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Jare Overhill

A D&D Character

Introduction

Jare Overhill is a character for use in Tim Taylor’s upcoming campaign.  He’s a simple character, with a touch of elfish blood in him (unbeknownst to him, of course).  This manifests itself in some odd minor abilities (modeled with Skills and Powers traits, etc), plus a wanderlust and an obsession with magic.

This document is to accompany a Core Rules character record, and describes Jare’s unique history, his personality, and his goals and dreams.

History

Prehistory

Jare is in the unusual position of having a smidgen of Fair Folk blood in him.  Not enough to notice in his appearance: he is a small, thin, fair-haired young man, nothing unusual.  Jare’s great grandfather’s mate was of the Fair Folk, and this blood has passed down through the generations until it has become dilute enough not to notice.

Jare’s grandmother, a pretty half-elf named Elle, at first lived with her parents, among the elves.  The pure elves in the community never appreciated her unique heritage, and a number of incidents led to her fleeing from her home one night, never to return.

Elle traveled far from her homeland, encountering and overcoming many obstacles, and finally wound up near human civilization.  She managed to integrate herself into the society without anybody ever suspecting that she was a half-elf (it didn’t really show).

She eventually married, a nice young miller’s son named Brett, and settled down to the serious task of making and raising babies.  She bore 3 before she finally died in childbirth.  The youngest one, whose name was Michael, was Jare’s father.

Jare’s Parents

Michael was unable to inherit the mill, having two older brothers jockeying for the position, and being unwilling to compete for the honor, left home to join the church.  He was given a bit of money by his family, and went away to stay at a monastery, where he was quite happy for some time.

Finally, Michael rose sufficiently in rank to become a travelling priest.  He traveled from town to town, tending to the sick, and oversaw a small plague.  His faith, which was never overstrong in any case, broke upon seeing the suffering in the world, and he left the church to marry.

His wife, a plump, young, hardworking woman named Lea, came with a dowry of a small farm.  The happy couples worked the farm, and were quite successful, raising a herd of wool sheep that became somewhat famous among the weaving circles.  Their only sorrow was their inability to have children, despite many attempts.

They tried for years to have children, with no luck, for five years, before they brought forth unto the world Jare.  Contented that the fates had delivered them this child, they did not wish for more, and instead loved Jare with all their hearts, giving him a happy home.

The Disaster

Jare spent much of his time in the woods near his house, attempting to feed wild creatures, and hunting ever for fairies.  He was certain that if he could just once glimpse a fairy, he would be able to talk with it, and make it his friend.  He never saw a fairy, despite all his looking.

One summer, when Jare was 9, his parents hired a man, Lester Bronco, to help out on the farm.  Lester brought with him a flock of chickens which had the run of the house, day and night.

One night, Jare snuck out of the house at night, certain that he would see some fairies in the night.  While he was gone, one of Lester’s chickens pulled a burning ember from the fire, dropped it on the floor, and the house burned to the ground, bringing an end to the story of Michael, Lea, and Lester.

The local lord appropriated the land, and Jare was given some money to make his way in the world.  The money seemed like a small fortune, and he has managed to supplement it by doing odd jobs for a local innkeeper.  The innkeeper gives him a small salary and a cot in the kitchen in which to sleep.

The Present

Jare still spends a fair bit of time, particularly at night, in the forest, looking for the supernatural.  He is no longer sure he will find it, but he harbors secret hopes.

The innkeeper, a friendly man named Philip, taught Jare to hunt with a shortbow, and Jare has repaid the favor multiply by bringing many a tasty deer to the inn for patrons to devour.

Personality

Jare is a dreamer, light-headed, and very naïve about the world.  He trusts most people (except for really obviously evil people), and is saddened when people hurt each other.  He’s somewhat shallow.

He’s saddened by the death of his parents, but copes.  He’s still somewhat afraid of fire, or perhaps a better word would be “cautious”.

Jare is obsessed with the supernatural, and would sacrifice much to be able to see magical people, objects, or feats.  To practice magic itself would be divine.  Never given the opportunity, however, he lives in this mundane world, trying to make the best of it as he can.

The world outside the river valley interests Jare, but frightens him a bit, too.  The valley is home, and nothing will likely ever change that for him.

Goals

Jare’s goals, in order of urgency, are:

To encounter, interact with, or otherwise be involved with magic.

To see the outside world, explore, and have adventures.

To ensure his own survival and happiness.

Appearance

Jare is a small, thin, fair young man, with longish straight blonde hair, almost invisible eyebrows, and very vivid blue eyes.  He doesn’t have to shave, and his angular face looks younger than his years.

Jare dresses sensibly, wearing layers of warm clothes that can be adjusted as the weather suggests.

He has little presence, and is sometimes overlooked by mistake.

Roleplaying Notes

Jare is a somewhat quiet character, but is usually willing to do new things.

I’m considering playing him with a light English accent.

The Fair Folk angle explains some of Jare’s S&P selections, as well as his obsession with magic and the supernatural.

Jare is composed of aspects of my own personality, his obsessions correlate to some of mine… so it should be a good match.

