DUNGEONS & DRAGONS®

Soldier

H CLASS & LEVEL BACKGROUND PLAYER NAME
Rowan Ashveill
Human
CHARACTER NAME RACE ALIGNMENT EXPERIENCE POINTS
—— —
INSPIRATION j \ 7 N
[ STRENGTH P— | stand between danger and
18 +1 30 ft the people | protect.
N
16 ARMOR
PROFICIENCY BONUS CLASS INITIATIVE SPEED )
7 PERSONALITY TRAITS
/ N
/ N [ 12 N S >
5
V}_\'DEXTERITY (® 15 Strength \ No one gets left behind.
O _+1_ Dexterity 1 2
12 ® +4 Constitution
O +0 Intelligence | CURRENT HIT POINTS Y s IDEALS ]
[~ "]
O +1 Wisdom [~ . ~]
—_— The Wardkeepers' Guild gave
QO +0 Charisma me purpose. | will protect
(_\ it.
CONSTITUTION k SAVING THROWS )
N 7 N TEMPORARY HIT POINTS /) BONDS
L~ —~J
\\ f 1410 N (1 \ e ]
+1_ Acrobatics successes O=O=0 I follow orders, even when |
should question them.
+1 Animal Handling 1 d1 O FAlLURESO:OO
—\ O _#0 Arcana \ HIT DICE A\ DEATH SAVES / N\ FLAWS Y
INTELLIGENCE ® +5 Athletics
10 O _+0  Deception 7 N ¢/ <
O _+0_ History i SIGNATURE MOVE: Protection
Longsword +5 1d8+3 slashing When a creature attacks a
° O _+1_ Insight teammate within 5 ft, use your
L f reaction to impose
2
® +2  Intimidation Handaxe +5 1d6+3 slashing disadvantage on the attack.
[ wisbom O _+0  Investigation
8 Fighting Style: Protection
1 3 O +1  Medicine Second Wind (1/rest): Bonus
O +0 Nature Protection: When a creature action, regain 1d10+1 HP
attacks an ally within 5 ft, use .
@© _+3  Perception reaction to impose disadvantage SECURITY CONNECTION:
on the attack roll. Rowan is the firewall -- the
O +0 Performance first line of defense that
. blocks threats.
(_\ O +0  Persuasion
CHARISMA
O _+0  Religion
10 O _#1 Sleight of Hand
O +1 Stealth
O _#1_ Survival & <
\k SKILLS ), A ATTACKS & SPELLCASTING .
- \
1 3 PASSIVE WISDOM (PERCEPTION) j Chain mail, Shield

Explorer's pack

TOOLS: None

ARMOR: All armor, Shields
WEAPONS: Simple, Martial
LANGUAGES: Common

OTHER PROFICIENCIES & LANGUAGES

EQUIPMENT

Longsword, 3 Handaxes

FEATURES & TRAITS
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DUNGEONS & DRAGONS®

STRENGTH

DEXTERITY
16

O

CONSTITUTION

INTELLIGENCE
14

{2

WISDOM
12

o

CHARISMA
13

Sage

PASSIVE WISDOM (PERCEPTION)

£
(el

Shortsword

ARMOR: Light armor
WEAPONS: Simple, Hand
crossbow, Longsword, Rapier,

TOOLS: Thieves' tools
LANGUAGES: Common, Elvish

) OTHER PROFICIENCIES & LANGUAGES

Leather armor
Shortsword, Shortbow
20 arrows, Dagger
Thieves' tools
Burglar's pack

