class &
level

BaCk-

Slayer 1St GrOunod Mountain Savage name

player

character name

culture Dunlending ShadOW e of Vengeance SXPERIENCE

Charisma

16

Permanent

0

O_*0_ Mebdicine (Wis)

O_ 1 Nature (Jat)

O __+0_ Perception (Wis)
O__1_Peformance (Cha)
(O__1 _ Persuasion (Cha)
O_ 1 _Ribddle (Jnr)
O__1 _ Shabdow-lore (Jnt)
O_=_ Sleieht of Band (Dex)
O_3 _ Stealth (Dex)
©@__+2_ Survival (Wis)

O_ 1 _ Traditions (Jut)

|Spear | | +6 | |1d6/1d8+6 Piercing |

*+2 Attack if trying to knock
out.

Dagger range: 20/60
Spear range: 20/60

(5)

> Passive Perception (wisbom)

Westron

other proficiencies & lanGguages

Languages: Speak Dunland,

Wild: Survival Prof.
Light/Med Armour, Shields
All weapons

equipment

G Travelling cloak &

gear, belt dagger,
Camouflaged hunting
cloak (+2 to Stealth &
Survival), clan totem
as pendant around
neck, Hide armour.
Great Club, 2 Spears

Standard of Living Fru g al

Weakness points
Gruk
C) Tnspration Armour Class Initiative Speed Character traits
Strenech Distinctive Quality
18 14(None) + 1 3 Oft Grim: You understand that death can happen
+2 Proficiency Bonus from anywhere, and even when you do
@ nothing you have a threatening appearance.
current hit points Skills: Intimidation, Riddle, Investigation
Dexterity saving throws 15 Speciality
©__**_ Strength Beast Lore: you have spent most of your life hunting,
12 9
O_+ Dexteri there are few animals you aren't familiar with, one of
D 2 Bit Point Maxi 15 the reasons you look forward to travelling to new
©_+3_ Constitution places. Skills: Animal Handling, Investigation, Nature,
O_= Tntelligence Perception, Survival.
temporary hit mis€raBle
Constitution O_20_Wisdom ¢ rp;omtsy ¢ Bope
QO_*0_ Corruptio
16 O Chotm As long as | draw breath, my
" Qal Q. . . .
_@_ homeland lives on in me and in
my dreams.
skills hit dice Oeath saves
i Despair
]nteuleence O " ?\cmbatics (D e)() d 12 Successes O_O_O espat
9 ©_ 2 Animal Banbling (Wis) Failu O O O If | were a better person my clan & home
©_+ Mﬂem(su)“e Towl 1012 - would still be there.
_®_ O_= Deception (Cha)
- O_1_History (ine) attacks feAtUREs, tRAIES, and VIRtUES
tsbom @) 0 h"“eht (wis) Rame Atk Bonus  Dam
age/CType . . .
11 ©_ " Intimidation (Cha) |G - | | ” | | S — | W|_Id Onset (Culturgl V|rtu_e_). you
O__ Tnvestigation (int) reat - geoning gain an extra Fury in addition to
O_2_lLore(lny) | Dagger | | +6 | |1d4+6 Piercing | your normal ones.

Weather Lore: you are good at
predicting weather, also the best
refuges to find nearby, and how
the creatures behave (if a cave is
likely to be inhabited etc.) .

Battle Fury (3 x Long Rest): As a
bonus action can enter - Adv. on
all STR rolls

+2 bonus damage melee att.
Resistance (1/2) to all normal
weapon attacks. Lasts for 1 min or
end as a bonus action or haven't
attacked a hostile creature/taken
damage last turn.

Unarmoured Defence: AC = 10+1
+3 =14.




__ ADVENTURES TN

200kg

AGE height weight
character name black Fair black
Gruk €yes skin hair
ChaRACTER ApPEARANCE allies and patrons
Sanctuaries: Minas Mallor symsol

(Minas Tirith)

Rame

character Backstory

Unlike other Dunlendings you
come from the mountain folk in
the south, raiders infamous for
their brutal tactics and raids,
and the fierce warrior still lies
within you.

When you were still quite
young most of your clan were
brutally massacred by a rival
clan and you were left for the
crows, but with God's will you
were able to survive long
enough for another human to
come upon you - this was
Arador of Galibur, he has
taught and shown you other
ways to live. Although you will
go back one day for
vengeance, at present you
owe a blood-debt to his
Lordship (as you call him), and
will ensure that no harm
comes to him.

