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=== FIGHTER FEATURES ===
* Core Fighter Traits « free-rules 91

* Fighting Style « free-rules 91

You gain a Fighting Style feat of your choice, and
whenever you gain a Fighter level, you can replace the
feat you chose with a different Fighting Style feat.

* Second Wind « free-rules 91
As a Bonus Action, you can draw upon a limited well of
physical and mental stamina and regain 1d10+1 HP.

You can use this 2 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 2/Long Rest « 1 Bonus Action

* Weapon Mastery e free-rules 91

=== HUMAN SPECIES TRAITS ===

* Creature Type ¢ free-rules 194
You're a Humanoid.

* Size « free-rules 194
Your Size is Medium or Small, chosen when you select
this species.

* Speed ¢ free-rules 194
Your Speed is 30 ft.

* Resourceful « free-rules 194
You gain Heroic Inspiration whenever you finish a
Long Rest.

* Skillful « free-rules 193
You gain proficiency in one skill of your choice.

* Versatile « free-rules 194
You gain an Origin feat of your choice.

* Languages ° free-rules 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

=== FEATS ===

* Archery e free-rules 209
You gain a +2 bonus to attack rolls with Ranged
weapons.

* Lucky « PHB-2024 201

Luck Points. You have 2 Luck Points that you can
spend on the benefits below. You regain expended
Luck Points after a Long Rest.

Advantage. When you roll a d20 for a D20 Test, you
can spend 1 Luck Point to give yourself Advantage on
the roll.

Disadvantage. When a creature rolls a d20 for an
attack roll against you, you can spend 1 Luck Point to
impose Disadvantage on that roll.

| Luck Points: 2 / Long Rest * Special
* Weapon Mastery « PHB-2024 91

| Longbow (Slow) ¢
Slow. If you hit a creature with a Longbow and deal
damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Scimitar (Nick)
Nick. When you make the extra attack of the Light
property, you can make it as part of the Attack action
instead of as a Bonus Action. This extra attack can
only be made once per turn.

| Shortbow (Vex) ¢
Vex. If you hit a creature with a Shortbow and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Slow (Longbow): 1 Action

| Nick (Scimitar): 1 Action

| Vex (Shortbow): 1 Action
* Savage Attacker ¢ free-rules 201
Once per turn when you hit a target with a weapon,
you can roll the weapon’s damage dice twice and use
either roll against the target.
* Soldier Ability Score Improvements « PHB-2024 185

| Increase two scores (+2/ +1) ¢

FEATURES & TRAITS
Studded Leather 1 13 Ib. Rope 1 51b.
Spear 1 3lb. Tinderbox 1 1lb.
Shortbow 1 21b. Torch 10 10 Ib.
Scimitar 1 31b. Waterskin 1 51b.
Shortsword 1 2 1b. Caltrops 20 2 |b.
Longbow 1 21b. Crowbar 1 51b.
Backpack 1 51b.
Quiver 1 11b.
Quiver 1 11b.
WEIGHT CARRIED Arrows 20 11b.
91 Ib. Arrows 20 11b.
ENCUMBERED Healer's Kit 1 31b.
210 Ib. Traveler's Clothes 1 4 1b.
PUSH/DRAG/LIFT Oil 2 21b.
420 Ib. Rations 10 20 Ib.

EQUIPMENT
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GENDER AGE SIZE

Medium

5'8"
HEIGHT

—

164
WEIGHT

Neutral

ALIGNMENT FAITH

Tymora - Godde Olive Blue
SKIN EYES HAIR

Dirty Blonde
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INDEPENDENT — Conformity is more or less synonymous with mediocrity.
Creative and self-motivated, | strive to do things my way. | can imagine few
things more frustrating than allowing arbitrary rules or conventions to stand in
the way of my success.

DETERMINED - | am known for being ambitious and goal-oriented. | won't

rest until I've achieved my own definition of success — which usually entails
mastering the subjects and pursuits that matter to me.

