


	Character Name:  Mr. Awesome
	Player:  Joe Blow

	Race:  Elf
	Subrace:  High Elf
	Size:  M
	Age:   750
	Sex:   M
	Handedness:   R
	Ht:   5’6”
	Wt:  120#

	Class 1:  Fighter
	Sub-Type:  Archery / Champion
	Level:     6
	Character Level
18
	Proficiency Bonus
+6
	Experience Points
300,000

	Class 2:  Wizard
	Sub-Type:  Necromancy
	Level:     6
	
	
	

	Class 3:  Rogue
	Sub-Type:  Assassin
	Level:     6
	
	
	

	Alignment:  Neutral
	Deity:   Fred the Deity
	Inspiration(optional):     Yes

	Background:  Criminal / Enforcer
	Variant(optional):     Spy
	Feature:  Criminal Contact (Jackie the Fence)

	Personality Trait 1:  I am always calm

	Personality Trait 2: I am incredibly slow to trust

	Ideal:  I am loyal to friends, not ideals

	Bond:  I’m trying to pay off an old debt to a generous benefactor

	Flaw:  I have a “tell” that reveals when I’m lying



	Ability
(Original roll)
	Race
	Subrace
	Class #1
	Class #2
	Class #3
	Other
	Total
	Ability Modifier
	Save Prof?
	Casting Ability?
	Skills commonly (but not always) associated with each ability.  
Check box if proficient.

	
	
	
	Level 4
	Level 6*
	Level 8
	Level 10*
	Level 12
	Level 14*
	Level 16
	Level 19
	Level 4
	Level 6*
	Level 8
	Level 10*
	Level 12
	Level 14*
	Level 16
	Level 19
	Level 4
	Level 6*
	Level 8
	Level 10*
	Level 12
	Level 14*
	Level 16
	Level 19
	
	
	
	
	
	
	
	

	STR    14
	
	
	2
	2
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	18
	+4
	✓
	
	Athletics

	DEX    11
	+2
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	2
	
	
	
	
	
	
	
	
	
	
	15
	+2
	
	
	Acrobatics  Sleight of Hand  Stealth

	CON   11
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	11
	0
	✓
	
	

	INT     13
	
	+1
	
	
	
	
	
	
	
	
	2
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	16
	+3
	
	✓
	Arcana History Investigation Nature Religion Spellcasting

	WIS       8
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	8
	-1
	
	
	Animal Handling  Insight  Medicine  Perception  Survival  Spellcasting

	CHA      6
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	6
	-2
	
	
	DeceptionIntimidation  Performance  Persuasion  Spellcasting


*Certain classes only
[bookmark: _GoBack]
	Proficiency
	Race
	Sub-Race
	Background
	Class 1
	SubClass 1
	Class 2
	SubClass 2
	Class 3
	SubClass 3

	Armor
	
	
	
	All armor,
All shields
	
	*
	*
	*Light Armor
	*

	Weapons
	
	L/S Sword,
L/S Bow
	
	Simple, Martial
	
	*
	*
	*
	*

	Tools
	
	
	Gaming(Dice),
Thieves Tools
	
	
	*
	*
	* Thieves Tools
	* Disguise Kit, Poisoner’s Kit

	Saving Throws 
( above)
	
	
	
	Con, Str
	
	*
	*
	*
	*

	Skills 
( above)
	Perception
	
	Deception, Stealth
	Acrobatics, Athletics
	
	* Spellcasting (Int)
	*
	*Sleight of Hand
	*

	Languages
	Common, Elvish
	Dwarvish
	
	
	
	*
	*
	*Thieves Cant
	*


* Only some proficiencies are gained for classes beyond the 1st.  See p. 164.
Special Notes about Proficiencies:_________________________________________________________________________________________

	Speed
30’
	Movement modifiers
	Cause

	
	
	

	
	
	

	
	
	


	Vision modifiers
	Cause

	Darkvision
	Elf

	
	

	
	



Armor Worn
	Name
	Magic Properties
	Proficient?
	Light /
Medium /
Heavy
	Base Armor Class
	Min STR to avoid speed loss
	Stealth?
	Don & Doff Times
	Weight
	Final AC

	Chain Shirt
	Resistance to Acid
	Y
	M
	13+DAM
	N/A
	Yes
	5/1
	20#
	15

	
	
	
	
	
	
	
	
	
	


If not proficient:  (1) Disadvantage on all STR and DEX ability checks, saving throws and attack rolls and (2) can’t cast spells.

