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Nathan Kenway

CHARACTER NAME

Strength
Dexterity
Constitution
Intelligence
Wisdom

Charisma
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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

SKILLS
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Fighter 1 InspiringAuthor

CLASS & LEVEL PLAYER NAME
Variant Human Folk Hero (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
—————— ———
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ARMOR Max HP Current HP Temp HP |
+3 13 1 1 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
1d10 successes O=O=0O
FAILURES( H >=< >
QA DEFENSES \ HIT DICE \ DEATH SAVES /
|
INSPIRATION j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— e— === TOOQOLS ===
ABILITY SAVE DC | Alchemist's Supplies, Vehicles (Land)
=== LANGUAGES ===
7 N Common, Deep Speech
30 ft. (Walking)
A SPEED Y
i PROFICIENCIES & LANGUAGES

=== ACTIONS ===
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 ===
Second Wind ¢ 1/ Short Rest
Once per short rest, you can use a bonus action to

regain 1d10 + 1 HP.
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SENSES

PASSIVE WISDOM (PERCEPTION)

PASSIVE WISDOM (INSIGHT)

PASSIVE INTELLIGENCE (INVESTIGATION)
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Unarmed Strike +3 2 Bludgeoning

'WEAPON ATTACKS & CANTRIPS




EQUIPMENT
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Fighter 1 InspiringAuthor
CLASS & LEVEL PLAYER NAME
Nathan Kenway
Variant Human Folk Hero (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
———— —
7 N
=== FIGHTER FEATURES === You have advantage on attack rolls against a creature
you are grappling. You can use your action to try to pin
* Hit Points « PHB 71 a creature grappled by you by making another grapple
check. If you succeed, you and the creature are both
* Proficiencies « PHB 71 restrained until the grapple ends.
* Fighting Style « PHB 72 | Grappling Pin: 1 Action
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 + 1 HP.
| 1/ Short Rest » 1 Bonus Action
=== VARIANT HUMAN RACIAL TRAITS ===
* Languages ¢ BR 31
You can speak, read, and write Common and one
extra language.
* Ability Score Increase * BR 31
Two different ability scores of your choice increase by
1.
* Skills « BR 31
You gain proficiency in one skill of your choice.
* Feat* BR 31
You gain one feat of your choice.
=== FEATS ===
* Grappler » BR 167
FEATURES & TRAITS J
\
Shortsword 1 2 1b. Piton 10 251b.
Whip 1 31b. Rations (1 day) 5 10 Ib.
Blowgun 1 11b. Rope, Hempen (50 feet) 1 10 Ib.
Blowgun Needles 50 11b. Tinderbox 1 11b.
Alchemist's Fire (flask) 1 11b. Waterskin 1 51b.
Backpack 1 51b. String 10 --
Alchemist's Supplies 1 8 Ib.
Grenade, Smoke 1 21b.
Ball Bearings (bag of 1,000) 1,000 21b.
Bell 1 -
WEIGHT CARRIED
75.5 |b Candle 5 -
ENCUMBERED Crowbar 1 5 lb.
195 Ib. Hammer 1 31b.
PUSH/DRAG/LIFT Lantern, Hooded 1 2 lb.
390 Ib. Oil (flask) 2 2 1b.




GENDER AGE

ALIGNMENT FAITH

Medium

SIZE HEIGHT WEIGHT

SKIN EYES HAIR
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CHARACTER APPEARANCE

=== Allies ===
Former pirates and mercaneries.
=== Organizations ===

None

ALLIES & ORGANIZATIONS
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| judge people by their actions, not
their words.
I’'m confident in my own abilities
and do what | can to instill

PERSONALITY TRAITS
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Respect. People deserve to be treated with dignity and respect. (Good)
Freedom. Tyrants must not be allowed to oppress the people. (Chaotic)
Destiny. Nothing and no one can steer me away from my higher calling.
(Any)

Sincerity. There's no good in pretending to be something I'm not. (Neutral)
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| have a family, but | have no idea
where they are. One day, | hope to
see them again.
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| have trouble trusting in my
allies.

\\ FLAWS
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A former soldier who became disillusioned with the
Golden Empire and started his career as a pirate.

CHARACTER BACKSTORY

ADDITIONAL NOTES




SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
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