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Brave, Face in the Crowd, Run for your Life

Code of Conduct, Unadventurous

RORY WILLIAMS

Personal Goal
To keep Amy safe.

Personality
Rory is a pragmatic and friendly young man, but he isn’t 
afraid of telling the Doctor exactly what he thinks, especially 
when it comes to Amy. Rory is deeply in love with Amy and 
would do anything to protect her. He has even laid down 
his life (numerous times) for her, and he once spent two 
millennia as an Auton duplicate in order to protect her 
resting place.

Rory is easy going and would prefer to leave the TARDIS 
behind and settle down with Amy in a quiet village 
somewhere. But until she is ready to leave, he will follow 
her across time and space, bravely helping her and the 
Doctor to save the day.

Background 
Rory comes from the Village of Leadworth 
and is Amy’s childhood friend and 
sweetheart. He worked as a nurse 
in a local hospital when the 
‘Raggedy’ Doctor returned to 
save the Earth from the Atraxi. 
Later, Rory joined the Doctor 
and Amy on their travels and 
discovered, first hand, the kind 
of life that the Doctor led every 
second, of every minute of every 
hour and every day. 

He eventually  died while saving the 
Doctor and was even erased from time, 
but not even that could keep him 
from his beloved Amy and he 
later returned to save 
her and the entire 
universe to boot.
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Story Points: 3
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Brave The Brave Trait provides a +2 bonus to any Resolve roll

when the character could get scared or need to show their

courage.

Face in the Crowd: As long as you™re not dressing like a clown

or anything else too weird, and not doing anything that™ll attract

their attention, people will leave you to go about what you™re

doing. If the Gamemaster asks for a roll to ‚blend in™, the Trait

provides a bonus of +2 to any Subterfuge Skill roll when you™re

trying to sneak about and not get noticed.

Run for your Life: This Trait means you™re better at running away

from danger, usually due to all the practice you have! When in a

chase situation (see p.55 in the Gamemaster™s Guide), you

receive a +1 bonus to your Speed when you™re fleeing (not

pursuing) - running for your life!
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times. While this is listed as a Bad Trait, it doesn™t mean

that having a Code is Bad; just that it can restrict your

actions and limit your choices. Being good is often the

harder option, but it means you™re a better person for it.

Unadventurous: The idea of exploring or seeing the

world and the universe just doesn™t seem to appeal. Why

spend money travelling across the world when you don™t

have anything to show for your expense afterwards except

some trinkets and fading photographs? Sometimes, it™s

just laziness, fatigue or bad experience, but either way the

excitement and thrill of travelling or experiencing the new

just isn™t there, or has faded.

sdg
Code of Conduct: The Code of Conduct

Trait means that your character adheres

to a strict moral standing or self

imposed set of rules they follow at all
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