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character traits

Distinctive Quality

Gruff - you're here because Arador
needs your skills, no more, no less.
Suggested skills: Intimidation,
Medicine, Persuasion

Speciality

Burglary - the reason Arador needs you -
finding ways into places unnoticed. Skills:
Acrobatics, Athletics, Deception, History,
Investigation, Lore, Perception, Riddle,

Sleight of Hand, Stealth
EO’M

| will reclaim my home.

Despair

- 1d8 Faitwes (O~ [ can't trust anyone, everyone
—————— will ultimately betray me.
attacks features, traits, and VIRtUes
Rame Atk Bonus  Damage/Cype

|Great Axe (2h)| | +6 | [1d12+4 slashing]

|Swort Sword| | +6 | |1d6+4 Piercing|

|Handaxe || +6 | [1d6+4 Slashing]

Handaxe range: 20/60

=

@ Passive Perception (wisbom)

other proficiencies & lanGguages

Languages: S/R/W Dalish,
Westron, Khuzdul.

Axes & hammers, mattock.
Mason's tools, Thieves' tools
Light Armour

Simple wpns, broadsword, short
sword

Lute

equipment

5 Fur-lined cloak & travel

gear, bedroll,
ornamented walking
stick, backpack, boots,
gold coin from Aglarond
(wears around neck), lute
Dw.wrought hauberk
(Reward)

Great Axe, short sword,
2 hand axes.

Standard of Living Prospel’OUS

Night Vision: can see 60' in
dim light.

Dw.Resilience: Adv.on
Poison Saves & Resistance
to Poison damage.
Stonecunning: x2 Prof.to
History if related to stonework
Expertise: Thieves' tools,
Sleight of Hand (x2 Prof.)
Sneak Attack: extra 1d6
damage if Adv.with short
sword or handaxe (or foe has
another enemy within 5")




=S ™
H 78 4' 160lbs

AGE height weight

character name Green Pale (been underground a lot) Reddish Brown

Dwalin Stonetooth eyes skin ham

character appearance allies and patrons

Sanctuaries: Minas Mallor, symsol
Aglarond

Rame

character Backstory A0NITI0NAl Leatures And tRAITS

Your family was driven out of Notes:

Aglarond many years ago by
others of your clan, you have
sworn to uphold your father's
dreams to return one day.
Having spent all your life in the
gold mining colony of Krath
Zabar, you grew up being
trained to judge others by
deeds not words, especially
when dealing with the fair
spoken elves & men of Gondor,
with time you have come to

trust your instinct above

everything as your heart is not
easily swayed, thieves and liars tREASURE

don't meet your eyes as you Dwarven Hauberk (from your
seem able to lay bare all plots. father, Reward). +1 AC, immune
Three years ago your world to any bonus damage from

was turned upside down with. critical hits, no Dis on Stealth
the destruction of your home in rolls.

an earthquake, you have spent
this time travelling as you don't
want to settle yet, so you came
to know Lord Arador & got
involved with his affairs.
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	OTHeR pROfIcIeNcIeS  lANGuAGeS 1: Languages: S/R/W Dalish, Westron, Khuzdul. 
Axes & hammers, mattock. 
Mason's tools, Thieves' tools 
Light Armour
Simple wpns, broadsword, short sword
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	Character Name: Dwalin Stonetooth 
	Equipment1: Fur-lined cloak & travel gear, bedroll, ornamented walking stick, backpack, boots, gold coin from Aglarond(wears around neck), lute
Dw.wrought hauberk (Reward) 
Great Axe, short sword, 2 hand axes. 
	feATuReS TRAITS AND VIRTueS 1: Night Vision: can see 60' in dim light. 
Dw.Resilience: Adv.on Poison Saves & Resistance to Poison damage. 
Stonecunning: x2 Prof.to History if related to stonework
Expertise: Thieves' tools, Sleight of Hand (x2 Prof.)
Sneak Attack: extra 1d6 damage if Adv.with short sword or handaxe (or foe has another enemy within 5')
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	undefined_2: +6
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	Attacks: Handaxe range: 20/60
	cHARAcTeR NAme_2: Dwalin Stonetooth
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	HeIGHT: 4'
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	Hair: Reddish Brown 
	Skin: Pale (been underground a lot)
	Eyes: Green
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	Backstory: Your family was driven out of Aglarond many years ago by others of your clan, you have sworn to uphold your father's dreams to return one day.  Having spent all your life in the gold mining colony of Krath Zabar, you grew up being trained to judge others by deeds not words, especially when dealing with the fair spoken elves & men of Gondor, with time you have come to trust your instinct above everything as your heart is not easily swayed, thieves and liars don't meet your eyes as you seem able to lay bare all plots.  Three years ago your world was turned upside down with the destruction of your home in an earthquake, you have spent this time travelling as you don't want to settle yet, so you came to know Lord Arador & got involved with his affairs.
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	Speciality: Burglary - the reason Arador needs you - finding ways into places unnoticed. Skills: Acrobatics, Athletics, Deception, History, Investigation, Lore, Perception, Riddle, Sleight of Hand, Stealth
	Hope: I will reclaim my home. 
	Despair: I can't trust anyone, everyone will ultimately betray me. 
	Quality: Gruff - you're here because Arador needs your skills, no more, no less. Suggested skills: Intimidation, Medicine, Persuasion


