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	One Unique  Thing 3: to evangelize the inventive might
	One Unique  Thing 4: of the Dwarven kingdom
	ATTACK: +7
	HIT: 2d8+5
	MISS: 2
	Icon Relationships 1: 2 Positive Dwarf King
	Icon Relationships 2: 1 Negative Diabolist
	Icon Relationships 3: 
	Icon Relationships 4: 
	ATTACK_2: +1
	HIT_2: 2d6+0
	MISS_2: 0
	Backgrounds 2: 
	Backgrounds 3: 
	Backgrounds 4: 
	Backgrounds 5: 
	powers  spells 3:    (still follows normal rally rules)
	powers  spells 4: Try Again: Interrupt = 2 points
	powers  spells 5:    1 near ally that attacked rerolls atk
	powers  spells 6:    (must use 2nd roll)
	powers  spells 7: Just Stay Calm: Quick when ESC die 2+
	powers  spells 8:    1d3+1 near ally spend recovery, ESC die -1
	powers  spells 9:    recharge after battle (16+)
	powers  spells 10: Basic Tactical Strike: Quick
	powers  spells 11:    1 near ally makes a free basic attack
	powers  spells 12:    recharge after battle (11+)
	equipment GP 3: Medical Kit, Repair Kit, Gold Paint,
	equipment GP 4: Brown Paint, Paint Brush.
	equipment GP 5: 
	equipment GP 6: 
	magic items 3: 
	magic items 4: 
	magic items 5: 
	magic items 6: 
	magic items 7: 
	magic items 8: 
	magic items 9: 
	magic items 10: 
	magic items 11: 
	Ability Score Bonus: Off
	undefined: Off
	Extra Magic Item: 
	undefined_2: 
	undefined_3: 
	undefined_4: 
	Feat: Off
	Skills 1: Off
	Hit Points: Off
	Racial Power 2: 11+ save to spend recovery
	Racial Power 1: Never Say Die: if dropped below 1hp
	One Unique  Thing 2: crafted by dwarves and set loose on the land
	One Unique  Thing 1: You are one of a handful of forgeborn
	Backgrounds 1: 3 Dwarven Culture Evangelist
	Backgrounds 0: 5 Dwarven Battle Mascot
	equipment GP 2: 2x Throwing Axes, Dwarven Victory Flag,
	equipment GP 1: Battle Axe, Pentagonal Shield, Scale Mail 
	magic items 2:      1 near ally pop free as quick action
	magic items 1: Get Out Of There: Interrupt = 1 point
	Text48: 
	0: Just Stay Calm 1d3+1 allies
	1: Rally Now gives +2 HP
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 
	10: 

	Text49: 
	0: Fight From Front = 1d3 points w/melee hit
	1: Weigh Odds = standard action for 1d4 points

	Text50: 
	0: Armor Skills 
	1: Martial Training
	2: Moment of Glory roll a d4 with initiative
	3: 
	4: 

	Text51: 
	0: Can wear Heavy Armor
	1: Can use Heavy/Martial Weapons
	2: Free action = add roll to near ally attack roll
	3: 
	4: 

	Text52: 
	0: 5
	1: 1
	2: -1
	3: -1
	4: 1
	5: 2

	Text53: 
	0: 7
	1: 3
	2: 1
	3: 1
	4: 3
	5: 4

	Text54: 18
	Text55: 13
	Text56: 15
	Text57: 
	Text58: 36
	Text59: 
	Text60: 8
	Text61: 2d8
	Text62: 1
	Text63: 
	Text65: Commander
	Text64: Standard (Stan)
	Text66: Forgeborn
	Text67: 2
	Text68: 25
	powers  spells 2:    1 near ally can rally +2 HP as free action
	powers  spells 22: Rally Now: Interrupt = 1point,2 if dying
	Text1: 
	0: 20
	1: 12
	2: 8
	3: 8
	4: 12
	5: 14



