WEAPON ATTACKS

ATTACK DAMAGE TYPE

(3 long bow (150600) _ H+1 H1D8 Hpier Protection: reaction, cause disadv With?n 5
feet, when you or creature next to you is

(D + dex bonus M3 [*3 A attacked. if you carry melee or shield or both.

O rapier (finesse)(melee) m+1 H1D8 mpier
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SPELL ATTACKS

ATTACK DAMAGE
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SPELLCASTING DETAILS

SPELLS
USED SAVE DC

006600060

10+3+1
TOTAL

1D10+3+1

HIT POINTS

REMAINING

HIT DICE

TOTAL

1

REMAINING

LEVEL 1

LEVEL 2

LEVEL 3

LEVEL 4

CANTRIPS

CHARACTER NAME
Thoradin Rumnaheim

ALIGNMENT RACE CLASS

Fighter
GENDER HAIR EYES SIZE HEIGHT WEIGHT
Male Brown Brown M 4f2

Lawful neutral Hill Dwarf

LEVEL

EXPERIENCE NEXT LEVEL

MODIFIER

+1

STR, CON

TOOLS

WEAPONS

LEVEL 5 A”
ARMORS

LEVEL 6 All+Shields

LEVEL 7 SKILLS

LEVELS (&) ACROBATICS Q INSIGHT (O PERSUASION
(O ANIMAL HANDLING (&) INTIMIDATION () RELIGION

LEVEL? O ARCANA O MEDICINE O seArcH

(© ATHLETICS O NATURE O SLEIGHT OF HAND

QO DEcEPTION O PERCEPTION QO stEALTH

Q HisTORY

+level temp hit points that last upto 5 minutes.

Military rank: access to kamp / fort, temp
equip / horse / vehicle

adv on saving against poison,

common,

dwarfish

VISION

Mounts (land), vehicles (land), gaming set

CLASS FEATURES

RACIAL TRAITS

resistance against poison damage.
adv on int (history) check
related to origin of

COPPER

SILVER

201

ELECTRUM

GOLD

PLATINUM

ARMOR CLASS
LANGUAGES

16/18

AC - NO ARMOR

PROFICIENCIES

PROFICIENCY

SAVING THROWS

(O PERFORMANCE (&) SURVIVAL
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a backpack
-a healer’s kit
-a mess kit
-a tinderbox
-ten days of rations
-a waterskin
-50 feet of hempen rope

GEMS & ART OBJECTS

L2 --- second wind 1D6+2, hp=15, 1 extra action reuse after short rest
L3 --- second wind 1D6+3, hp=16, critical on 19-20, prof bonus 2

L4 --- second wind 1D6+4, hp=17, ability improvement -> con+1

L5 --- second wind 1D6+5, hp=18, extra attack

L6 --- second wind 1D6+6, hp=19, ability improvement -> dex+1

L7 --- second wind 1D6+7, hp=20, critical on 18-20, prof bonus 3

L8 --- second wind 1D6+8, hp=22, ability improvement -> con+1

L9 --- second wind 1D6+9, hp=23, defy death : when reduced to 0 and
not killed, ST (+5con,+3prof) tegen 15->hp=1 instead of 0

L10 -- second wind 1D6+10, hp=24, Additional Fighting Style : AC+1
L11 -- second wind 1D6+11, hp=25, extra attack, prof bonus 4

L12 -- second wind 1D6+12, hp=27, ability improvement -> dex+1

L13 -- second wind 1D6+13, hp=28, adv on all ST

L14 -- second wind 1D6+14, hp=29, ability improvement -> wis +1
L15 -- second wind 1D6+15, hp=30, devastating critical : pier, when crit
hit each turn, 1d6+level/2 until treated, prof bonus 5

L16 -- second wind 1D6+16, hp=31, ability improvement -> wis +1

L17 -- second wind 1D6+17, hp=32, 2 extra action reuse after short rest
L18 -- second wind 1D6+18, hp=33, ability improvement -> wis +1

L19 -- second wind 1D6+19, hp=34, at start off each turn if >0 HP and
less then half of max HP, gain 5+CON HP, prof bonus 6

L20 -- second wind 1D6+20, hp=35, extra attack

10

BACKGROUND

soldier
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