
EyandorEyandorEyandorEyandor    
 
Race::::  Man of Gondor 
Racial    Abilities:   :   :   :       

Adaptable: +2 Swiftness 
The Dominion of Man: extra point of Courage 
Skilled: +2 Observe (spot) 

Attributes::::    
Bearing 7 (+1) 

Nimbleness 10 (+2) 
Perception 8 (+1) 

*Strength 13 (+3) 
*Vitality 12 (+3) 

Wits 7 (+1) 
Reactions::::    

*Stamina +4 
Swiftness +4 

Willpower +1 
Wisdom +1 

Order::::   Warrior 
    Order    Abilities::::   

Swift Strike: gain one extra action per round that must be used for combat 
Evasion:  3d6 instead of 2 for swiftness tests on dodge actions 

    Advancements::::    7 
Skills::::    

 
SKILL 

TEST 
CATEGORY 

 
ATTRIBUTE

ATTRIBUTE 
MODIFIER 

SKILL 
RANK 

MISC. 
MODIFIER 

TOTAL 
BONUS 

A.Cmbt: Blade (lsword) Physical Nimbleness 2 9 1 12 
Craft: cooking Physical Nimbleness 2 2  4 
Lore: Group (army) Academic Wits 1 2  3 
Observe (spot) Physical Perception 1 3 2 6 
R.Cmbt: Bow (sbow) Physical Nimbleness 2 5 1 8 
Run Physical Strength 3 2  5 
Healing (treat wounds)  Physical Wits 1 5  6 
Inspire Social Bearing 1 2  3 
Intimidate (fear) Social Bearing 1 2  3 
Ride (horse)  Physical Bearing 1 3  4 
Siegecraft (unit leader) Physical Wits 1 3 1 5 
Climb Physical Strength 3 2  5 
Language: Westron Academic Wits 1 6  7 
Lore:Realm (Morthond) Academic Wits 1 5  6 
Lore:History (Morthnd) Academic Wits 1 4  5 
U.Cmbt: Brawling Physical Nimbleness 2 3  5 

    
Edges::::    
 Warwise: +1 siegecraft, armed combat, ranged combat, and unarmed combat 
 Indomitable: +4 to willpower tests to resist torture, interrogation, domination, etc 
 Quick-draw: free action to ready any personal weapon 
 Faithful: to family of the Lord of Morthond - +1 bonus defending against or attacking their foes 
Flaws::::    
    Fealty: to the Lord of Morthond 
Defence: : : : 12  
Health::::            15 
Courage::::            5 
Gear::::        horse, longsword, shortbow, sm. shield, chain corslet (5 dmg), lantern, 50’ rope, camping gear 



Backstory:  Eyandor is an old campaigner, at 37 years of age.  He has no family, but 
has dedicated himself to the family of Duinhir, the Lord of Morthond.  He has taught all 
three of the Lord’s sons in martial combat, and is beloved by them.  He would die for this 
family.  As a young man, Eyandor was a member of Morthond’s levy fighting on the 
eastern borders of Gondor under Duinhir (when the Lord was himself a younger man).  
His life was saved by his Lord during a particularly nasty fight with some Easterlings, 
and he has never forgotten his debt.  Eyandor is an accomplished warrior, but began 
serving in the household of Duinhir after the campaign in the east.  He was soon 
appointed as a trainer, and when Duinhir had sons Eyandor was chosen as their instructor 
because of his skill and dedication to the family.  He has been charged on this trip with 
protecting Tathanain, and will do so with his life if necessary. 
Description:  Eyandor is a large man, though not extremely tall (5’10”).  His stocky 
build belies his quickness.  His hair and eyes are an unremarkable brown, and his skin is 
deeply tanned.  He has many scars which would be remarkable on most men, but on 
Eyandor the sheer number of them makes them nearly indistinguishable.  He wears his 
armor lightly, and has a quick and skilled glance. 
Notes:________________________________________________________________
________________________________________________________________________
________________________________________________________________________
________________________________________________________________________
________________________________________________________________________
________________________________________________________________________
________________________________________________________________________ 
 
Weapons: 
 
Name 

 
Ranges 

 
Damage 

Parry 
Bonus 

 
Size 

Attack 
Bonus 

Longsword n/a 2d6+5 +1 M +12 
Shortbow 5/25/50/100 2d6+2 n/a M +8 
 
Wealth: 

Copper pennies: ___ 
Silver pennies: ___   Silver pieces: ___    
Gold pennies: ___   Gold pieces: ___ 

 
Health: 

□ Healthy  (-0) ___/15 
□ Dazed   (-1) ___/15 
□ Injured  (-3) ___/15 
□ Wounded (-5) ___/15 
□ Incapacitated (-7) ___/15 

 
 

Weariness: 
□ Hale   (-0) 
□ Winded (-1) 
□ Tired   (-2) 
□ Weary   (-4) 
□ Spent   (-8) 
□ Exhausted  (**)

 


