D&D
1B ENOINID)

Hard Tom

CHARACTER NAME

o N
© _+3  Strength \
C srencti ] || O i3

+ 1 _+4  Constitution

Dexterity

+0_ Intelligence

+1  Wisdom

O O0OO0O©o

-1 Charisma

DEXTERITY

+3

Lo

CONSTITUTION

Advantage against being
frightened
Advantage against poison

\
(o
©)

+1

SAVING THROWS

y
5
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Heavy Armor, Light Armor, Medium Armor,
Shields
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Fighter 2 / Rogue 2 Goram
CLASS & LEVEL PLAYER NAME
Stout Halfling Pirate 2,700
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=== WEAPONS ===
Martial Weapons, Simple Weapons

— === TOOLS ===
ABILITY SAVE DC | Navigator's Tools, Thieves' Tools, Vehicles
pom— PN (Water)
7 N === LANGUAGES ===
25 ft. (Walking) Common, Halfling, Thieves’ Cant
A SPEED )
) PROFICIENCIES & LANGUAGES
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=== ACTIONS === === SPECIAL ===

Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

=== BONUS ACTIONS ===
Cunning Action

You can take a bonus action on each of your turns
to take the Dash, Disengage, or Hide action.

Second Wind ¢ 1/ Short Rest
Once per short rest, you can use a bonus action to
regain 1d10 + 2 HP.

Action Surge * 1 / Short Rest
You can take one additional action on your turn.
This can be used 1 times per short rest.

Sneak Attack

Once per turn, you can deal an extra 1d6 damage
to one creature you hit with an attack with a finesse or
ranged weapon if you have advantage on the attack
roll. You don’t need advantage on the attack roll if
another enemy of the target is within 5 ft. of it, that
enemy isn't incapacitated, and you don't have
disadvantage on the attack roll.
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Hard Tom

CHARACTER NAME
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Fighter 2 / Rogue 2 Goram
CLASS & LEVEL PLAYER NAME
Stout Halfling Pirate 2,700
RACE BACKGROUND EXPERIENCE POINTS
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=== FIGHTER FEATURES ===

* Hit Points « PHB 71
* Proficiencies « PHB 71

* Fighting Style « PHB 72
You adopt a fighting style specialty.

| Two-Weapon Fighting « PHB
When you engage in two-weapon fighting, you can add
your ability modifier to the damage of the second
attack.

* Second Wind « PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 2 HP.

| 1/ Short Rest » 1 Bonus Action
* Action Surge ¢« PHB 72
You can take one additional action on your turn. This
can be used 1 times per short rest.
| 1/ Short Rest » Special
=== ROGUE FEATURES ===
* Hit Points « PHB 95
* Proficiencies « PHB 95
* Expertise « PHB 96
Your proficiency bonus is doubled for any ability check
you make for two chosen proficiencies. [6th] Choose
two additional proficiencies.
* Sneak Attack « PHB 96
Once per turn, you can deal an extra 1d6 damage to

one creature you hit with an attack with a finesse or
ranged weapon if you have advantage on the attack

roll. You don’t need advantage on the attack roll if
another enemy of the target is within 5 ft. of it, that
enemy isn't incapacitated, and you don’t have
disadvantage on the attack roll.

| Special

* Thieves’ Cant « PHB 96

You have learned thieves’ cant, a secret mix of dialect,
jargon, and code that allows you to hide messages in
seemingly normal conversation. It takes four times
longer to convey such a message than it does to
speak the same idea plainly.

* Cunning Action « PHB 96
You can take a bonus action on each of your turns to
take the Dash, Disengage, or Hide action.

| 1 Bonus Action

=== STOUT HALFLING RACIAL TRAITS ===

* Lucky ¢ BR 28

When you roll a 1 on the d20 for an attack roll, ability
check, or saving throw, you can reroll the die and must
use the new roll.

* Brave * BR 28
You have advantage on saving throws against being
frightened.

* Halfling Nimbleness ¢ BR 28
You can move through the space of any creature that
is of a size larger than yours.

* Stout Resilience « BR 28

You have advantage on saving throws against poison,
and you have resistance against poison damage.

FEATURES & TRAITS
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WEIGHT CARRIED
0 lb.
ENCUMBERED

195 Ib.

PUSH/DRAG/LIFT

390 Ib.

EQUIPMENT




CHARACTER APPEARANCE
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ALLIES & ORGANIZATIONS

/To me, a tavern brawl is a nice way to
get to know a new city.
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People. I'm committed to my crewmates, not
to ideals. (Neutral)
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I'm loyal to my captain first,
everything else second.
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| follow orders, even if | think they're
wrong.
Once someone questions my courage, |
\\ FLAWS //

"

CHARACTER BACKSTORY

ADDITIONAL NOTES /,




SPELLCASTING SPELL SAVE DC SPELL ATTACK
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