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 atHletics

 conVince

 craft

 fiGHtinG

 knoWledGe

 MarksMan

 Medicine

 science

 subterfuGe

 surViVal

 tecHnoloGY

 transport

  aWareness

  coordination

  inGenuitY

  presence

  resolVe

  strenGtH
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Mobile Phone 

Handcuffs

Police Uniform

Attractive, Brave, Empathic, Indomitable, 

Run For Your Life!

Argumentative, Distinctive, Impulsive, 

Insatiable Curiosity

aMY pond

personal Goal
To travel with the Doctor, to explore, to have fun.

personalitY
Amy (Amelia) Pond is a spitfire of a woman. Her bright and 
vibrant personality shines through regardless of the gloom 
and darkness around her. 

She is headstrong with a thirst for adventure, a quirky nature 
and a sharp tongue. She’s very possessive of the Doctor and 
Rory, whom she thinks of as ‘her boys.’ 

backGround 
Amy lived with her aunt in the village of Leadworth. Troubled 
by a mysterious crack in the wall, she prayed to Santa or a 
police man to come and help. She got a 
strange, raggedy madman with a box, 
instead. A man who claimed he 
could travel in time and space. 

Four psychiatrists and 12 years 
later, he burst back into her 
life and dragged her into a 
whirlwind adventure against 
strange aliens. He saved 
the world with a laptop, 
a mobile phone and 20 
minutes to spare, and 
promptly disappeared 
again. 

Two years later, 
on the eve of her 
wedding, he appeared 
once more and 
whisked her off into 
time and space. She 
hasn’t looked back 
since...
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Story Points: 3
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Attractive: +2 bonus to any rolls that involve their stunning good
looks.
Brave: +2 bonus to any Resolve roll when the character could get
scared or need to show their courage.
Empathic: +2 bonus on any rolls when they are trying to
empathise or read another person.
Indomitable: +4 bonus to any rolls to resist becoming possessed,
hypnotised, psychically controlled or similar.
Run for your Life: +1 bonus to your Speed when you™re fleeing
(not pursuing) - running for your life!

sdg
Argumentative: If an argument may end in a fight, the
character may try to back down for their own safety, but
the player will have to make an Ingenuity and Resolve
roll, with a -2 modifier, to hold their tongue.
Distinctive: -2 penalty to ‚blend in™ or go unnoticed in a
crowd, others get +2 to remember them.
Impulsive: Act on it!
Insatiable Curiosity: If something begs to be explored
or played with (eg. big red button) the player will have to
make an Ingenuity and Resolve roll, with a -2 modifier,
to avoid doing so.
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