
Fargrim 
Male Dwarf Slayer 

Level 1        Unaligned 
 

ABILITY   SCORE  

STRENGTH  18  
Athletics +7 
 

CONSTITUTION 16  
Endurance +8 
 

DEXTERITY  14  
Acrobatics +0, Stealth +0, Thievery +0 
 

INTELLIGENCE 10  
Arcana +0, History +0, Religion +0 
 

WISDOM  11  
Dungeoneering +2, Heal +0, Insight+0, Nature 

Passive Insight 10, Passive Perception 10 
 

CHARISMA  10  
Bluff +0, Diplomacy +0, Intimidate +5, Streetwise 
 

AC   18 

FORTITUDE 16 

REFLEX  12 

WILL   10 

HIT POINTS 31  BLOODIED 

SURGES 12  HP HEALED

SECOND WIND  ACTION POINT
 

INITIATIVE +4  SPEED

VISION LOW-LIGHT, NORMAL 

LANGUAGES COMMON, DWARVEN 

 

OTHER ABILITIES (Bonuses inc. in stats 

Stand Your Ground: Push, Pull and Slides that effect you move you 

one less square. If you would be knocked prone you take a saving 

throw to avoid being knocked prone. 

Cast-Iron Stomach: You gain a +5 racial bonus to saving throws 

against poison. 

 

CLASS ADVICE  

Slayers are elite shock troops, standing at the forefront of battle with 

a combination of strong armour, advanced tactical cunning, and a 

mastery of the most brutal weaponry. Your high defenses allow you 

to stay in the fight longer than some others, but yo

deal as much damage to enemies as quickly as you can. Use 

berserker charge to charge unsuspecting enemies and then finish 

them off with battle wrath and power strike. 

 

EQUIPMENT 
greataxe, 4 throwing hammers, and plate armour

 

MOD + 1/2 LEVEL 

 +4 

 +3 

 +2 

 +0 

 +0 
, Nature +0, Perception +0 

 +0 
, Streetwise +0 

BLOODIED  15 

HP HEALED 7 

ACTION POINT 

SPEED  6 

in stats are not listed) 

Push, Pull and Slides that effect you move you 

one less square. If you would be knocked prone you take a saving 

You gain a +5 racial bonus to saving throws 

Slayers are elite shock troops, standing at the forefront of battle with 

a combination of strong armour, advanced tactical cunning, and a 

mastery of the most brutal weaponry. Your high defenses allow you 

to stay in the fight longer than some others, but your main focus is 

deal as much damage to enemies as quickly as you can. Use 

berserker charge to charge unsuspecting enemies and then finish 

armour. 

 

 

 

 

 

 

 

BACKGROUND 
You were born into the Ketterhold Clan, which had spent 

generations mining the Desertsmouth Mountains’ depths. When you 

were a child, a drow army raided your clan’s territory. Your people 

fought bravely, but the drow force was too strong. Some of your 

people escaped, but most were killed or dragged off into the 

Underdark, presumably to be used as slaves. Those dwarves who 

escaped hired out as miners for various outfits, but you wanted 

more. You trained as a mercenary,

adventurer. 

You happened to be passing through Dagger Falls in Daggerdale 

when Her Radiance Dareen Travaskyr, a priestess of Amaunator, 

approached you. She asked if you had any knowledge of gemstone 

mining, which you did from your y

ruby, a rare gemstone the sun god favours. she offered you a good 

bit of reward if you could secure one for her.

After consulting your kinfolk who still mine the earth, you secured a 

ruby and returned to Dagger Falls to turn
 

PERSONALITY 
The treacherous sundering of your clan by drow rankles you 

constantly, making you angry and sullen. Since you started training 

as a fighter, you have dedicated yourself to becoming as strong as 

possible, to bring honour to your family name and to be ready to 

spill blood when next you see those murderous tunnel rats.