PERSONALITY TRAITS
L~ ]
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THE CHESS GAME OF LIFE

Life is like a giant game of chess. Relying on strategy rather than chance,
| contemplate the strengths and weaknesses of each move before | make
it. And | never lose faith that, with enough ingenuity and insight, | can find

|~

away to win — no matter what challenges might arise along the way.

IDEALS
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I'll never forget the crushing defeat
my company suffered or the
enemies who dealt it.

BONDS

N

ALLIES & ORGANIZATIONS N

ARROGANT - | might be knowledgeable, but | am not infallible. My
self-assurance can blind me to useful input from other people — especially
anyone | deem to be intellectually inferior. | can also come across as
needlessly harsh or single-minded in trying to prove others wrong.

N
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In the grand tapestry of life, was born to defy the
shackles of conformity. Independence is my
guiding star, and | find little patience for arbitrary
rules or conventions that hinder my success.
Creative and self-motivated, | navigate the world
on my terms, setting my sights on goals that
demand ambition and determination.

Life, to me, is a chess game—a strategic
endeavor where each move is a calculated step
toward success. | contemplate the strengths and
weaknesses of every decision, never losing faith
that ingenuity and insight will pave the way to
victory, regardless of the challenges that emerge.

The bitter taste of defeat lingers in my memories,
a crushing blow dealt by orc enemies. | carry a
dagger, a memento from my best friend who fell in
that conflict, the weight of his loss forever etched
in my heart. He died in my arms, a stark reminder
of the price paid in the pursuit of glory.

My prowess in archery is unmatched, bordering on
the magical. As a sharpshooter, | make shots that
defy the laws of probability, my arrows finding their
mark with uncanny precision. It's a skill that sets
me apart, a testament to the hours spent honing
my craft.

Once an officer, | bear a military rank—a symbol
of authority and influence. Soldiers loyal to my
former organization recognize my standing,
deferring to my command if of lower rank. This
recognition grants me access to military
encampments and fortresses, where my rank
holds sway.

Arrogance is a shadow that lingers within me.
While knowledgeable, my self-assurance blinds
me to valuable input from others, especially those
| deem intellectually inferior. This arrogance can
manifest as harshness or single-minded
determination to prove others wrong. Yet, |
continue my journey, a lone archer in pursuit of

CHARACTER BACKSTORY

Tymora

Alignment: Chaotic Good

Alternate Names: Lady Luck, Our Smiling Lady
Category: None

Domains: Trickery

Pantheon: FaerGnian

Symbol: Face-up coin

Tymora is the bright-faced goddess of fortune, the
one to whom gamblers and game-players pray in
Faer(n. Our Smiling Lady is said to love none so
much as those who gamble with the utmost skill and
daring. Yet she is thought to watch over all who take
risks to better their fortunes.

The battle cry of the followers of Tymora is "Fortune
favors the bold." Someone might say words to
Tymora before any endeavor in which a little good
luck would help, but not when an incidence of bad
luck might occur. (On such occasions folk pray to
Beshaba to spare them from bad luck; praying to
both is thought to anger both goddesses.) One
common method of divining the future is to toss a
coin to a stranger (typically a beggar) and ask if it's
heads. If it is, the coin is left with the stranger as
payment for Tymora's favor. If it's not, the stranger
can choose to keep it (and the bad luck) or return it.

Those who favor Tymora - as distinct from folk who
invoke her name by mumbling over the dice - tend to
be daring sorts. Adventurers and gamblers make up
much of their ranks. They all have the belief that
what is good about their lives is the result of having
both good luck and the bravery to seek it out.
Tymora has worshipers among all sorts of folk: the
dashing young noble, the risk-taking merchant, the
daydreaming field hand, and the scheming
ne'er-do-well.

Priests of Tymora and temples devoted to Lady Luck
are scarce, since her faith tends not to stress a need
for intermediaries: "Let the lucky man and the
Smiling Lady suss it out," as the old saying goes.

ADDITIONAL NOTES

Shrines to Tymora at gambling parlors aren't
unusual, however, and sometimes such

establishments attract a priest and effectively
become temples.
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