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You were awarded the Sign of Trilesimain, posthumously as the award
requires. You were posthumously promoted if you were an officer, or
given a commission if you were not. You were posthumously made a

There was a great memorial service where a great gaggle of persons of the
appropriate sex were crying at the loss of you from the world. And
unfortunately (or fortunately) your spirit has not gone on to its heavenly
or hellish domain. This PC cannot return by any means; they are
removed from play except as noted on this AR.

You are remaining as a sort of ghost until the end of the campaign. You
will appear near one of your other PCs or a brand new character. Enter
the character name, race, classes, and levels below. Circle NEW here, if
this is a new character. A new PC may be a wild elf or hobgoblin; if so,
they must start play as a member of the Gran March military and with
Gran March as their home region.. Add this AR to your other PC’'s AR
stack. If this is a new character then this is the first AR of that stack.

Name: Race:

Classes/Levels:

Description of deceased PC, as known to others:

Knight of the March or Watch/Dispatch as appropriate to your character.

Twice per adventure, a ghost looking like the deceased PC will 4"

appear in times of need for this designated PC. You must appear within

line of sight of the PC (or adjacent to the PC) and within oo feet of thefn. h

The ghost has +4 turn resistance and detects as neither good nor evili® r L

The appearance effects are based on the APL being played by thes® F /

designated PC: The ghost moves at 30 feet fly (perfect), has an rncorporeal

AC 15 and hp of 3 x APL. ] F

When your ghost materializes it can dojénie of the fu'ﬂowmg ta§ks

a)  You can make an attack af BAB SIAPE, gettifig multiple attacks

if the BAB allows. You use'an mc’orporea touch attack at +APL
to hit, doing 1d6 damage. Yoli.can moVe for one round with a
30 feet base move (fly perfect) to, gef into position. (for a total of
2 round maximum materialization), but the round after you
attack the ghost disappears. This uses up BOTH appearance for
an adventure.

b)  You can assist an attack to give a +2 bonus to attack or to AC.
You can move for one round before providing assistance.

c)  You can appear and use a limited telekinesis to perform a Heal
check at +APL to the check.

d)  Youcan appear and provide some needed knowledge. This
entails making a Knowledge check at +APL+8, for any
Knowledge skill.
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