Weapons Carried
	Name
	Magic/Silver Properties
	Prof?**
	Simple /
Martial
	Melee* /
Ranged*
	Properties*
	Damage + Type
	Weight
	Ranges
	Ammo

	Long Sword of Life Stealing
	20:  +10Nec / I Gain 10
	Y
	M
	M
	Versatile (1d10)
	1d8 Slash
	3#
	N/A
	N/A

	Short Sword +3
	+3
	Y
	M
	M
	Finesse, Light
	1d6 Prcng
	2#
	N/A
	N/A

	Long Bow +2
	+2
	Y
	M
	R
	Ammo, Heavy, 2-Handed
	1d8 Prcng
	2#
	150/600
	20

	Short Bow +1
	+1
	Y
	S
	R
	Ammo, 2-Handed
	1d6 Prcng
	2#
	80/320
	20


*To-Hit:d20+Magic+AM+PB [AM:Melee/Not finesse= STR AM ; Melee/finesse = STR AM or DEX AM ; Ranged/not thrown = DEX AM ; Ranged/thrown = STR AM or DEX AM]
*Damage = Damage Die + Magic + Same AM used in attack roll.  Do NOT apply PB!
**If not proficient:  Do not add your proficiency bonus (PB) to attack rolls

HIT POINTS (Hit Dice Pool = 6d10   +      6d6      +6d8                                                                    )
	Healthy Total = 87
	Current Total = 87



Immunities, Resistances, Vulnerabilities, Action, Reactions, Bonus Actions, Miscellaneous
	Description
	Reason
	Description
	Reason

	Advantage on Saves vs. Charm
	Elf
	2 attacks / action
	Fighter 5

	Magic can’t put me to sleep
	Elf
	Gold/Time to copy Necromancy Spells is halved
	Necro 2

	Four hour trance = Long Rest
	Elf
	Kill w/ spell: I gain 2 x spell lvl in HP (3 x if necro spell)
	Necro 3

	Know 1 Wizard Cantrip
	High Elf
	Learn Anim. Dead/+1 corpse per cast/HP max up by wiz lvl/crt gets my prof bonus to its wpn rolls
	Necro 6

	Resistant to Acid Damage
	Armor
	Double Proficiency Bonus in Thieves Tools and Sleight of Hand
	Rogue 1

	+2 to all ranged attacks
	Archery
	+3d6 (finesse, ranged) if I have adv or target has an enemy within 5’ of it (& I don’t have disadv)
	Rogue 1

	1 BA/Turn=Heal 1d10 + Fighter Level
	Fighter 1
	1 BA/Turn (Dash, Disengage, Hide)
	Rogue 2

	2 actions / turn (once between rests)
	Fighter 2
	Adv vs anyone who hasn’t had a turn yet AND hit vs surprised = critical
	Assassin 3

	Critical hit on 19 or 20
	Champion 3
	Reaction: Halve damage done to me by an enemy I can see
	Rogue 5


	Platinum (pp)
10
	Gold (gp)
500
	Electrum (ep)
	Silver (sp)
	Copper (cp)

	1 pp = 10 gp = 20 ep = 100 sp = 1000 cp



GEMS AND JEWELRY CARRIED
	Description
	Value (gp)
	Description
	Value (gp)
	Description
	Value (gp)

	Emerald Necklace
	1000
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	



BASIC EQUIPMENT CARRIED
	Crowbar
	
	
	

	Dark clothes
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	



ANIMALS / MOUNTS
	
	
	
	







