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Despair

|Short Bow (2h)| | +2 | |1d6 Piercing|
|Shield || +0 | [1d4 Bludg. |

Staff is Versatile (1 or 2h).
Short Bow range: 80/320
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@ Passive Perception (wisbom)

other proficiencies & lanGguages

Languages: S/R/W Dalish,
Westron.

Natural Trader: Persuasion.
Light Armour

Simple Weapons, Shield
Healer's Kit, Herbalism Kit

equipment

5 Fur-lined cloak & travel
gear, bedroll, backpack

boots, signet ring from
@ family, tent
Leather jerkin, shield

Staff, short bow & 20
. arrows.

Ink & parchment, & wax

Book,Healer & Herb Kits.

1 salve Reedmace (+2

Hit Die).

| Stanbard of Living Prosperous

ilures | don't believe that when | find
208 || T OO0 something it will live up to what | hoped.
attacks features, traIts, and VIRtues
Rame Atk Bonus  Damaae/Cs .
ke Lore of the Lost: when you first
[Staff || +0 | |1d6/1d8 Bludg.|

hear about a region/ruin, you
know a bit of lore and also
where to find out more.

Shield Fighting: if in melee with
a shield, can use bonus action
to attack with it (see attacks).
Hands of a Healer: 1d8 +3 Hit
Points if you touch a creature
OR if tending at least 10mins =
2d8+3, or spend Heal die to
cure disease, poison or
condition (Frightened,
Paralysed, Stunned or Uncon
Resets after a Short Rest.
News from Afar: the LM should
let you know at adventure start
of any events, and with a
Passive Int of any
rumours/information.

Tongues of many Peoples: you
can do basic messages in
many languages.
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YIIDDLE-EA QN4 22 57" 140lbs
AGE height weight
character name Blue Tanned Black
Eric of Lake Town cves skin hair
character Appearance allies and pAtROhS
Sanctuaries: Minas Mallor, symsol
Lake Town
Rame
characteRr BACKSTORY ANNITI0NAl featRes And tRAITS
Notes:

Your merchant father has
spent a lot on your education
so that you can join the city
council one day, but you
focused on myths and
legends, finally proving too
much for the patience of your
father and teachers, so you
have decided to be an
adventurer to find out these
myths and legends, and then
return to your father a hero.
So you travelled down to the
greatest city of all Minas
Mallor and its famous library,
and it was through your
father's contacts that you met
Arador of Galibur about a year
ago, and through him the
others.
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	Inspiration: Off
	Strength: 11
	Strength_: +0
	Dexterity: 14
	INT Save Prof: Yes
	CON Save Prof: Off
	DEX Save Prof: Off
	Dexterity_: +2
	STR Save Prof: Off
	CHA Save Prof: Off
	COR Save Prof: Yes
	WIS Save Prof: Yes
	Constitution_: +0
	Acrobatics Prof: Off
	s1: Off
	s2: Off
	s3: Off
	Animal Handling Prof: Off
	f1: Off
	f2: Off
	f3: Off
	Athletics Prof: Off
	Intelligence_: +3
	Wisdom_: +3
	Charisma_: +1
	Shadow: 0
	Shadow_: 
	Constitution: 10
	Intelligence: 16
	Deception Prof: Off
	History Prof: Yes
	Wisdom: 16
	Insight Prof: Off
	Intimidation Prof: Off
	Lore Prof: Yes
	Medicine: Yes
	Nature Prof: Off
	Perception Prof: Off
	Performance Prof: Off
	Persuasion Prof: Yes
	Riddle Prof: Yes
	Shadow-lore Prof: Off
	Sleight of Hand prof: Off
	Stealth Prof: Off
	Survival Prof: Off
	Traditions Prof: Off
	Name: Staff
	DamageType: 1d6/1d8 Bludg.
	Investigation Prof: Yes
	undefined: Short Bow (2h)
	undefined_3: 1d6 Piercing
	Charisma: 12
	undefined_4: Shield
	undefined_6: 1d4 Bludg. 
	Proficiency Bonus: +2
	STR Save: +0
	DEX Save: +2
	CON Save: +0
	INT Save: +5
	WIS Save: +5
	COR Save: +5
	CHA Save: +1
	Acrobatics: +2
	Animal Handling: +3
	Passive Perception wisdom: 13
	Athletics: +0
	History: +5
	Deception: +3
	Insight: +3
	Intimidation: +1
	Investigation: +5
	Lore: +5
	Medicine_: +5
	Nature: +3
	Perception: +3
	Performance: +1
	Persuasion: +3
	Riddle: +5
	Shadow-lore: +3
	Sleight of Hand: +2
	Stealth: +2
	Survival: +3
	Taditions: +3
	Armour Class: 13/15
	Initiative: +1
	Speed: 30ft
	Class & Level: Scholar 1st
	Culture: Man of the Lake 
	Background: Seeker of the Lost 
	Shadow Weakness: Lure of Secrets
	Player Name: 
	Experience: 
	Current Hit Points: 8
	Hit Point Maximum: 8
	Miserable: 
	Temp Hit Points: 
	Hit Dice: d8
	Total: 1d8
	Standard of Living: Prosperous
	Gold: 
	Silver: 24
	Copper: 
	OTHeR pROfIcIeNcIeS  lANGuAGeS 1: Languages: S/R/W Dalish, Westron. 
Natural Trader: Persuasion. 
Light Armour
Simple Weapons, Shield
Healer's Kit, Herbalism Kit
 
