Amund Reinfjort
No matter what, you’re going to get out of here rich and alive.
You’re a gambler first and foremost, with a knack for mathematics and logic that got you an apprenticeship as an engineer and an eye for a card game. You’d work on steamships for months, then drink and gamble in dive bars across the world. The wild days of your youth are behind you, and your luck’s deserted you, leaving you middle-aged and bitter.

A year ago, you signed up on this crazed Antarctic expedition. It’s run by this rich Englishman, Talbot, and the pay you’ll get from this will cover all the debts you’ve run up in the last five years. It’s been a hard year, sitting in this miserable half-wreck of a ship and living with these idiots, but the pay should be worth it – assuming Talbot survives. The way your luck’s been going for the last few years, he’s probably dead on some glacier, and you’ll never get paid.

Roleplaying Notes: You’re selfish, self-destructive and sarcastic, without an ounce of sympathy for your fellow man. You’re also highly intelligent, determined, and willing to take risks if it’ll benefit you.
The Others:

Talbot: The rich Englishman who hired the Narwhal for his expedition. You’d better make sure he survives – you don’t trust his relatives to pay up.
Dunfield: A famous American explorer. Half his tales are bluster and lies, you think. 
Captain Ojerfors: Captain of the Narwhal. He’s a good sailor, and acknowledges your skills with the Narwhal’s often finicky engines.
Christoff Reina: Second in command. A sanctimonious little scumbag, who got the post only because of his father’s connections to Ojerfors. Useless, annoying, and can’t hold his drink.
Kjeltl Jonsson: A bit thick, but you get on well enough, mainly because he can never tell when you mock him. You get drunk together, on booze from the engine room still, and then you take all his matchsticks at poker.
Doctor Cooper: The doctor was supposed to go on the expedition, but he fell ill. Instead, another Englishman, one of the crew called Coleright was sent. Cooper’s a good card player, but you’ve learned to read him, and he’s hiding something. 
Joseph Dantel: A scientist. He occasionally gets you to fix some piece of his equipment, but otherwise he leaves you alone. 
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Occupation: Engineer
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Sex: M Age: 36
	STR: 11
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