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RACIAL TRAITS & CLASS FEATURES
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Appearance:


Tall and slender, you shave your head.  You wear the symbol of Chall proudly.  You carry yourself well, and proudly.  You keep yourself well groomed, and make sure that your clothing is clean.

Background: 

You have always loved war, and the hunt.  You love the chase, the challenge more than anything.  When you first became a cleric of Chall, you were stuck in the church.  You were bored to tears.  There was nothing exciting there, nothing to chase nothing to strive for.


Soon, you were out in the world, spreading the word of Chall.  This suited your tastes much better.  You love the adventure, the danger.  Sleeping outside, traveling through the countryside can be extremely dangerous, but that is what makes it exciting.  In every town you stop at, you look for someone who can challenge you.  You love conflict.  


You are very devoted to your friends, and would not let anything happen to them.  They have proven themselves time and again.  


Recently, you and your friends have met with Chular.  He guarantees you some easy money.  You are hoping that it isn’t as easy as he says it is going to be, but you could use the money.  He just needs you to get a bunch of people to the warehouse, and according to him, the money is all yours.

Party members:


Thigil Cigam (male elf): This guy has a passion for his craft, and you can respect that.  He strives for the victory, and throws obstacles in front of himself.  His woman, Talia is attracted to you, and you do what you can to nourish that attraction. Thigil seems certain of his place in her heart.

Talia (female human): What a beautiful woman.  She is very strong as well.  She is very efficient at what she does, and seems to be in love with Thigil.  You have seen her wandering eyes though, and they keep stopping at you.  You like this.  There is competition for her, and that is what makes you tick!  One way or the other, she will be yours.

Yodal(Male dwarf): You can respect this guy.  He is very straightforward, and doesn’t seem to be afraid of anything.  You sometimes feel the same way, although, you certainly don’t want to die.  This guy doesn’t even seem to be afraid of death.  There have been many times when he has done things that he easily could have died doing, but he did them without even flinching.

Broken Mug (female keld): This girl is hideous.  It is hard for you to look at her sometimes.  She has scars all over her face and hands.  She is a very nice person though, even though she labels everything.  You think you saw her shoes labeled even.

Goyle Mogul(male elf): Goyle is a good guy.  You have also seen how easily he gets deals.  Whenever you go into town, you let him do the dealing, because he has a way with people, and usually gets things much cheaper than any of the rest of you could.  You think he really enjoys scamming people too!
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