 

	Character Name: Eric of Lake Town 
	Equipment1: Fur-lined cloak & travel gear, bedroll, backpack boots, signet ring from family, tent
Leather jerkin, shield
Staff, short bow & 20 arrows. 
Ink & parchment, & wax
Book,Healer & Herb Kits. 
 1 salve Reedmace (+2 Hit Die). 
	feATuReS TRAITS AND VIRTueS 1: Lore of the Lost: when you first hear about a region/ruin, you know a bit of lore and also where to find out more.
Shield Fighting: if in melee with a shield, can use bonus action to attack with it (see attacks). 
Hands of a Healer: 1d8 +3 Hit Points if you touch a creature OR if tending at least 10mins = 2d8+3, or spend Heal die to cure disease, poison or condition (Frightened, Paralysed, Stunned or Uncon
Resets after a Short Rest. 
News from Afar: the LM should let you know at adventure start of any events, and with a Passive Int of any rumours/information.
Tongues of many Peoples: you can do basic messages in many languages. 
 
 
  
 
 
	Atk Bonus: +0
	undefined_2: +2
	undefined_5: +0
	Attacks: Staff is Versatile (1 or 2h). 
Short Bow range: 80/320
	cHARAcTeR NAme_2: Eric of Lake Town 
	Age: 22
	HeIGHT: 5'7"
	WeIGHT: 140lbs
	Hair: Black 
	Skin: Tanned
	Eyes: Blue
	Allies1: Sanctuaries: Minas Mallor, Lake Town
	Allies2: 
	Name_2: 
	Backstory: Your merchant father has spent a lot on your education so that you can join the city council one day, but you focused on myths and legends, finally proving too much for the patience of your father and teachers, so you have decided to be an adventurer to find out these myths and legends, and then return to your father a hero.  So you travelled down to the greatest city of all Minas Mallor and its famous library, and it was through your father's contacts that you met  Arador of Galibur about a year ago, and through him the others. 
	ADDITIONAl feATuReS AND TRAITS: Notes: 
	AdditionalFeatures2: 
	TReASuRe: 
	Treasure2: 
	Speciality: Rhymes of Lore - you can often find clues in old songs. Skills: History, Lore, Performance. 
	Hope: By recovering the past I can make things better in the present (especially my family)
	Despair: I don't believe that when I find something it will live up to what I hoped. 
	Quality: Clever - you know you'll succeed because of how you've been able to follow clues. Skills: Deception, History, Insight, Lore, Riddle. 


