



	WpnAtk01: long bow (150-600)
	WpnAtk02: + dex bonus
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	Total HP 2: 10+3+1
	Total HD 2: 1D10+3+1
	Remaining HP 2: 14
	AC: 16/18
	AC_NoArmor: 13
	Remaining HD 2: 1
	Character Name:           Thoradin Rumnaheim
	Alignment:   Lawful neutral
	Race:    Hill Dwarf
	Class:    Fighter
	Gender:     Male
	Hair: Brown
	Size:     M
	Weight:  201
	Level:  1
	Experience: 
	Next Level: 
	Initiative: +3
	Languages: common, dwarfish
	Speed: 25
	Vision: Darkvision
	Eyes: Brown
	Height: 4 f 2
	STR: 10
	DEX: 16
	CON: 16
	INT: 10
	WIS: 12
	CHA: 10
	STRMOD: 0
	DEXMOD: +3
	CONMOD: +3
	INTMOD: 0
	WISMOD: +1
	CHAMOD: 0
	ClassFeatures: Protection: reaction, cause disadv within 5 feet, when you or creature next to you is attacked. if you carry melee or shield or both.

Second wind: action, once per rest, gain 1d6+level temp hit points that last upto 5 minutes.

Military rank: access to kamp / fort, temp equip / horse / vehicle
	RacialTraits: adv on saving against poison,   
     resistance against poison damage.
              adv on int (history) check 
                 related to origin of                
                      stonework. cannot be
                          lost underground.
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	ProfBonus: +1
	SavingThrows: STR, CON
	Acrobatics : Yes
	Insight: Off
	Persuasion: Off
	Athletics: Yes
	Nature: Off
	SleightOfHand: Off
	AnimalHandling: Off
	intimidate: Yes
	Religion: Off
	Deception: Off
	Perception: Off
	Stealth: Off
	Arcana: Off
	Medicine: Off
	Search: Off
	History: Off
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	Equip_Body: Scale mail
	Equip_wtf: shield
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	Treasure: a backpack
  -a healer’s kit
  -a mess kit
  -a tinderbox
  -ten days of rations
  -a waterskin
  -50 feet of hempen rope
	Gems: 
	Feats: 

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
	Notes: 
	Background: soldier
	Tools: Mounts (land), vehicles (land), gaming set
	Weapons: All
	Armor: All+Shields
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