Malvolio (Mal)




Malvolio, Mal blandt venner

Rigtige dvaergenavn Darragan

Rig’cige eller gode koncepter)cor ham: | ov og orden, zere, Plig’c, sammenho]cl, at sta ved sin ret.

Dér]ige eller onde konceptemcor ham: Kaos og anarki) ]an, xcorraecleri, vaegelsincl og tvetydighed.

[Han erlawful som det er nu, lawful fordi han har den ho]clning at uden lov og orden erder ingen civilisation.
[vis man ikke ﬂzlgeme regleme betﬂder det at andre kommer til at lide for det, hvilket kunne vaere ham.
Der‘For har han den holdning at man skal holde sit ord, g@re sin Plig’c og lade vaere med at g@re som der pas-
ser en bare fordi man lige har mu]igheclen for det. Fordi det bider en selvirgven i sidste ende.

[Han varindtil for et par ar siden Neutral fordi han ikke aktivt gjorde noget, enten for at hjaelpe folk af egen
fri vil'e, e”erlcorsgzg’ce at oPné gocler for sig, selv, selv om han var klar over de negative konsekvenser det

ville )J*nave for andre. Det har aendret sig Pé grund af hans Frygt. Han er bange for at clgz og derfor ofrede
han sine egne for selv at s]iPPe fri da han og hans folk blev overfaldet af en gruppe Hithids{Mind ﬂagers). ]
stedet for at forsvare sine venner og maske ofre sit liv for at de kunne leve, 1qggte&e han og overlevede selv.
Det gér ham Pé men nu hvor han ved at han er forbandet til helvedes flammer ,er han beg ndt at veere mere
ligeglad med konsekvenserne af sine hanc”inger. Nar altsa det ga@]clemco]i( han ikke kender eller betgcler
noget for ham Pcrsonligt. Han hjaelper staclig andre fordi han ved at hver ’ﬂ'enste han 20T dem far han hgjst

sandsgnlig’c tilbage igen Pé et andet ticlsPuni(t

Baggruncl: Han harvaeret en del af en undeljorclisk eliteenhed af Baru‘( Azhlk dvaerge Den sorte milits
eller “SOrtskjorterne” der tog sig af Patruheri udkanten af de unclerjordiske territorier. [ an har'aget
mange gorske”ige monstre i sin tilvaerelse og har udviklet sine evner med sine vaben i lang tid. Da gan PIUCL
seligt fandt sig, selv udenjob var han ngclsaget til at finde en ny arbejdsgiver. Det gjorcle han sydpé hvor

hans evner hur’cig’c vakte interesse.

Mél: Overlcvelse, at komme hjem igen helskindet er din vigtigste Prioritet) Pé den sikreste made det kan lade
sig gore, sa ma alt andet vige.

KoncePt om karakteren: Malvolio er bggget op om ideen om en navy SFEAL ien Fantasy verden. [1an har
en heavg rePeating crossbow med c{ar‘(sight sigte dereren Pendant til et maskingeva@ra la FN-FAL. Han
har camowqage bukser ogen sort ringbrynje Pé bryste’g ryger cigar nar han ikke arbejder‘ Han kan snige
sigi morket ogjage sine ﬁencler. (d overdet har han en tohandsgkse han brugeri naerkamp for maksimal
skacle(ligesom den Pé billedet bare i ﬁ‘(sexcormat) [Han kan goc{t lide at bruge sine haender, det er ham selv
der star for at holde sit grej i orden og for at udvikle det.

Fersonlighecl: [Han erikke en ty Sisk dvacrg mht. Person!ighed. Han erglad og kan lide orclsPil og prut-
tehumor, atryge sine cigarer og Eﬁre musik. Men nar han bliver stresset/Presset/bange bliver han
“clvaergeag’cig” altsa brgsk og gnaven og kort for hovedet. Hvi”(e’c vil sige mest nar derer kamP.

Han harvaeretien Far]ig branche i ]ang tid efterhanden og er mere og mere bekymret for at falde i kamP. |
fordi han ved han kommer i helvede og 2 fordi han ikke har Igst til at dg, hellerikke selvom der er en chance
for at kunne blive genoplivet‘ Deteren af grunclene til at hans a]ignment er skiftet de sidste par ar. Han vil
ikke laengere g@re sin Pligt uden at taenke pa faren for ham selv. Sa vil han hellere risikere andres liv end sit

eget.

Hans rolle igruPPen:
Han erildkraft og naerkampsstgztte, ud over det er han ogsé snigskg’cte og kan beva@ge sig uset og lyc”;zst.

[Han er isa@rgod underjorden, ikke bare fordi han er dvaerg, men ogsa Pé grund af sin karriere som under-

jorclsjaegerso]clat.



