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Fighter 1 Rattyschof
1 CLASS & LEVEL PLAYER NAME
Rattyschof's Character
Human Far Traveler (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
————— ———
o N
© _+5  Strength \ /7
ARMOR Max HP Current HP Temp HP
[ STRENGTH \ O _+2_ Dexterity

_+4  Constitution +2 15 12 -

+1_ Intelligence

10 Wisdom INITIATIVE cLass HIT POINTS

+0  Charisma

/ / /
1d10 successes O=O=0O
DEXTERITY raiLures O=O=0
+ 2 \ DEFENSES \ HIT DICE \ DEATH SAVES
@ K SAVING THROW'S ) Y
INSPIRATION
N 7 j === ARMOR ===
y \ =N Heavy Armor, Light Armor, Medium Armor,
[CONSTITUTION] O +2 Acrobatics DEX \ N Shields
‘ O _*0_ Animal Handling wis PROFICIENCY BONUS j === WEAPONS ===
O +1 Arcana INT ~ Martial Weapons, Simple Weapons
O +3  Athletics STR = —r === LANGUAGES ===
O _+0_ Deception CHA ABILITY SAVE DC | Common, Sylvan
_g— _gu—
N —— O _+1  History INT o
INTELLIGENCE .
® _+2  Insight wis (/ \
30 ft. (Walkin
+ 1 O +0 Intimidation CHA ( 9)
O _+1  Investigation INT
’@ O +0 Medicine wis \ SPEED /
O +1 Nature INT ) PROFICIENCIES & LANGUAGES
I wispom ® _+2  Perception WIS ,
QO _+0  Performance CHA === ACTIONS ===
+ O _ Standard Actions
O _*0_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge,
L Help, Hide, Ready, Search, Use an Object,
1 ) .
Q O L Religion INT Opportunity Attack, Grapple, Shove, Improvise,
> 3 O _*2_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object
QO _+2  Stealth DEX === BONUS ACTIONS ===
f CHARISMA ) O 40 Survival wis Se%)nd Wind ¢ 1 / Short Rest )
nce per short rest, you can use a bonus action to
+O (@) regain 1d10 + 1 HP.
o__.
S
L SKILLS )/ \ ACTIONS
7
12 PASSIVE WISDOM (PERCEPTION) Quarterstaff +5 1d6+3 Bludgeoning  Simple, Versatile
Unarmed Strike +5 4 Bludgeoning
12 PASSIVE WISDOM (INSIGHT)
11 PASSIVE INTELLIGENCE (INVESTIGATION)

SENSES 3 \ 'WEAPON ATTACKS & CANTRIPS
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Fighter 1 Rattyschof
] CLASS & LEVEL PLAYER NAME
Rattyschof's Character
Human Far Traveler (Milestone)
CHARACTER NAME 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.
* 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
=== HUMAN RACIAL TRAITS ===
* Ability Score Increase * BR 31
* Languages ¢ BR 31
You can speak, read, and write Common and one
extra language.
FEATURES & TRAITS
Shield 1 6 Ib.
Leather 1 10 Ib.
Quarterstaff 1 4 1b.
Backpack 1 5 lb.
Clothes, Traveler's 1 4 1b.
Wooden Staff 1 4 1b.
Bedroll 1 7 Ib.
Mess Kit 1 1lb.
Rations (1 day) 10 20 Ib.
Rope, Hempen (50 feet) 1 10 Ib.
WEIGHT CARRIED
87 b Tinderbox 1 11b.
ENCUMBERED Torch 10 10 Ib.
240 Ib. Waterskin 1 51b.

PUSH/DRAG/LIFT

480 Ib.

EQUIPMENT
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Medium
GENDER AGE SIZE HEIGHT WEIGHT
ALIGNMENT FAITH SKIN EYES HAIR
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PERSONALITY TRAITS
L~ 1
[ ~"1]
IDEALS
L~ —~
[ ~"1]
BONDS
L~ —~
[N "]
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N FLAWS Y
1 ‘f )\ /
/, \
CHARACTER BACKSTORY ADDITIONAL NOTES
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