EQUIPMENT

FEATURES & TRAITS

H H CLASS & LEVEL BACKGROUND PLAYER NAME
Sage Whisperwick
Half-Elf
CHARACTER NAME RACE ALIGNMENT EXPERIENCE POINTS
————— —
| INSPIRATION j \ 7 N
Every lock tells a story. |
- 14 +3 30 ft just know how to listen.
ARMOR
PROFICIENCY BONUS CLASS INITIATIVE SPEED )
7 Ve 5 < | PERSONALITY TRAITS ]
/ \\
[N ~~"1
o) ——
(O 2 Strengt The truth is worth any risk
® _+5 Dexterity 9 to uncover.
O +1  Constitution
. CURRENT HIT POINTS IDEALS
® _+4  Intelligence P o~ P oy
[~ "]
O _+1_ Wisdom o - ]
— I will find out who is
O +1 Charisma behind this breach.
k SAVING THROWS )
N 7 N TEMPORARY HIT POINTS /) BONDS
L~ ]
’( \\ / 1d8 \ 7 \ [~ ~]
O _+3  Acrobatics successes O=O=0 I sometimes get so focused
p . ) on clues | forget about
@) Animal Handling 1d8 raiures Q=00 danger.
O +2 Arcana
- HIT DICE DEATH SAVES FLAWS
\ 7 \ /
O +0  Athletics N £
O _+1_ Deception 7 N 7 <
O _*2 Histor SIGNATURE MOVE: Sneak Attack
i y L
Shortswor +5 1d6+3 piercing +1d6 damage 1/turn when you
®© _+3 Insight have advantage or an ally is
O _#1_ Intimidation Shortbow +5 1d6+3 piercing within 5 ft of target.
® _+4_ Investigation o Expertise: Investigation,
Dagger +5 1d4+3 piercing Perception (double prof bonus)
O +1  Medicine Thieves' Cant
O + Nature Sneak Attack (1/turn): +1d6 Darkvision 60 ft
damage when you have advantage .
@® _*3_ Perception OR an ally is within 5 ft of SECURITY CONNECTION:
target Sage is the forensic analyst
O _+1_ Performance ' -- tracing the attack chain
| . and reconstructing what
O +1  Persuasion happened.
O _+2  Religion
® _+5 Sleight of Hand
® +5 Stealth
O +1  Survival < 7
\k SKILLS A ATTACKS & SPELLCASTING .




AGE HEIGHT WEIGHT
CHARACTER NAME EYES SKIN HAIR
E—
L \

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS
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-

CHARACTER BACKSTORY

ADDITIONAL FEATURES & TRAITS

TREASURE
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DUNGEONS & DRAGONS®

e — —
Outlander
Briar Thornfleld CLASS & LEVEL BACKGROUND PLAYER NAME
Dwarf
CHARACTER NAME RACE ALIGNMENT EXPERIENCE POINTS
—— —
INSPIRATION j \ 7 N
I STRENGTH | patrol the perimeter.
15 +3 25 ft Nothing gets past me twice.
N
12 ARMOR
PROFICIENCY BONUS CLASS INITIATIVE SPEED )
7 PERSONALITY TRAITS
Y \
/ N [ 1 N S >
(@ +3  Strength \ .
[ DEXTERITY ] T My section, my
® _+5 Dexterity 11 responsibility.
1 6 O +2 Constitution
. CURRENT HIT POINTS IDEALS
O _+0_ Intelligence |~ e P ~
[~ "]
O +2 Wisdom B . : hd
— The Shieldwall's outer ring
O _-1_ Charisma is my charge. This breach is
'J_\ ersonal.
CONSTITUTION k SAVING THROWS ) P
N 7 N TEMPORARY HIT POINTS /) BONDS
L~ —~J
’( \\ f 1010 N [ \ s ]
O +3  Acrobatics successes O=O=0 | take failures of security
2 . ) personally, even when they
(@] Animal Handling 1d10 FAILURES O=O=O aren't my fault.
—\ O 9 Arcana \ HIT DICE ) \ DEATH SAVES / A\ FLAWS )
INTELLIGENCE O +1  Athletics
10 O -1 Deception 7 N ¢/ <
O _+0_ History o SIGNATURE MOVE: Favored Enemy
Longbow +5 1d8+3 piercing Choose the Shadowmaw at start
° O _+2_ Insight of Act 3. Advantage on checks
O -1 Intimidation Handaxe (x2) +3 1d6+1 slashing to track t, +2 damage-
I wisbom O _+0_ Investigation Natural Explorer
I Dwarven Resilience: Resistance
14 O +2  Medicine to pois_o_n
® +2 Nature Favored Enemy: Choose the Darkvision 60 ft
Shadowmaw at start of Act 3.
:@; @© _+4  Perception Advantage on tracking checks, +2 gE{ggj&ﬁggggEgﬂgN
O -1 Performance damage against . and intrusion detection --
. first to know something's
—— |o_v~
CHARISMA ersuasion wrong.
O _+0  Religion
8 O _+3  Sleight of Hand
® +5 Stealth
@ ® _+4  Survival & <
\k SKILLS ), A ATTACKS & SPELLCASTING .
-~ \
1 4 PASSIVE WISDOM (PERCEPTION) j Scale mail
Longbow, 20 arrows
2 Handaxes