Ko ntakter:

Maul&en

}‘lar\s faetter som er en warlock. han va]gte at spge
vack fra Parukh Azhik pga. sine interesser. Mal fandt
frem til ham under sin eksil og Maulder\ har hjuipet
ham med et sted at vacre mad Pé bordet og magisk
assistence nar det har vaeret ngfdvencligt. TII genga@lcl
star Mal nu med en ret storgacld overfor hamiform
at ’Ejencster og/e”ergoéer. De ergode nok venner
men Mal }erder sig ikke om den vcj Maulden har taget
med de daemoniske kra@c’cer, Mau]clen mener at Ma]
er dobbeltmoralsk da han selv har ofret sin moralske
integritet som Iejesolc{at og tjaj morder.

Abanderas

[ nelverbarde. Han og Mal er blevet godc venner
fordi Mal syntes han spi”ergodt Pé sin guitar og han
tager ikke sig selv for h@jtideligt. (1d over det har han
ogsa kontakteriden kriminelle undergrund og det
betﬂder at Abanderas af og til sgrger for arbejde til
Malj nar han har brug for noget stgtte i kamP. T) an
og Mal mgdtes pa den lokale “Tarrasque Bar” hvor
Abanc{cras spil ede regeima@ssig’c. Mal beggndte at
give ham drinks og snakke med ham og de to fandt ud
af at de abenbart klikkede goclt sammen. | Jen kvikke
Hgvske og smilende e]ver, med den tgrre, kyniskc og til
tider lidt P]at’ce dvaerg.



Body:

Arms:
Back:

Belt:

Feet:

Adventuring Gear

Leatlﬁer Armor
C]oak, very dark gray

Steel bracers with \/iking mari(ings in gold

(rossbow
(Greataxe with \/ii(ing markings in golcl
Backpack

%0 feet of string

Too”dt

Grappling hook with 60 feet of rope

C]imbing kit

¢ Pitons

T hieves | oolkit

Hammer

Mirror

[Healers kit

Bedroll

thtstonc

Flint and steel

(rowbar

K ations

Waterskin

Neec“c & Thread

Black bandana

Signal horn

Fot & Fan

Cutlcrg &5 spoons
Pices:

(531{:, FCPPCI‘) Faprika, Herbs)

Bowl & F]a’cc

Razor

Steel wire

Scron case & maps

Pulley

Deck of cards & Pair of dice

Fin’c of oil

Quiver:
50 Normal Bo]ts
3 GraPP]ing bolts

Black Dagger
Skinning knife
Fick
Bag of CaltroPs
2 Belt Fouches
25 Smokes’cicks(]\/\atches)

Enough cigars

Steel shod boots with steel caps

Spccial equipment:
Black dagger

det er en dolk alle sortskjorter far udleveret nar de
lﬁargennemﬂar’c deres reﬂruttic}. Fé dolken kan man
se hvorgoclt den enkelte clvacrg har klaret det. Det
kan ses ved antallet af sglvnitter der bliver sat ind i
skaeftet. Det gér]cra i nitte, hvis man bare gennem-
forer, til 5 nitter, ved en virkelig ekseptionelt rekrut.
Deter ogsa a]mincle]igt at lave sma maerker i skaeftet
for atvise gorske“ige haendelser eller udmaerkelser.
T:or eksempel med et hak for hver ﬁ'endc nec”agt,

et ’cﬁnclt band af sglv for hver mission man hargcr%
nemfort. Mal harfaet 3 nitter, en for at have gennem-
Fﬁr’c, en for at have draebt en drow ogen for at have
advaret om et angreb Pé bgen. Han har 0gsa nogel
andre macrkm’nger fra sine missioner men taler ikke

om dcm.

Bracers & Axe

Mal okse og armband erlavet af hans oni(cl,
Maulclens far, Ma]clrin. [Han lavede dem oPrincleL
igt som en gave til sin sgn da han skulle treede ind i
Jcmgarden som sin far. UEe]digvis var det ikke den
sti Maulclcn valg’ce at Fﬁ]gc og derfor har han givet
dem til Mal i stedet for. Maulclen virkede ligeglad
med at hans faetter fik hans uclstyr og han har alclrig
bemaerket noget til Mal omkring det. Tingene erikke
magiskc men de er meget smukke og flot handvaerk
med vii(ingemaerkninger der slangcr sig, ind og ud mel-
lem hinanden igu]d.
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De to mastiffer Ma] har traenet fra de var hvalPe‘ De er lyclige og veltraenede og Mal har brug’c dem som

sPorhunde og som ‘(amplﬁunclc Mecl en veegt Pé henholdsvis ) og 151 Puncl erde et par tunge clrengc
der hjaelper med at holde folk Ma] ikke har ]35{: til at snakke med vack.

