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Gloin Axebreaker, 2nd level Fighter/1st level Priest

Vital Stats

	Name:
	Gloin Axebreaker
	Class:
	Fighter
	Level:
	3

	Race:
	Dwarf
	Alignment:
	Neutral Good
	Sex:
	Male

	Age:
	55
	Height:
	4’2”(Medium)
	Weight:
	140

	Speed:
	20 ft (armor: 10 ft)
	
	
	
	

	
	
	
	
	
	

	Deity:
	??? name ???
	Domain:
	Luck
	Domain:
	Chaos?

	
	
	
	
	
	

	Attack:
	+2base ftr 

+0 base cleric

+4str

+6
	AC:
	+6
	HP:
	24


Abilities

	Str:
	18
	+4
	
	Fortitude:
	+3base ftr +2 base cleric +2con = 

+7

	Dex:
	10
	-
	
	Reflex:
	+0base = 

+0

	Con:
	14
	+2
	
	Will:
	+0base ftr +2 base cleric +2 wis= 

+4

	Int:
	10
	-
	
	
	

	Wis:
	14
	+2
	
	
	

	Cha:
	10
	-
	
	
	


Skills

	Climb:
	+4str+6ranks-6armor = +4

	With each successful Climb check, the character can advance up, down, or across a slope or a wall or other steep incline (or even a ceiling with handholds) one-half the character's speed as a miscellaneous full-round action. The character can move half that far, one-fourth of the character's speed, as a miscellaneous move-equivalent action. A slope is considered to be any incline of less than 60 degrees; a wall is any incline of 60 degrees or steeper.

A failed Climb check means that the character makes no progress, and a check that fails by 5 or more means that the character falls from whatever height the character has already attained. (PHB 64)

	Craft (Leatherworking):
	+0int+4ranks = +4

	The character can practice a trade and make a decent living, earning about half the check result in gold pieces per week of dedicated work. The character knows how to use the tools of the trade, how to perform the craft's daily tasks, how to supervise untrained helpers, and how to handle common problems. (Untrained laborers and assistants earn an average of 1 silver piece per day.)

However, the basic function of the Craft skill is to allow the character to make an item of the appropriate type. The DC depends on the difficulty of the item created. The DC, the character's check results, and the price of the item determine how long it takes to make the item. The item's finished price also determines the cost of raw materials. (In the game world, it is the skill level required, the time required, and the raw materials required that determine an item's price. That's why the item's price and DC determine how long it takes to make the item and the cost of the raw materials.) (PHB 65)

	Jump:
	+4str+4ranks-6armor = +2

	The character jumps a minimum distance plus an additional distance depending on the amount by which the character's Jump check result exceeds 10. The maximum distance of any jump is a function of the character's height. (PHB 70)

Type of Jump

Minimum Distance

Additional Distance

Max Distance

Running jump

5 feet

+1ft/1 point above 10

height x 6

Standing jump

3 feet

+1ft/2 points above 10

height x 2

Running high jump*

2 feet

+1ft/4 points above 10

height x 1½ 

Standing high jump

2 feet

+1ft/8 points above 10

Height

Jump back

1 feet

+1ft/8 points above 10

Height

*The character must move 20 feet before jumping. A character can't take a running jump in heavy armor.

	Swim:
	+4str+3ranks-6armor = +1

	A successful Swim check allows the character to swim one-quarter of the character's speed as a move-equivalent action or one-half the character's speed as a full-round action. Roll once per round. If the character fails, the character makes no progress through the water. If the character fails by 5 or more, the character goes underwater and starts to drown.

If the character is underwater (whether drowning or swimming underwater intentionally), the character suffers a cumulative –1 penalty to the character's Swim check for each consecutive round the character has been underwater. (PHB 74)


Feats

Power Attack: On the character's action, before making attack rolls for a round, the character may choose to subtract a number from all melee attack rolls and add the same number to all melee damage rolls. This number may not exceed the character's base attack bonus. The penalty on attacks and bonus on damage applies until the character's next action. 

Cleave:  If the character deals a creature enough damage to make it drop (typically by dropping it to below 0 hit points, killing it, etc.), the character gets an immediate, extra melee attack against another creature in the immediate vicinity. The character cannot take a 5-foot step before making this extra attack. The extra attack is with the same weapon and at the same bonus as the attack that dropped the previous creature. The character can use this ability once per round. 