ARMOR: Light, Medium, Shields
WEAPONS: Simple, Martial
LANGUAGES: Common, Dwarvish
Darkvision 60 ft
Poison resistance

OTHER PROFICIENCIES & LANGUAGES

Explorer's pack

EQUIPMENT

FEATURES & TRAITS




AGE HEIGHT WEIGHT
CHARACTER NAME EYES SKIN HAIR
E—
L \

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

-

-

CHARACTER BACKSTORY

ADDITIONAL FEATURES & TRAITS

TREASURE
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Wren Copperbrook

DUNGEONS & DRAGONS®

STRENGTH
8

DEXTERITY
14

L)

CONSTITUTION

INTELLIGENCE
12

'€

WISDOM
10

(+0)
TR

CHARISMA

16

CHARACTER NAME

\

)

INSPIRATION

-~
PROFICIENCY BONUS j
-~
A\
(O _-1 Strength \
® _+4 Dexterity
O _+1_ Constitution
O _+1_ Intelligence
O _+0 Wisdom
® _+5 Charisma
\k SAVING THROWS ),
N
_+2  Acrobatics \
+0  Animal Handling
O +1 Arcana
QO -1 Athletics
® +5  Deception
® _+3 History
® _+2 Insight
O +3 Intimidation
O _+1_ Investigation
O +0  Medicine
O +1 Nature
O _+0  Perception
® +5  Performance
® +5 Persuasion
O _+1_ Religion
O _+2 Sleight of Hand
O _+2 Stealth
O +0  Survival
\k SKILLS

Entertainer

CLASS & LEVEL BACKGROUND PLAYER NAME
Halfling
RACE ALIGNMENT EXPERIENCE POINTS
— ——
\ 7 N
The right words at the right
13 +2 25 ft time can open any door.
ARMOR
CLASS INITIATIVE SPEED )
Ve 5 < | PERSONALITY TRAITS oy
[N ~~"1
Everyone deserves to be
9 heard.
CURRENT HIT POINTS IDEALS
L~ ] L~ —~
" ~"1 — -
When Finn fell for the
phishing message, | felt
responsible.
A TEMPORARY HIT POINTS /) BONDS
L~~~ —~J
/ 1d8 \ / \ [ "]
successes O=O=0 I talk my way into
situations | can't talk my
1d8 raiures Q=00 way out of.
\ HIT DICE )\ DEATH SAVES / N\ FLAWS )
X o SIGNATURE MOVE: Bardic
Rapler +4 1d8+2 piercing Inspiration (3/day)
Say something encouraging --
i arai ally gets d6 to add to any
Dagger +4 1d4+2 piercing attack, check, or save.

SPELLS (CHA, DC 13, +5):
Vicious Mockery: 1d4 psychic,
target has disadv on next attack
Healing Word: Heal 1d4+3, 60 ft,
bonus action

Detect Magic: Sense magic 30 ft,
10 min

Bardic Inspiration (3/day): Give
ally a d6 for any roll.

ATTACKS & SPELLCASTING

PASSIVE WISDOM (PERCEPTION)

Leather armor
Rapier, Dagger
Musical instrument

©°
D

Shortsword

ARMOR: Light armor
WEAPONS: Simple, Hand
crossbow, Longsword, Rapier,

TOOLS: 3 musical instruments
LANGUAGES: Common, Halfling

OTHER PROFICIENCIES & LANGUAGES L

Entertainer's pack

EQUIPMENT

Spellcasting (CHA)
Lucky: Reroll natural 1s
Brave: Advantage vs. fear

SECURITY CONNECTION:
Wren is the security awareness
trainer -- protecting people
from social engineering.

FEATURES & TRAITS




AGE HEIGHT WEIGHT
CHARACTER NAME EYES SKIN HAIR
E—
L \

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

-

-

CHARACTER BACKSTORY

ADDITIONAL FEATURES & TRAITS

TREASURE
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DUNGEONS & DRAGONS®

Flint Ironstride

STRENGTH
16

DEXTERITY
13

'O

CONSTITUTION

INTELLIGENCE
8
WISDOM
12
CHARISMA

10

CHARACTER NAME

a———3
A\
INSPIRATION j
N
\—
PROFICIENCY BONUS j
Cl

7 N
(@ 5 Strength \

+
O _+1_ Dexterity
® _+4 Constitution
O -1 Intelligence
O _+1 Wisdom

O 0
\

SAVING THROWS )’