Jeg forestiller mig at hundenes kommandoer er ’cgske ord; Z_I']arr! (or! Hinterl

Z_I']arr betycler ild i clvaergemél og Cior betgder baest. Zharr erden hurtige aggressive, mens (Horerden
mere tunge og ondskabsfulde. /harr er mest lgclig, mens (sor nogen gange kan vaere lidt oPr;zrsk.



CHARACTER SHEET

6 Player Name Stetan Leegteskov

_
Malvolio (Mal) Blackaxe 2 | Ranger | 1.000 |
Character Name Level Class Paragon Path Epic Destiny Total XP
Dwarf M Male 4'9" 165bs. Unaligned loun
Race Size Age Gender Height Weight Alignment Deity Adventuring Company or Other Affilitations
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CURRENT CONDITIONS AND EFFECTS

BONUS SKILL NAME

Acrobatics
Arcana
Athletics
Bluff
Diplomacy
Dungeoneering
Endurance
Heal
History
Insight
Intimidate
Nature
Perception
Religion
Stealth
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ATTACK WORKSPACE

ABILITY:  crossbow
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ACTION POINTS
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ADDITIONAL EFFECTS FOR SPENDING ACTION POINTS

RACE FEATURES

ABILITY SCORE MODS

Cast-lron Stomach: +5 Poison Save

Dwarven Resilience: Use 2nd Wind as minor action

Proficient with throwing hammer and warhammer

Encumbered Speed: Not slowed by armor or weight

ABILITY:  Battleaxe

ATTACK BONUS 1/2LVL  ABIL CLASS  PROF FEAT ENH MISC
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DAMAGE WORKSPACE
ABILITY:  Crossbow
DAMAGE ABIL  FEAT ENH  MISC  MISC
ABILITY: Battleaxe
DAMAGE ABIL  FEAT  ENH  MISC  MISC

T T 1171

ATTACK DEFENSE ~ WEAPON OR POWER DAMAGE
Stand Your Ground: -1 to forced moves, save on knockdowns | +4 |vs| AC | Battleaxe 1D10+1
| +6 |vs| AC | Crossbow 1D8+3
+5 AC | Dagger 1D4+1

s pam e rearones — | L
Fighting Syle | +7 |s| AC | Dagger(Thrown)  1D4+3

Hunters Quarry: +1d6 damage to quarry

Prime Shot: +1 Ranged if you're closest

FEATS

Sneak attack: Encounter power +2d6 damage if combat advantage

Sneak of shadows

Gain Thievery and Sneak Attack Ability

Toughness

Two-Blade Fighting Style

Gain 5 HP's per tier

Quick Draw

draw with attack, +2 Initiative

LANGUAGES KNOWN

Common

Dwarven




Racial traits/Class Features/Feats

Cast-Iron Stomach: +5 racial bonus to saving throws
against poison.

Dwarven Resilience: You can use your second wind as
a minor action instead of a standard action.

Dwarven Weapon Proficiency: You gain proficiency
with the throwing hammer and the warhammer.

Encumbered Speed: You move at your normal speed
even when it would normally be reduced by armor
or a heavy load. Other effects that limit speed (such
as difficult terrain or magical effects) affect you
normally.

Stand Your Ground: When an effect forces you to
move—through a pull, a push, or a slide—you can
move 1 square less than the effect specifies. This
means an effect that normally pulls, pushes, or slides
a target 1 square does not force you to move unless
you want to.

In addition, when an attack would knock you
prone, you can immediately make a saving throw to
avoid falling prone.

SNEAK OF SHADOWS

MMuLTicLass Rooue]
Frerequisite: Dex 13
Benefit: You gain training in the Thicvery skill.
Onee per cneounter, you can use the rogue’s Sncak

Attack class feature,

CLASS TRAITS

Role: Striker. You concentrate on either ranged attacks
or two-weapon melee fighting to deal a lot of
damage to one enemy at a time. Your attacks rely on
speed and mobility, since you prefer to use hit-and
run tactics whenever possible.

Power Source: Martial. Your talents depend on exten-
sive training and practice, inner confidence, and
natural proficiency.

Key Abilities: Strength, Dexterity, Wisdom

Armor Proficiencies: Cloth, leather, hide

Weapon Proficiencies: Simple melee, military melee,
simple ranged, military ranged

Bonus to Defense: +1 Fortitude, +1 Reflex

Hit Points at 1st Level: 12 + Constitution score
Hit Points per Level Gained: 5
Healing Surges per Day: 6 + Constitution modifier

Trained Skills: Dungeoneering or Nature (your choice).
From the class skills list below, choose four more
trained skills at 1st level.

