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	Untitled

	Hit Point Maximum: 13
	Faction Rank: 
	Ideals: Live and let Live. Meddling in the affairs of others only causes trouble.
	Personality Traits: I don't pay attention to the risks in a situation. Never tell me the odds.
 
I do the job, and then I get paid.
	Flaws: There's no room for caution in a life lived to the fullest!
	STR1: +3
	STR2: 17
	DEX1: +0
	DEX2: 10
	CON1: +3
	CON2: 16
	INT1: +1
	INT2: 13
	WIS1: +1
	WIS2: 12
	CHA1: -1
	CHA2: 8
	Proficiency Bonus: +2
	Features & Traits: Darkvision. Accustomed to life underground, you have superior vision in the dark and dim conditions. You can see in dim light within 60 feet of you as if it were bright light, and in darkness as if it were dim light. You can't discern color in darkness, only shades of grey.
 
Dwarven Resilience. You have advantage on saving throws against poison, and you have resistance against poison damage (see the Combat rules in the Player's Handbook).
 
Dwarven Combat Training. You have proficiency with the battleaxe, handaxe, light hammer, and warhammer.
 
Stonecunning. Whenever you make an Intelligence (History) check related to the origin of stonework, you are considered proficient in the History skill and add double your proficiency bonus to your check instead of your normal proficiency bonus.
 
Fighting Style. Two-Weapon Fighting. When you engage in two-weapon fighting, you can add your ability modifier to the damage of the second attack.
 
Second Wind. You have a limited well of stamina that you can draw on to protect yourself from harm. On your turn, you can use a bonus action to regain hit points equal to 1d10 + your fighter level. Once you use this feature, you must finish a short or long rest before you can use it again.
	SavDexProf: Off
	SavConProf: Yes
	SavIntProf: Off
	SavWisProf: Off
	SavChaProf: Off
	SavDexVal: +0
	SavConVal: +5
	SavIntVal: +1
	SavWisVal: +1
	SavChaVal: -1
	SavStrVal: 5
	SklAcrVal: +2
	SklAniProf: Off
	SklAniVal: +1
	SklArcProf: Off
	SklArcVal: +1
	SklAthProf: Off
	SklAthVal: +3
	SklDecProf: Off
	SklDecVal: -1
	SklHisProf: Off
	SklHisVal: +1
	SklInsProf: Yes
	SklInsVal: +3
	SklIntProf: Off
	SklIntVal: -1
	SklInvProf: Off
	SklInvVal: +1
	SklMedProf: Off
	SklMedVal: +1
	SklNatProf: Off
	SklNatVal: +1
	SklPercProf: Yes
	SklPercVal: +3
	SklPerfProf: Off
	SklPerfVal: -1
	SklPersProf: Off
	SklPersVal: -1
	SklRelProf: Off
	SklRelVal: +1
	SklSleProf: Off
	SklSleVal: +0
	SklSteProf: Yes
	SklSteVal: +2
	SklSurProf: Off
	SklSurVal: +1
	Other Proficiencies & Languages: All armor & shields, simple & martial weapons, Brewer's Supplies, Thieves Tools, Three-Dragon Ante
 
 
Languages: Common, Elvish, Dwarvish
	Inspiration: 
	Armor Class: 11
	Initiative: +3
	Speed: 30
	Current Hit Points: 
	Temporary Hit Points: 
	Total Hit Dice: 1
	Hit Dice: 1d10
	SavStrProf: Yes
	DeathSaveSuccess1: Off
	DeathSaveSuccess2: Off
	DeathSaveSuccess3: Off
	DeathSaveFailure1: Off
	DeathSaveFailure2: Off
	DeathSaveFailure3: Off
	Attack1Name: Scimitar
	Attack1DmgType: 1d6+3 Slashing
	Attack1Bonus: +5
	Attack2Bonus: +5
	Attack2DmgType: 1d4+3 Piercing
	Attack2Name: Dagger*
	Attack3Bonus: 
	Attack3Name: 
	Attack3DmgType: 
	Attacks & Spellcasting: *You can throw a dagger 20 feet, or 60 feet with disadvantage on the attack roll.
 
