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SKILLS

_|_2 +0  ACROBATICS (DEX)
@ +4  ANIMAL HANDLING (WIS)
_@_ +0  ARCANA (INT)
@ +6  ATHLETICS (STR)
INTELLIGENCE +2  DECEPTION (CHA)
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Proficiencies. All armor, shields,
simple weapons, martial weapons,
woodcarver's tools

Languages. Common, Elvish

OTHER PROFICIENCIES AND LANGUAGES

HIT POINT MAXIMUM 12

CURRENT HIT POINTS

Sincerity. There's no good in
pretending to be something I'm not.

IDEALS

I protect those who cannot
protect themselves.

*You can shoot your crossbow
100 feet, or up to 400 feet with
disadvantage on the attack roll.

ATTACKS AND SPELLCASTING

Greatsword, heavy crossbow,
cP 20 bolts, half plate*, backpack,

bedroll, mess kit, tinderbox,
@’ 10 torches, 10 days of rations,

waterskin, 50 feet of hempen

rope, woodcarver's tools,
Q’ shovel, iron pot, common
@m clothes, belt pouch

*While wearing this armor,
@’ you have disadvantage on

Dexterity (Stealth) checks.

EQUIPMENT

TEMPORARY HIT POINTS BONDS
TOTAL  1d10 SUCCESSES I have a weakness for the vices
FAILURES of the city, especially hard drink.
HIT DICE DEATH SAVES FLAWS
NAME ATK BONUS DAMAGE
Greatsword +6  2d6 + 4 slashing Fighting Style (Defense). You
Heavy Crossbow* +2 1d10 piercing add +1to your AC when

wearing armor (included in
your stat block).

Rustic Hospitality.
Commoners will happily
accept you if you have need
of shelter, food or rest. They
won’t risk their lives for you
but will shield you from any
pursuers if they are able.

Second Wind (Recharges
after a Short or Long Rest).
On your turn, you can use a
bonus action to regain 1d10 +
1 hit points.

FEATURES AND TRAITS

~ORp




	Class and Level: Fighter 1
	Background: Folk Hero
	Player Name: 
	Alignment: Lawful Neutral
	XP: 
	Race: Human
	Character Name: 
	Strength Score: +4
	AC: 15
	Current HP: 
	Hit Point Max: 12
	Hit Dice Total: 1d10
	Arcana: +0
	Constitution Saving Throw: +4
	Investigation: +0
	Religion: +0
	History: +0
	Perception: +4
	Survival: +4
	Weapon 3 Damage: 
	Weapon 3 Attack Bonus: 
	Weapon 1 Name: Greatsword
	Acrobatics: +0
	Strength Saving Throw: +6
	Insight: +2
	Performance: +2
	Athletics: +6
	Intelligence Saving Throw: +0
	Medicine: +2
	Sleight of Hand: +0
	Weapon 1 Damage: 2d6 + 4 slashing
	Weapon 1 Attack Bonus: +6
	Dexterity Saving Throw: +0
	Intimidation: +2
	Persuasion: +2
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	Wisdom Saving Throw: +2
	Charisma Saving Throw: +2
	Nature: +0
	Stealth: +0*
	Weapon 2 Damage: 1d10 piercing
	Weapon 2 Attack Bonus: +2
	Temporary HP: 
	Attacks and Spellcasting: *You can shoot your crossbow 100 feet, or up to 400 feet with disadvantage on the attack roll.
	Other Proficiencies and Languages: Proficiencies. All armor, shields, simple weapons, martial weapons, woodcarver's tools

Languages. Common, Elvish
	Hit Dice: 
	Initiative: +0
	Speed: 30 ft.
	Personality Traits: Thinking is for other people. I prefer action. 
	Ideals: Sincerity. There's no good in pretending to be something I'm not.
	Bonds: I protect those who cannot protect themselves.
	Flaws: I have a weakness for the vices of the city, especially hard drink. 
	Features and Traits: Fighting Style (Defense). You add +1 to your AC when 
wearing armor (included in your stat block).

Rustic Hospitality. Commoners will happily accept you if you have need of shelter, food or rest. They won’t risk their lives for you but will shield you from any pursuers if they are able.

Second Wind (Recharges after a Short or Long Rest). On your turn, you can use a bonus action to regain 1d10 + 1 hit points. 
	Charisma Score: +2
	Inspiration: 
	Proficiency Bonus: +2
	Passive Perception: 14
	Failure 1: Off
	Success 1: Off
	Acrobatics Check Box: Off
	Athletics Check Box: Yes
	Insight Check Box: Off
	Medicine Check Box: Off
	Performance Check Box: Off
	Sleight of Hand Check Box: Off
	Animal Handling Check Box: Yes
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	Intimidation Check Box: Off
	Nature Check Box: Off
	Persuasion Check Box: Off
	Stealth Check Box: Off
	Arcana Check Box: Off
	History Check Box: Off
	Investigation Check Box: Off
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	Religion Check Box: Off
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	Failure 2: Off
	Success 2: Off
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	Copper: 
	Silver: 
	Electrum: 
	Gold: 110
	Platinum: 
	Equipment: Greatsword, heavy crossbow, 20 bolts, half plate*, backpack, bedroll, mess kit, tinderbox, 10 torches, 10 days of rations, waterskin, 50 feet of hempen rope, woodcarver's tools, shovel, iron pot, common clothes, belt pouch

*While wearing this armor, you have disadvantage on Dexterity (Stealth) checks.
	Weapon 2 Name: Heavy Crossbow*
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