Class Skills: Acrobatics (Dex), Athletlcs (Str), Dun-
geoneering (Wis), Endurance (Con), Heal (Wis),
Mature (Wis), Perception (Wis). Stealth (Dex)

TouGHNESS

Benefit: When you take this feat, you gain addi-
tional hit points. You gain an additional 5 hit points at
cach tier of play (at 1st, 11th, and 21st level).

HunTERS QUARRY
Once per turn as a minor action, you can designate the
enemy nearest Lo you as your quarry.

Once per round. you deal extra damage to your
quarry. The extra damage is based onyour level. II
you can make multiple attacks in a round, you decide
which attack to apply the extra damage to after all the
attacks are rolled.

The hunter’s quarry effect remains active until the
end of the encounter, until the quarry is defeated, or
until you designate a different target as your quarry.

You can designate one enemy as your quarry ata
time.

Level Hunter’s Quarry Extra Damage

1st-10th +1d6
11th-20th +2d6
21st-30th +3d6
Prime SHoT

If none of your allies are nearer to your target than
You are, youreceive a +1 bonus to I‘Elllgﬂd attack rolls
ﬂgﬂillfil that lﬂ]‘g(‘l.

QuICK DrRAW

Prerequisite: Dex 13

Benefit: You can draw a weapon (or an object
stored in a belt pouch, bandolier, or similar container,
such as a potion) as part of the same action used to
attack with the weapon or use the object.

You also gain a +2 feat bonus to initiative checks.

At Will Powers
Careful Attack Ranger Attack 1

You study the enemy, looking for a gap in his defenses. Only

when you find it do you strike.

At-Will + Martial, Weapon

Standard Action Melee or Ranged weapon

Requirement: You must be wielding two melee weapons or a
rallged \Wdl)l]n‘

Target: One creature

Attack: Strength + 2 vs. AC (melee) or Dexterity + 2 vs. AC
(ranged).

Hit: 1]W] damage (melee) or 1|W] damage (ranged).

Increase damage to 2|{W|(melee) or 2{W| (ranged) at 2 1st
level.

Twin Strike Ranger Attack 1

If the first attack doesn't kill it, the second one might.
At-Will + Martial, Weapon

Standard Action Melee or Ranged weapon

Requirement: You must be wielding two melee weapons ora
ranged weapon.

Targets: One or two creatures

Attack: Strength vs. AC (melee; main weapon and off-hand
weapon) or Dexterity vs. AC (ranged), two attacks

Hit: 1]W] damage per attack.

Increase damage to 2[W] at 2 1st level.

Encounter Powers

Daily Powers

Using the momentum from your enemy’s blow to fall back or slip

to one side, you make a sudden retaliatory attack as he stumbles

to regain his composure.

Encounter + Martial, Weapon

Immediate Reaction  Melee or Ranged weapon

Trigger: An enemy makes a melee attack against you

Attack: You can shift 1 square, then make a basic attack
against the enemy.

Special: Gain a power bonus to your basic attack roll equal
o your Wisdom modifier.

Fox’s Cunning Ranger Attack 1

SNEAK ATTACK
Once per round, when you have combat advantage
against an enemy and are using a weapon from the
light blade. the crosshow. or the sling weapon group.
an attack you make against that enemy deals extra
damage if the attack hits. You decide whether to apply
the extra damage after making the damage roll. As
you advance in level, y

ur extra dillllilgt‘ increases.

Level Sneak Attack Damage

Hunter’s Bear Trap Ranger Attack 1

A well-placed shot to the leg leaves your enemy hobbled and
bleeding.

Daily 4+ Martial, Weapon

Standard Action Melee or Ranged weapon

Target: One creature

Attack: Strength vs. AC (melee) or Dexterity vs. AC (ranged)

Hit: 2[W] + Strength modifier damage (melee) or 2[W] +
Dexterity modifier damage (ranged), and the target is
slowed and takes ongoing 5 damage (save ends both).

Miss: Half damage, no ongoing damage, and the target is
slowed until the end of your next turn.

1st-10th +1d6
11th-20th +3d6
21st-30th +5d6

Unbalancing Parry Ranger Utility 2

You deftly block your enemy’s strike and turn his momentum

against him, causing him to stumble to the side.

Encounter 4 Martial, Weapon

Immediate Reaction  Melee 1

Trigger: An enemy misses you with a melee attack

Effect: Slide the enemy into a square adjacent to you and
gain combat advantage against it until the end of your

next turn.
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