Expertise: When the character uses the attack action or full attack action in melee, the character can take a penalty of as much as -5 on the character's attack and add the same number (up to +5) to the character's Armor Class. This number may not exceed the character's base attack bonus. The changes to attack rolls and Armor Class last until the character's next action. The bonus to the character's Armor Class is a dodge bonus.

Dodge: During the character's action, the character designates an opponent and receives a +1 dodge bonus to Armor Class against attacks from that opponent. The character can select a new opponent on any action. Note: A condition that makes the character lose his or her Dexterity bonus to Armor Class (if any) also makes the character lose dodge bonuses. Also, dodge bonuses stack with each other, unlike most other types of bonuses. 

Special Abilities

Weapon and Armor Proficiency: The fighter is proficient in the use of all simple and martial weapons and all armor (heavy, medium, and light) and shields. 

Turn Undead:  A cleric has the supernatural ability to turn undead. A cleric may attempt to turn or rebuke undead a number of times per day equal to three plus his Charisma modifier. 

Chaos: You cast chaos spells at +1 caster level.

Luck: You gain the power of good fortune, which is usable once per day. This extraordinary ability allows you to reroll one roll that you have just made. You must take the result of the reroll, even if it’s worse than the original roll. 

Darkvision: Dwarves can see in the dark up to 60 feet.  Darkvision is black and white only but it is otherwise like normal sight, and dwarves can function just fine with no light at all.

Stonecunning: Stonecunning grants dwarves a +2 racial bonus on checks to notice unusual stonework, such as sliding walls, stonework traps, new construction (even when built to match the old), unsafe stone surfaces, shaky stone ceilings, and the like. Something that isn't stone but that is disguised as stone also counts as unusual stonework. A dwarf who merely comes within 10 feet of unusual stonework can make a check as if he were actively searching, and a dwarf can use the Search skill to find stonework traps as a rogue can. A dwarf can also intuit depth, sensing his approximate depth underground as naturally as a human can sense which way is up. Dwarves have a sixth sense about stonework, an innate ability that they get plenty of opportunity to practice and hone in their underground homes. 

+2 racial bonus on saving throws against poison. 

+2 racial bonus on saving throws against spells and spell-like effects. 

+1 racial bonus to attack rolls against orcs and goblinoids. 

+4 dodge bonus against giants. 

+2 racial bonus on Appraise checks that are related to stone or metal items. 

+2 racial bonus on Craft checks that are related to stone or metal. 

Spells

*=typically memorized

Level 0 (+3base = 3)

Create Water*: Creates 2 gallons/level of pure water. (phb189)

Cure Minor Wounds: Cures 1 point of damage. (phb190)

Detect Magic*: Detects spells and magic items within 60 ft. (phb193)

Detect Poison: Detects poison in one creature or small object. (phb193)

Light*: Object shines like a torch. (phb222)

Level 1 Domain

Protection from Law (Chaos): +2 AC and saves, counter mind control, hedge out elementals and outsiders (phb240)

Entropic Shield (Luck)*: Ranged attacks against you suffer 20% miss chance. (phb200)

Level 1 (+1base+1wis = 2)

Command*: One subject obeys one-word command for 1 round. (phb185)
Comprehend Languages: Understand all spoken and written languages. (phb186)
Cure Light Wounds: Cures 1d8 +1/level damage (max +5). (phb190)

Doom: One subject suffers -2 on attacks, damage, saves, and checks.  (phb198)

Random Action*: One creature acts randomly for one round. (phb242)

Summon Monster I: Calls outsider to fight for you. (phb258)

Equipment

scale mail (+4armor to AC, AC penalty -6)

large wooden shield (+2 shield to AC)

battleaxe (1d8, critX3, 7lb, slashing)

8 throwing axes (1d6, critX2, 10ft, 4lb, slashing)

shortbow (1d6, critX3, 60ft, 2lb, Medium-sized, piercing)

quiver (contains 20 arrows)

backpack

waterskin

bedroll

sack

flint and steel

50’ rope

500 GP

Description and History

(woefully incomplete)

Gloin was outcast from his clan at an early age from an utter and complete lack of aptitude at blacksmithing, mining, architecture, holding his drink, or carousing with women.  Doomed to wander the world as a non-dwarf, he searches for adventure and general fun.

