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Description

Turgin is tall and dark of skin. He has perhaps too much of a flair for the dramatic. He has a love of fine clothing and when in civilized areas he typically wears a voluminous cloak covered with silver piping and lace. He prefers weapons that are similar to a commoners tools such as scythes, flails, and slings. His current favorite is a huge scythe he forged himself, it's wide blade lavishly engraved with shaves of wheat and the words "Holy Harvest."

Personality

Turgin fills a role in Dalishani society similar to the Marshal in the old west. Small towns often have inferior guards and protection but when there's trouble, a Lawgiver like Turgin is quite likely to show up (Often guided by a friendly spirit) and either hunt down an escaped criminal hiding out, or break the power of one who abuses it such as a corrupted lawman or excessively greedy mayor.

Background

Turgin was born in a small village in the gate. His father apprenticed him to a blacksmith and he became skilled at making weapons.

Bandits eventually attacked the town and Turgin, at the age of 14, was put in a shield wall to try to block the attack by a retired fighter who knew his tactics. Turgin ran away instead, leaving a hole in the town's defenses that led to the bandits taking the town. It was burned to the ground.

Filled with Shame, Turgin continued to flee deep into the desert parts of the Gate region. Seeing that he was repentent of his mistakes, Sa'gabin took pity on the boy and provided him with food and water for 3 days, after which the Spirit brought him back to a town. In an effort to atone for his former mistakes, Turgin devoted himself to protecting others and the Spirits have shown themselves with him, granting him extraordinary powers in his fight.

