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PROFICIENCY BONUS
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/ STRENGTH \ . N
Acrobatics DEX ]

Animal Handling WIS

Arcana INT
Athletics STR
Deception CHA
History INT
Insight WIS
Intimidation CHA
Investigation INT
Medicine WIS
Nature INT
Perception WIS
Performance CHA
Persuasion CHA
Religion INT
Sleight of Hand DEX
Stealth DEX

Survival WIS
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Al

Fighter 9 Dwarf
Class Level Lineage
Agthorian Noble (Agthorian) Monster Hunter
Culture Background Calling
Max HP Current HP Temp HP ARMOR
Total 9910 9 Armor
9 4 0 Shield 1 9
0 Natural
0 Other CLASS
HIT DICE
HIT POINTS
Resistance: Poison and Disease ﬁ
SUCCESSES O—O—O Immune: Critical Hits (Armor)
I : ;* FAILURES O_O_O Indomitable: Reroll a saving throw that you fail once per long rest.
Non-Magic Resistance: Bludgeoning, Slashing, Piercing (Armor)
INITIATIVE DEATH SAVES DEFENSES %
F NAME HIT DAMAGE/TYPE PROPERTIES ﬁ
Maul, +1 +9 2d6+5 Bludgeoning Heavy, Two-Handed, Great Weapon Fighting, Improved Crit.
Handaxe +8 1d6+4 Slashing Light, Thrown, 20ft./60ft., Great Weapon Fighting, Improved Crit.
Unarmed Strike +8 5 Bludgeoning Unarmed Strike
Militia Dagger +8 1d4+4 Piercing Light, Thrown, 20ft./60ft., Great Weapon Fighting, Improved Crit.

b

WEAPON ATTACKS

b

Two-Weapon Fighting: When you Attack with a light weapon in one hand, use a bonus action to attack with a second light weapon. No ability modifier to the damage of the bonus attack
Second Wind: Once per short rest, you can use a bonus action to regain 1d10 + 9 HP.

Opportunity Attack: As a reaction, you can make an opportunity attack when a hostile creature that you can see moves out of your reach

Extra Attack: You can attack twice, instead of once, whenever you take the Attack action on your turn.

Action Surge: You can take one additional action on your turn. 1 times per short rest.

ACTIONS & ABILITIES

A b

N SKILLS 1
I_ X v _I ~ Y
— — Great Weapon Fighting: Reroll 1 or 2 on damage dice when wielding two-handed melee weapons. Walking 25 Ft. Long Jump /22
— =
e = Martial Archetype: Champion (PHB pg. 72) Swimming See gloves High Jump /7
[ @ +8 Strength ] Improved Critical: Your weapon attacks score a critical hit on a roll of 19 or 20. Climbing See gloves
O +1 Dexterity Remarkable Athlete: +2 to any STR, DEX, or CON check that doesn't already use prof. bonus
and when you make a running long jump, you add +4 ft. to the distance. n! SPEED r
+ .
® 8 Constitution Darkvision: Free action, shift your sight to see 60 feet as if it were bright light (APG pg. 23) EB— —
O +1 Intelligence Deepsense: When underground, you know the depth and what direction is north. (APG pg. 23) L NAME ary WEIGHT \
O 2 Wisdom Stonesense: ADV to gauge stability of stone structures and to find hidden features (APG pg. 23) [ Padded Gamberson, Leather Fronted 1 20 1
o Mess Kit, Tin 1 1
O Charisma Mug Pewter (Wealthy Craftsmanship) 1 15
Saving Throw Modifiers Purse, wired 1 1
Advantage against Poison Militia Dagger (Wealthy Craftsmanship) 1 1
Advantage against Disease FEATURES & TRAITS Healing Potion 3 0
Indomitable: Reroll failed save Handaxe 2 4
Backpack, Leather 1 8
l J Languages: Agthorian, Endroric Crowb 1 s
rowbar
M SAVING THROWS 1 Specialization: Riding (APG pg. 89), Endrori, Monstrosities (APG pg. 102)
=" 7—H K Hammer 1 3
— — Armor: All armor, shields pi 10 25
iton .
F <=Q Weapons: Simple weapons, martial weapons Rati 10 20
ations
PASSIVE WISDOM (PERCEPTION) >> Rope, Hempen (50 ft.) 1 10
Tinderbox 1 1
PROFICIENCIES & LANGUAGES Torch 10 10
PASSIVE WISDOM (INSIGHT) >> INSPIRATION Waterskin 1 9
Alantra Modren 1 Bedroll & Blanket 1 14
Aelos Phensral
PASSIVE INTELLIGENCE (INVESTIGATION) >> Droth Toletren CORRUPTION PUSH/DRAG/LIFT ~ ENCUMBERED ~ WEIGHT CARRIED
Elendra Vale (Pa'ron) 6 @
Grethken 2 Zevas ‘ 540 ‘ ‘ 270 ‘ ‘ 200 ‘
R\ PASSIVE SENSES — Larayil Endroren RESOLVE l J
GRACE & DISFAVOR 14 ™ EQUIPMENT 1
E—— ——t|
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v> Ulmor Rueskett

