Grendl 1
Overview: You are Grendel gladiators (or supporters/managers) of the Míol Mór Marú Gladiator Troupe. You are full blood Grendel (NOT Apulians). Notes;

You’re professional fighters and entertainers, something like professional wrestlers. You’re skilled at fighting but storylines & characters matter too - whatever is popular! You’re currently at peace with the Empire (but not for much longer) and have been hired to do this by Barien, so you’re not looking to kick off with any Imperials (you are gonna kill your boss at the end though, oops!) You’re lower class citizens, while your boss very much isn’t. You’ve clawed up but your life isn’t necessarily *great* (but that doesn’t stop the show) You’re turning up here assuming you are going to be playing flamboyant bad guys to give the Imperials a good try but ultimately be defeated - that might change and you’re not going to let them win (unless ordered to do so by your boss, which is fine - you’re getting paid either way!)

Preparation

It would be great if people could put some thought into their characters beforehand, in particular;

Costume - standard Grendel soldier fare but turned up to 11 - any jewellery is great (PD can provide also)

Weapons - The weirder the better - remember, it’s more about the show than winning

Stats - Pick any of the existing Grendel stat blocks, including mage if you want to go down that route. Assume you’ve got weapon master/ambidex/shield use for whatever you want to use

Name - Use your character’s name (Irish Gaelic based names) or a made up gladiator name, or a combination of the two

Personality - Have a think about your stage persona, entrance, gimmicks in case they are called on. If you’re up for cutting a promo let me know in case that’s an option
Bandits 1
Remnants of those who sided with Fisher, you are trying to carve a little home for yourselves in the swamps and marshes of Bregasland. Hard bitten and a little desperate you have been targeting homesteads and small trade caravans. However rumours started to spread of something called Cold Sun, a Day eternal apparently and that people had been warned to flee if they saw its heralds.

Some weird Day eternal can't be all that much of a threat you reckon, but those fleeing will be easy pickings. Besides, you can probably run faster than the refugees
Bandits 2
A group of bandits are preying on traders travelling between Redston and Ashill

There are many paths and roads in Upwold. There are some barely long enough to eat an apple as you walk them, some where you can have a decent chat with your neighbour, and there's those where you can eat an entire pie before you're halfway done. It is one of those last ones, the long ones, that the "Drake's Dozen" have been targeting over the past few months. Nothing too serious, no killing or hurting people too much, but there's still theft and assault of Imperial citizens. The magistrates from on Stockland way have tried, they even brought a gross of the garrison from the Eastern Guard, but with that many folks traipsing around, the Drake's Dozen were gone and hiding before the deputised militia had had a chance to take a second step. These "Drake's Dozen" have been exceptionally good at evading danger and only going after who they consider to be "reasonable" targets; the merchant princes from Tassato and the mediators from Hahnmark.

Even though they're only really going after citizens of the League and Wintermark they're still criminals; judged as such by Magistrate Harriet Stockland. The Drake's Dozen are made up of hard-bitten warriors, but given that it is the responsibility of the Bailiff of the Grand Market to ensure that major roads between towns remain free of bandits it is down to the incumbent, Sebastian Shaw, to deal with them.
Bandits 3
All bandits on this skirmish are under the effect of VENOM

thirty seconds after dying they become an unliving horror bent on killing any living person they encounter, with their full combat abilities and all hero points and personal mana restored. The second time they are killed, they are permanently dead.
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