You carefully braid your red hair and red beard in  the way of your 

clan. Everyone you take to and adventure with knows you are the 

last of Clan Ketterhold’s mighty warriors and that you intend to do 

whatever you must to see the clan’s fortunes rise again.

 

QUOTE 
“The earth trembles at my step? You should see what I 
can do with my axe!” 
 

Throwing Hammer 

At-Will   Weapon 

Standard Action Ranged

Target:  One creature  

Attack:  1d20 + 7 vs. AC  

Hit:  1d6 + 6 damage. 

 
Greataxe 

At-Will   Weapon 

Standard Action Melee 

Target:  One creature  

Attack:  1d20 + 7 vs. AC  

Hit:  1d12 + 6 damage. 

 

 

 

 

 

 

You were born into the Ketterhold Clan, which had spent 

generations mining the Desertsmouth Mountains’ depths. When you 

were a child, a drow army raided your clan’s territory. Your people 

force was too strong. Some of your 

people escaped, but most were killed or dragged off into the 

Underdark, presumably to be used as slaves. Those dwarves who 

escaped hired out as miners for various outfits, but you wanted 

more. You trained as a mercenary, and soon you became an 

You happened to be passing through Dagger Falls in Daggerdale 

when Her Radiance Dareen Travaskyr, a priestess of Amaunator, 

approached you. She asked if you had any knowledge of gemstone 

mining, which you did from your youth. She told you she needed a 

ruby, a rare gemstone the sun god favours. she offered you a good 

bit of reward if you could secure one for her. 

After consulting your kinfolk who still mine the earth, you secured a 

ruby and returned to Dagger Falls to turn it over to the priestess. 

The treacherous sundering of your clan by drow rankles you 

constantly, making you angry and sullen. Since you started training 

as a fighter, you have dedicated yourself to becoming as strong as 

our to your family name and to be ready to 

spill blood when next you see those murderous tunnel rats. 

You carefully braid your red hair and red beard in  the way of your 

clan. Everyone you take to and adventure with knows you are the 

d’s mighty warriors and that you intend to do 

whatever you must to see the clan’s fortunes rise again. 

“The earth trembles at my step? You should see what I 

Ranged Basic Attack 

Weapon  

Ranged weapon (5/10) 

Melee Basic Attack 

Weapon  

Melee weapon  

 



 
POWERS 
All weapon attack powers assume use of the greataxe as the main weapon. 
 

Greataxe Melee Basic Attack 

At-Will   Weapon  

Standard Action Melee weapon  

Target:  One creature  

Attack:  1d20 + 7 vs. AC  

Hit:  1d12 + 6 damage. 
 

Battle Wrath Fighter Utility 

You channel your anger into each strike, dealing devastating 

damage to your foes. 

At-Will   Martial, Stance 

Minor Action  Personal 

Effect:  You assume the battle wrath stance. Until the 

stance ends, you gain a +2 power bonus to the damage rolls 

of basic attacks using a weapon. 
 

Berserkers Charge Fighter Utility 

You channel your combat fury to run down your foes. 

At-Will   Martial, Stance 

Minor Action  Personal 

Effect:  You assume the berserker’s charge stance. Until 

the stance ends, you gain a +2 power bonus to your speed 

when charging and a +2 power bonus to the attack rolls of 

your charge attacks. 
 

Dwarven Resilience Dwarf Racial Utility 

You take a moment to catch your breath and gather yourself. 

Encounter   

Minor Action  Personal 

Effect:  You use your Second Wind. Spend a Healing 

Surge and gain a +2 bonus to all defenses until the start of 

your next turn. 
 

Power Strike Fighter Attack 

By pushing yourself beyond your normal limits, you unleash 

your full wrath against a foe. 

Encounter  Weapon, Martial 

Free Action  Personal  

Trigger:  You hit an enemy with your greataxe 

Target:  The enemy you hit 

Effect:  The target takes 1d12 extra damage from the 

triggering attack 

 