CHARACTER NAME

162 (Middle Aged) 48
Age Height
Brown Rose

Eyes Skin

102
Weight
Copper Blond

Hair

fl)uty: Nobility have a number of duties and responsibilities (APG pg. 89)
Foreign Dignitary: Outside of Agthor, you are a representative of a foreign power. (APG pg. 89)
High Profile: From your mannerisms to your wealth, you stand out in a crowd. (APG pg. 89)
Right to Bear Arms: You may own military gear and use them anywhere in Agthor. (APG pg. 89)
Valuable Hostage: Enemy will want to capture you alive for ransom. (APG pg. 89)
Resilience: ADV when making saving throws against poison and disease. (APG pg. 23)

Encumbered Movement: Speed drops by 5 when encumbered, 10 when heavily. (APG pg. 23)

& ADDITIONAL FEATURES & TRAITS é Kl CHARACTER PORTRAIT ‘K

NAME TYPE RARITY ~ ATTREQUIRED? ATTUNED WT  NOTES 1?: ‘m
Maul, +1 Weapon Uncommon No 10 Asachildl... murdered someone over a matter of pride. My family's position helped
Adamantine Plate, +1 Armor  Rare No 65  Any critical hit against you becomes a normal hit. Wealthy Craftsmanship me escape harsh punishment but in so doing | lost my rights of succession and
Gloves of Swimming and Climbing ~ Wonder Uncommon  Yes 0 0 Cli don't cost extra gain +5 STR (Athletics) checks turned to the life of a monster hunter in order to regain my honor.

When the adventure begins ... am expected to duel another noble who has

challenged my house and personal honor over the murder. | am confident | will win

but ashamed to take such actions. | will attempt to persuade them not to fight me.

MAGIC ITEMS ptiop 9

F NAME Qry

WEIGHT  LOCATION NAME
Agthorian Outfit 1 5 Pack
Bronze Bowl! 1 1 Pack
Ear Stringer 1 0 Pack
Banner (House Rusa) 1 1 Pack
Playing Cards 1 0 Pouch
Stool, collapsible 1 7  Pack

g EQUIPMENT

QTY  WEIGHT LOCATION %
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People say lam slow of thought or even dim witted, when in actuality | struggle

with my place in society, how to properly respond given the position of my house

and my reputation.

I hi bl al i k physical
People remember me because... ave an incredible body. | am in peak physical

form due to my heritage and a life of hard work. To be a legendary monster hunter

| must continue to maintain my health and strength to overcome any challenge.

I fervently believe. .. that Vale is testing my ability to overcome battles with the

most ferocious beasts. Her influence will help me overcome my past and help the

citizens of Agthor.

| hate/fear. bad luck. | believe the will of Zevas set in motion the events

that resulted in the murder and set me on this path for a reason | do not yet understand.

I'am careful to thank Zevas when good things happen and overly careful not to judge bad events.

For a brief time ... thought | was a hero, but | was young and naive. My ego led to that

ill-fated moment where | killed a man. | am now careful in how | sing my own praise, or praise

others for their accomplishments. A true hero does not seek that title, it is their legacy.

Everything changed when... | heard Lord Drakewyn speak. His words gave me

hope that | could reclaim my honor through serving the people by hunting monsters.

More than anything | want... to be happy, but | know | must retrain myself until

| have reclaimed the honor of my house.

]\XL CHARACTER STORY )Z
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	As a child I: murdered someone over a matter of pride.  My family's position helped
	As a child I 1: me escape harsh punishment but in so doing I lost my rights of succession and
	As a child I 2: turned to the life of a monster hunter in order to regain my honor.                     
	When the adventure begins: am expected to duel another noble who has   
	When the adventure begins I 1: challenged my house and personal honor over the murder.  I am confident I will win
	When the adventure begins I 2: but ashamed to take such actions.  I will attempt to persuade them not to fight me.
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	People remember me because: I have an incredible body.  I am in peak physical
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