\\
+1  Acrobatics

Charisma

+1  Animal Handling

-1 Arcana

+5  Athletics
+0  Deception

-1 History

y
(o
©)
@)
®
©)
©)
O _+1_ Insight
® _+2  Intimidation
©)
©)
@)
®
©)
©)
@)
O
©)
O]

-1 Investigation

+1 Medicine

-1 Nature

+3  Perception
+0  Performance
+0  Persuasion

-1 Religion

+1_ Sleight of Hand
+1  Stealth

+3  Survival

\k SKILLS

Rage (2/day): Bonus action, 1
minute. +2 STR damage, resist
bludgeoning/piercing/slashing,
advantage on STR checks.

Unarmored Defense: AC = 10 + DEX
+ CON

ATTACKS & SPELLCASTING

PASSIVE WISDOM (PERCEPTION)

Greataxe
4 Javelins
Explorer's pack

-

ARMOR: Light, Medium, Shields
WEAPONS: Simple, Martial
LANGUAGES: Common, Giant
Stone's Endurance: Reduce
damage by 1d12 (1/rest)

OTHER PROFICIENCIES & LANGUAGES L

EQUIPMENT

bludg/pierce/slash, advantage
on STR checks.

Unarmored Defense: AC =
10+DEX+CON

Stone's Endurance: Reduce
damage by 1d12 (1/rest)

SECURITY CONNECTION:
Flint is the penetration
tester -- authorized to attack
systems to find weaknesses.

FEATURES & TRAITS

Soldier
CLASS & LEVEL BACKGROUND PLAYER NAME
Goliath
RACE ALIGNMENT EXPERIENCE POINTS
——
\ 7 N
Sometimes the best way to
14 +1 30 ft test a wall s to hit it
ARMOR
CLASS INITIATIVE SPEED )
PERSONALITY TRAITS
7/ N
7 14 N -~ —
[N ~~"1
If it can break, better |
14 break it first.
CURRENT HIT POINTS IDEALS
L~ ] L~ —~
" ~"1 — -
| understand Mira. Being
ignored when you see a
vulnerability is maddening.
A TEMPORARY HIT POINTS /) BONDS
L~~~ —~J
f 1d12 N [ \ [~ ~]
successes O=O=0 | solve most problems by
hitting them. Not always
1d12 raiures Q=00 appropriate.
\ HIT DICE )\ DEATH SAVES / N\ FLAWS )
. SIGNATURE MOVE: Rage (2/day)
Greataxe +5 1d12+3 slashing Bonus action. For 1 min: +2
damage on STR attacks,
Jave”n +5 1d6+3 piercing resistance to




AGE HEIGHT WEIGHT
CHARACTER NAME EYES SKIN HAIR
E—
L \

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

-

-

CHARACTER BACKSTORY

ADDITIONAL FEATURES & TRAITS

TREASURE
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-

DUNGEONS & DRAGONS®

e — —
Cleric 1 Acolyte
CLASS & LEVEL BACKGROUND PLAYER NAME
Ember Dawnforge e
Tiefling
CHARACTER NAME RACE ALIGNMENT EXPERIENCE POINTS
————— —
| INSPIRATION j \ 7 N
[ STRENGTH P— When systems fail, | bring
18 +1 30 ft them back online.
N
ARMOR
PROFICIENCY BONUS CLASS INITIATIVE SPEED )
7 PERSONALITY TRAITS
J N\
/ N [ 10 N S >
(O +0  Strength \
(_\'DEXTERITY — Every system needs a restore
O _+1_ Dexterity 1 O point.
12 O +2 Constitution
O +1 Intelligence | CURRENT HIT POINTS Y s IDEALS ]
[~ "]
® +5 Wisdom [~ . ~]
— The Shieldwall needs someone
® +2 Charisma who can repair as fast as
'J_\ the attacker destroys.
CONSTITUTION SAVING THROWS
N 7 N TEMPORARY HIT POINTS /) BONDS
L~ ]
’( \‘ Y o N . — ~~1
O _+1_ Acrobatics successes O=O=0 I focus on fixing things
. ) instead of stopping the one
O _+3  Animal Handling 1d8 raiures Q=00 breaking them.
—\ O _#1_ Arcana \ HIT DICE ) \ DEATH SAVES / A\ FLAWS )
INTELLIGENCE O +0  Athletics
13 O _+0  Deception 7 N 7 N
O _+1_ History . SIGNATURE MOVE: Preserve Life (2/day)
Mace +2 1d6 bludgeoning Action: Restore 5 HP total,
® _+5 Insight split among allies within 30 ft.
0 o L
O + Intimidation Lt. CrOSSbOW +3 1d8+1 piercing Spellcasting (WIS)
' wisbom O _+1_ Investigation Darkvision 60 ft
¢ Hellish Resistance: Fire
1 6 ® +5 Medicine resistance
. Sacred Flame does DOUBLE
O _#1 Nature SPELLS (WIS, DC 13, +5): DAMAGE vs Shadowmaw (radiant
:@; @®© _+5  Perception Sacred Flame: DEX save, 1d8 vulnerability!)
i |
O _+0_ Performance radiant (DOUBLE vs Shadowmaw!) SECURITY CONNECTION:
. : . Ember is backup and recovery
U cHARISMA ) O _#0_ Persuasion Eg:ﬂg%gxg;d' Heal 104+3, 60 f, -- restoring from known-good
® +3  Religion states when defenses fail.
10 . Shield of Faith: +2 AC to ally,
O _#1_ sleight of Hand 10 min, concentration
O +1 Stealth .
- Preserve Life (2/day): Restore 5
O _+3  Survival < HP split among allies in 30 ft. 7
L SKILLS A ATTACKS & SPELLCASTING .

