Christoff Reina 

God preserve you and keep you safe from harm – and may He save all the others, too. You’ve been sitting on the grounded Narwhal for months, and it has given you time to think, and to pray, and to become closer to Him.
You always were religious, thanks to your mother’s influence, but it’s your father who’s shaped your life. You’re a sailor, just as he was, and now serve under a captain who was your father’s friend. You’re second in command of the Narwhal, although you suspect it’s your family connections more than your experience that got you the job. There are few crew on board, and there’s been little to do here for months, so you have occupied your time with prayer. The empty silence of the Antarctic, away from the hustle of the cities and the civilised world – it is like some grand cathedral or monastery of ice, where one might hear God clearly. 

You pray each day for the safe return of the expedition.
Roleplaying Notes: Young and devout, Christoff has never really been tested. He doesn’t know if he’ll turn out to be a hero or a coward, or if his faith in God is real or just an attempt to please his aging mother, just as becoming a merchant sailor was an attempt to please his dying father. 
The Others:

Talbot: The rich Englishman who hired the Narwhal for his expedition. He’s the same age as you are, but you come from very different worlds. Your family was poor, he’s incredibly rich. You’re unsure and quiet, he’s confident and speaks like a orator.
Dunfield: A famous American explorer. Very brave.
Captain Ojerfors: Captain of the Narwhal. Normally, he’s a hard master, but your father spoke highly of him from their days as whalers. He’s been strangely kind while you’ve been stranded, but no doubt all that will come to an end soon.
Kjeltl Jonnson: Jonnson’s a good friend of yours, but you know that nothing means as much to him as his beloved dogs. He misses the beasts send with the expedition, and you include them in your prayers.
Amund Reinfjort: The engineer. He’s a cruel man, and a drunkard to boot. You quarrel constantly, but hide it from the captain – you can’t let the captain see that you can’t keep discipline. 
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. Coleright was a good friend of yours, and he was much more pleasant than this nervous Cooper. You think he dislikes you.
Joseph Dantel: Dantel claims to be a genius, but you think he’s a fool. He’s also an outspoken atheist, and mocks your faith. 
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