	PassWis: 13
	CP: 
	SP: 
	EP: 5
	GP: 23
	PP: 
	Bonds: One of my contracts made enemies of a large Baldur's Gate crime syndicate; they want me dead.
	Alignment: [True Neutral]
	Player Name: 
	Experience Points: 
	DCI Number: 
	Character Name: 
	Age: 
	Height: 
	Weight: 
	Eyes: Blue-grey
	Skin: Pale with a faint hue of icy blue
	Hair: Jet black
	Character Appearance: 
	Character Backstory: Reckless. People have been calling you that as long as you can remember. First your parents, then your friends, and now even your clients. They also call you lucky, though you've always known it's mostly because they just can't admit that you're really that good.
   You grew up in one of the many poorer districts of Baldur's Gate, and you've always been aware of, sometimes a part of, the criminal underworld. Never in it for the money, you simply found the thrill and excitement addicting. As your reputation for audacity increased, so too did the attention from both sides of the law. The wrong side got to you first.
   For several years, you were forced to ply your skills for a local gang, until one day you crossed paths with a bounty hunter seeking your gang's leader. Seizing the opportunity, you cut a deal for a share of the payment and helped the bounty hunter catch his quarry.
   Seeing your raw talent, this bounty hunter offered to show you the ropes and put you in contact with the right people get you started as one yourself.
   Ever since, you've made quite a career for yourself as one of the more daring and prolific bounty hunters of Baldur's Gate, priding yourself on never losing a quarry once you've taken the contract.
   Eventually, inevitably, your reputation for success led the local constabulary to start hiring your services for their more difficult arrests. Never caring about the moral side of things overmuch, you treated these contracts like any other, and delivered as promised. One such contract, a slippery local thief, turned out to be a prominent member of the Thieves Guild.
   After escaping three assassination attempts, you decided that maybe it was time to be somewhere else for a while.
	Allies & Organizations 1: 
	Allies & Organizations 2: Created by Jeff Wike, with additional modifications by the D&D Adventurers League administrators.
	Faction: [Lords’ Alliance]
	Additional Features & Traits 1: Urban Bounty Hunter Feature,
Ear to the Ground
 