PASSIVE WISDOM (PERCEPTION)

resistance

ARMOR: Light, Medium, Shields
WEAPONS: Simple
LANGUAGES: Common, Infernal
Darkvision 60 ft

Hellish Resistance: Fire

OTHER PROFICIENCIES & LANGUAGES

Chain mail
Shield
Mace
Light Crossbow, 20 bolts
Holy symbol
Priest's pack

EQUIPMENT

FEATURES & TRAITS




AGE HEIGHT WEIGHT
CHARACTER NAME EYES SKIN HAIR
E—
L \

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

-

-

CHARACTER BACKSTORY

ADDITIONAL FEATURES & TRAITS

TREASURE
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DUNGEONS & DRAGONS®

OQuill Niahthollow

STRENGTH

8

DEXTERITY

14
CONSTITUTION

12

INTELLIGENCE

16
)

WISDOM

=
w

1

CHARISMA

=
o

CHARACTER NAME

o
INSPIRATION

P

-~

PROFICIENCY BONUS

-~
A\
(O -1 Strength \
O +2  Dexterity
O +1 Constitution
©® +5  Intelligence
©® +3 Wisdom
O +0 Charisma
\k SAVING THROWS ),

Acrobatics

Animal Handling

Arcana

Athletics

Deception
History
Insight
Intimidation
Investigation
Medicine
Nature
Perception
Performance
Persuasion
Religion

Sleight of Hand

Stealth

Survival

SKILLS

3

—

PASSIVE WISDOM (PERCEPTION)

H 6

) OTHER PROFICIENCIES & LANGUAGES

Wizard 1 Sage
CLASS & LEVEL BACKGROUND PLAYER NAME
Gnome
RACE ALIGNMENT EXPERIENCE POINTS
———
\ 7 N
ARMOR I 2 2 5
CLASS INITIATIVE SPEED )
// \\ PERSONALITY TRAITS
L~ N
7 ~— ~
CURRENT HIT POINTS IDEALS
L~ ] L~ ]
~— ~"1 — -~
A\ TEMPORARY HIT POINTS Y BONDS
L~ —~
/ \ / \ [ "]
1d6 successes O=O=0
1 d 6 raiures Q=00
\ HIT DICE A\ DEATH SAVES / A\ FLAWS )
7'\ ~N N
Daaaer +4  1d4+2 pier
Lt. Crossbc +4  1d8+2 pier
A ATTACKS §& SPELLCASTING /)
\
EQUIPMENT (L FEATURES & TRAITS J
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TREASURE
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DUNGEONS & DRAGONS®

— —
Paladin 1 Soldier
Theron Oakheart CLASS & LEVEL BACKGROUND PLAYER NAME
Draaonborn
CHARACTER NAME RACE ALIGNMENT EXPERIENCE POINTS
—
INSPIRATION \ 7 N
1 6 ARMOR
PROFICIENCY BONUS CLASS INITIATIVE SPEED )
PERSONALITY TRAITS
Y. N 11 ~— ~"1
— O +3  Strength
DEXTERITY O +0_ Dexterity 1 1
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