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	One Unique  Thing 3: Those who recognize you hope to borrow
	One Unique  Thing 4: some of your supposed good fortune.
	ATTACK: +6
	HIT: 2d4+4
	MISS: 2
	Icon Relationships 1: 1 Positive Emperor
	Icon Relationships 2: 1 Positive Dwarf King
	Icon Relationships 3: 1 Positive Crusader
	Icon Relationships 4: 
	ATTACK_2: +4
	HIT_2: 2d6+2
	MISS_2: 0
	Backgrounds 2: 2 Innately Diplomatic
	Backgrounds 3: 
	Backgrounds 4: 
	Backgrounds 5: 
	powers  spells 3:      if miss, roll 6+ so shield returns
	powers  spells 4: 
	powers  spells 5: Advice: If miss with an atk, 1 nearby ally
	powers  spells 6:      +1 to +3 ATK bonus for them if they follow it
	powers  spells 7: 
	powers  spells 8: DEFENSIVE FIGHTING: on 16+ or Nat Even
	powers  spells 9:      Gain +2 AC until end of next turn
	powers  spells 10: 
	powers  spells 11: 
	powers  spells 12: 
	equipment GP 3: Cooking Supplies, Butcher's Tools, 
	equipment GP 4: Dragon Empire Military Command Papers,
	equipment GP 5: 
	equipment GP 6: 
	magic items 3:      give near ally +1 AC   OR
	magic items 4:      give ally engaged with same enemy as you +2 AC
	magic items 5: 
	magic items 6: BODYGUARD: interrupt
	magic items 7:      if multi target atk includes you
	magic items 8:      take hit for another ally too
	magic items 9:      -2 to your defenses for both attacks
	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: +6 vs PD, 2d6 cold dmg
	Racial Power 1: 1/Battle close quick atk vs 1 near enemy
	One Unique  Thing 2: your blood comes from an ancient luck dragon.
	One Unique  Thing 1: Rumors throughout the kingdom claim
	Backgrounds 1: 2 Butcher's Son
	Backgrounds 0: 4 Dragon Empire Commander
	equipment GP 2: 5x javelins, natural dragonscale armor,
	equipment GP 1: 2 diamond shaped dragonscale bucklers,
	magic items 2:       if no attack or shield attack
	magic items 1: DEFENDER: end of your turn,
	Text48: 
	0: Shield Throw Miss save = 6+ & lvl miss dmg
	1: Boot Camp: Learn 1 Fighter Flex Atk
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 
	10: 

	Text49: 
	0: Defender, Bodyguard
	1: 

	Text50: 
	0: Shield Tosser dual wielding w/shields
	1: Boot Camp
	2: Capital Tactics
	3: 
	4: 

	Text51: 
	0: can throw shield
	1: Threatening 2/Day
	2: if miss, give ally advice as move action
	3: 
	4: 

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

	Text53: 
	0: 6
	1: 2
	2: 4
	3: 1
	4: 4
	5: 4

	Text54: 19
	Text55: 15
	Text56: 14
	Text57: 
	Text58: 32
	Text59: 
	Text60: 8
	Text61: 2d12
	Text62: 0
	Text63: 
	Text65: Shield-bearer
	Text64: Crolaf
	Text66: Dragonic
	Text67: 2
	Text68: 
	powers  spells 2:      +6 vs AC, hit = 2d4, miss = 2
	powers  spells 22: Shield Throw: 1 nearby enemy, close atk
	Text1: 
	0: 18
	1: 10
	2: 14
	3: 8
	4: 14
	5: 14