You are in frequent contact with people in the segment of society that your chosen quarries move through. These people might be associated with the criminal underworld, the rough-and-tumble folk of the streets, or members of high society. This connection comes in the form of a contact in any city you visit, a person who provides information about the people and places of the local area.
	Additional Features & Traits 2: 
	Total Non-Consumable Magic Items: 
	Treasure 1: 
	Treasure 2: 
	Cantrips 1: 
	Cantrips 2: 
	Cantrips 3: 
	Cantrips 4: 
	Cantrips 5: 
	Cantrips 6: 
	Cantrips 7: 
	Cantrips 8: 
	Level 1 - 3: 
	Level 1 - 4: 
	Level 1 - 5: 
	Level 1 - 6: 
	Level 1 - 7: 
	Level 1 - 8: 
	Level 1 - 9: 
	Level 1 - 10: 
	Level 1 - 11: 
	Level 2 - 1: 
	Level 2 - 2: 
	Level 2 - 3: 
	Level 2 - 4: 
	Level 2 - 5: 
	Level 2 - 6: 
	Level 2 - 7: 
	Level 2 - 8: 
	Level 2 - 9: 
	Level 2 - 10: 
	Level 2 - 11: 
	Level 2 - 13: 
	Level 3 - 1: 
	Level 3 - 3: 
	Level 3 - 4: 
	Level 3 - 5: 
	Level 3 - 6: 
	Level 3 - 7: 
	Level 3 - 8: 
	Level 3 - 9: 
	Level 3 - 10: 
	Level 3 - 11: 
	Level 3 - 12: 
	Level 3 - 13: 
	Level 4 - 1: 
	Level 3 - 2: 
	Level 4 - 2: 
	Level 4 - 3: 
	Level 4 - 4: 
	Level 4 - 5: 
	Level 4 - 6: 
	Level 4 - 7: 
	Level 4 - 8: 
	Level 4 - 9: 
	Level 4 - 10: 
	Level 4 - 11: 
	Level 4 - 12: 
	Level 4 - 13: 
	Level 5 - 1: 
	Level 5 - 2: 
	Level 5 - 3: 
	Level 5 - 4: 
	Level 5 - 5: 
	Level 5 - 6: 
	Level 5 - 7: 
	Level 5 - 8: 
	Level 5 - 9: 
	Level 6 - 1: 
	Level 6 - 2: 
	Level 6 - 3: 
	Level 6 - 4: 
	Level 6 - 5: 
	Level 6 - 6: 
	Level 6 - 7: 
	Level 6 - 8: 
	Level 6 - 9: 
	Level 7 - 1: 
	Level 7 - 3: 
	Level 7 - 4: 
	Level 7 - 5: 
	Level 7 - 6: 
	Level 7 - 7: 
	Level 7 - 8: 
	Level 7 - 9: 
	Level 8 - 1: 
	Level 7 - 2: 
	Level 8 - 2: 
	Level 8 - 3: 
	Level 8 - 4: 
	Level 8 - 5: 
	Level 8 - 6: 
	Level 8 - 7: 
	Level 9 - 1: 
	Level 9 - 2: 
	Level 9 - 3: 
	Level 9 - 4: 
	Level 9 - 5: 
	Level 9 - 6: 
	Level 9 - 7: 
	Spellcasting Ability: 
	Spell Save DC: 
	Spell Attack Bonus: 
	SklAcrProf: Yes
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	Level 5 - �Prepared 1: Off
	Level 5 - �Prepared 2: Off
	Level 4 - �Prepared 4: Off
	Level 4 - �Prepared 3: Off
	Level 5 - �Prepared 3: Off
	Level 5 - �Prepared 4: Off
	Level 5 - �Prepared 5: Off
	Level 5 - �Prepared 6: Off
	Level 5 - �Prepared 7: Off
	Level 5 - �Prepared 8: Off
	Level 5 - �Prepared 9: Off
	Level 3 - �Prepared 1: Off
	Level 3 - �Prepared 2: Off
	Level 3 - �Prepared 3: Off
	Level 3 - �Prepared 4: Off
	Level 3 - �Prepared 5: Off
	Level 3 - �Prepared 6: Off
	Level 3 - �Prepared 7: Off
	Level 3 - �Prepared 8: Off
	Level 3 - �Prepared 9: Off
	Level 6 - �Prepared 1: Off
	Level 6 - �Prepared 2: Off
	Level 6 - �Prepared 3: Off
	Level 6 - �Prepared 4: Off
	Level 6 - �Prepared 5: Off
	Level 6 - �Prepared 6: Off
	Level 6 - �Prepared 7: Off
	Level 6 - �Prepared 8: Off
	Level 6 - �Prepared 9: Off
	Level 7 - �Prepared 8: Off
	Level 7 - �Prepared 9: Off
	Level 7 - �Prepared 1: Off
	Level 7 - �Prepared 2: Off
	Level 7 - �Prepared 3: Off
	Level 7 - �Prepared 4: Off
	Level 7 - �Prepared 5: Off
	Level 7 - �Prepared 6: Off
	Level 7 - �Prepared 7: Off
	Level 8 - �Prepared 1: Off
	Level 8 - �Prepared 2: Off
	Level 8 - �Prepared 3: Off
	Level 8 - �Prepared 4: Off
	Level 8 - �Prepared 5: Off
	Level 8 - �Prepared 6: Off
	Level 8 - �Prepared 7: Off
	Level 9 - �Prepared 1: Off
	Level 9 - �Prepared 2: Off
	Level 9 - �Prepared 3: Off
	Level 9 - �Prepared 4: Off
	Level 9 - �Prepared 5: Off
	Level 9 - �Prepared 6: Off
	Level 9 - �Prepared 7: Off
	Slots Expended 1: 
	Slots Total 1: 
	Slots Total 2: 
	Slots Expended 2: 
	Slots Total 3: 
	Slots Expended 3: 
	Slots Total 4: 
	Slots Expended 4: 
	Slots Total 5: 
	Slots Expended 5: 
	Slots Total 6: 
	Slots Expended 6: 
	Slots Total 7: 
	Slots Expended 7: 
	Slots Total 8: 
	Slots Expended 8: 
	Slots Total 9: 
	Slots Expended 9: 
	Level 2 - 12: 
	Level 1 - �Prepared 12: Off
	Level 1 - 12: 
	Level 1 - �Prepared 13: Off
	Level 1 - 13: 
	Class & Level: [Fighter 1]
	Race: [Dwarf, Mountain]
	Background: [Urban Bounty Hunter]
	Spellcasting Class: []
	Equipment: leather armor, 2 scimitars, 5 daggers, Explorer's Pack (a backpack, a bedroll, a mess kit, a tinderbox, 10 torches, 10 days of rations, a waterskin, and 50 feet of hempen rope), set of fine clothes, thieves tools
 
 
 
Trinket: A needle that never bends.
	Character Portrait: 
	Portrait Button: 
	Text Button: 
	Text1: 
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