SCORE

Weapons Qik+Weap-Enc = INIT Dex+Abil+Weap = ATK Qik+Abil+Weap = DFN Str+Weap = DAM Load Range

Equipment

ReputationsSCOREPersonality Traits

Perhaps fortunately, she almost immediately came across a
magus from Turres Geminae battling a wyrm (no less!), and charge,
and slew the beast. In the aftermath, she learned of the magus' own
quest to slay such beasts (... for Vis.. but he did not elaborate on that),
and agreed to follow the dragon-slayer magus to his "castle", and so
joined Turres Grandi as an independent companion. (She still claims
income from Sir Jean's estate)

She has since learned that the magi are not so perfect as she first
assumed, but that they do indeed battle foul beasts on occasion, and
that her talents are well suited to this. In between battles, she tries to
persuade the turb warriors to follow her own example and way of life.

The covenfolk are well aware of her true nature, but largely
speaking don't care - she is one of the less wierd companions, and not
nearly as creepy as the magi...

Notes