AdOII0NAl Leatures and tRAITS

Notes:

TrREASURE




	Inspiration: Off
	Strength: 18
	Strength_: +4
	Dexterity: 12
	INT Save Prof: Off
	CON Save Prof: Yes
	DEX Save Prof: Off
	Dexterity_: +1
	STR Save Prof: Yes
	CHA Save Prof: Off
	COR Save Prof: Off
	WIS Save Prof: Off
	Constitution_: +3
	Acrobatics Prof: Off
	s1: Off
	s2: Off
	s3: Off
	Animal Handling Prof: Yes
	f1: Off
	f2: Off
	f3: Off
	Athletics Prof: Yes
	Intelligence_: -1
	Wisdom_: +0
	Charisma_: -1
	Shadow: 0
	Shadow_: 
	Constitution: 16
	Intelligence: 9
	Deception Prof: Off
	History Prof: Off
	Wisdom: 11
	Insight Prof: Off
	Intimidation Prof: Yes
	Lore Prof: Off
	Medicine: Off
	Nature Prof: Yes
	Perception Prof: Off
	Performance Prof: Off
	Persuasion Prof: Off
	Riddle Prof: Off
	Shadow-lore Prof: Off
	Sleight of Hand prof: Off
	Stealth Prof: Off
	Survival Prof: Yes
	Traditions Prof: Off
	Name: Great Club* 
	DamageType: 1d8+6 Bludgeoning
	Investigation Prof: Off
	undefined: Dagger
	undefined_3: 1d4+6 Piercing
	Charisma: 9
	undefined_4: Spear
	undefined_6: 1d6/1d8+6 Piercing 
	Proficiency Bonus: +2
	STR Save: +4
	DEX Save: +1
	CON Save: +3
	INT Save: -1
	WIS Save: +0
	COR Save: +0
	CHA Save: -1
	Acrobatics: +1
	Animal Handling: +2
	Passive Perception wisdom: 10
	Athletics: +6
	History: -1
	Deception: -1
	Insight: +0
	Intimidation: +1
	Investigation: -1
	Lore: -1
	Medicine_: +0
	Nature: +1
	Perception: +0
	Performance: -1
	Persuasion: -1
	Riddle: -1
	Shadow-lore: -1
	Sleight of Hand: +3
	Stealth: +3
	Survival: +2
	Taditions: -1
	Armour Class: 14(None)
	Initiative: +1
	Speed: 30ft
	Class & Level: Slayer 1st
	Culture: Dunlending 
	Background: Mountain Savage   
	Shadow Weakness: Curse of Vengeance
	Player Name: 
	Experience: 
	Current Hit Points: 15
	Hit Point Maximum: 15
	Miserable: 
	Temp Hit Points: 
	Hit Dice: d12
	Total: 1d12
	Standard of Living: Frugal 
	Gold: 
	Silver: 8
	Copper: 
	OTHeR pROfIcIeNcIeS  lANGuAGeS 1: Languages: Speak Dunland, Westron
Wild: Survival Prof.
Light/Med Armour, Shields
All weapons 



	Character Name: Gruk
	Equipment1: Travelling cloak & gear, belt dagger, Camouflaged hunting cloak (+2 to Stealth & Survival), clan totem as pendant around neck, Hide armour.  Great Club, 2 Spears
	feATuReS TRAITS AND VIRTueS 1: Wild Onset (Cultural Virtue): you gain an extra Fury in addition to your normal ones.  
Weather Lore: you are good at predicting weather, also the best refuges to find nearby, and how the creatures behave (if a cave is likely to be inhabited etc.) .
Battle Fury (3 x Long Rest): As a bonus action can enter - Adv. on all STR rolls
+2 bonus damage melee att.
Resistance (1/2) to all normal weapon attacks.  Lasts for 1 min or end as a bonus action or haven't attacked a hostile creature/taken damage last turn. 
Unarmoured Defence: AC = 10+1+3 =14. 






 
 
 
	Atk Bonus: +6
	undefined_2: +6
	undefined_5: +6
	Attacks: *+2 Attack if trying to knock out.  
Dagger range: 20/60
Spear range: 20/60
	cHARAcTeR NAme_2: Gruk 
	Age: 21
	HeIGHT: 7'
	WeIGHT: 200kg
	Hair: black 
	Skin: Fair
	Eyes: black 
	Allies1: Sanctuaries: Minas Mallor (Minas Tirith)
 

	Allies2: 
	Name_2: 
	Backstory: Unlike other Dunlendings you come from the mountain folk in the south, raiders infamous for their brutal tactics and raids, and the fierce warrior still lies within you. 
When you were still quite young most of your clan were brutally massacred by a rival clan and you were left for the crows, but with God's will you were able to survive long enough for  another human to come upon you - this was Arador of Galibur, he has taught and shown you other ways to live.  Although you will go back one day for vengeance, at present you owe a blood-debt to his Lordship (as you call him), and will ensure that no harm comes to him.  
	ADDITIONAl feATuReS AND TRAITS: Notes: 
	AdditionalFeatures2: 
	TReASuRe: 
	Treasure2: 
	Speciality: Beast Lore: you have spent most of your life hunting, there are few animals you aren't familiar with, one of the reasons you look forward to travelling to new places. Skills: Animal Handling, Investigation, Nature, Perception, Survival. 
	Hope: As long as I draw breath, my homeland lives on in me and in my dreams. 
	Despair: If I were a better person my clan & home would still be there. 
	Quality: Grim: You understand that death can happen from anywhere, and even when you do nothing you have a threatening appearance. Skills: Intimidation, Riddle, Investigation


