



	Untitled

	Back_Character Name: Trighilda Grimaxe
	Back_Distinguishing Marks: Military tattoos
	Back_Weight: 186
	Back_Height: 4'2
	Back_Scars: Claw marks on scalp
	Back_Eyes: Brown
	Back_Skin: Well-tanned
	Back_Hair: Auburn
	Back_Character Portrait: 
	Back_Personality Traits: When I set my mind to something, I follow through no matter what gets in my way.

	Back_Ideals: Freedom. Tyrants must not be allowed to oppress the people. (Chaotic)


	Back_Bonds: I protect those who cannot protect themselves.

	Back_Flaws: I have a weakness for the vices of the city, especially hard drink.

	Back_Background: Trighilda is veteran berserker who once served a large citadel before taking up adventuring, hoping to earn enough to begin her own mercenary company.

She is in Whitecap on her way home for the holidays.
	Back_Allies: 
	Back_Additional Features & Traits: Since you come from the ranks of the common folk, you fit in among them with ease. You can find a place to hide, rest, or recuperate among other commoners, unless you have shown yourself to be a danger to them. They will shield you from the law or anyone else searching for you, though they will not risk their lives for you.
	Back_Enemies: 
	Back_Amulet: 
	Back_Head: 
	Back_Cloak: 
	Back_Arms: 
	Back_Ring1: 
	Back_Ring2: 
	Back_Boots: Boots of Striding and Springing
	Back_Armour: 
	Back_Belt: 
	Attune_Amulet: Off
	Attune_Cloak: Off
	Attune_Armour: Off
	Attune_Arms: Off
	Attune_Ring1: Off
	Attune_Ring2: Off
	Attune_Belt: Off
	Back_CP: 
	Attune_Boots: Off
	Back_Item Name 01: Boots of Striding and Springing
	Back_Item Effect 01: Your walking speed becomes 30 feet and your speed isn't reduced if you are encumbered or wearing heavy armor. You can jump three times the normal distance, though you can't jump farther than your remaining movement would allow.
	Back_Item Effect 02: Use an action to regain 2d4 + 2 hit points.
	Back_Item Name 02: Potion of Healing
	Back_Item Effect 03: 
	Back_Item Name 03: 
	Back_Item Name 04: 
	Back_Item Effect 04: 
	Back_Item Name 05: 
	Back_Item Effect 05: 
	Attune_Item 01: Yes
	Attune_Item 02: Off
	Attune_Item 03: Off
	Attune_Item 04: Off
	Attune_Item 05: Off
	Back_Backpack: A set of stone mason's tools, a shovel, an iron pot, a set of common clothes.

A backpack, a bedroll, a mess kit, a tinderbox, 10 torches, 10 days of rations, and a waterskin. The pack also has 50 feet of hempen rope strapped to the side of it.
	Front_Character Name: 
	Back_Age: 74
	Front_Background: Folk Hero
	Front_Race: Mountaun Dwarf
	Front_Alignment: Chaotic Neutral
	Front_XP: 
	Front_Archetype: Berserker
	Front_Level: 6
	Front_Proficiency: 3
	Front_Inspiration: 
	Front_Passive Insight: 11
	Front_Str Mod: 19
	Front_Str Score: +4
	Front_Dex Mod: 10
	Front_Con Mod: 17
	Front_Dex Score: 0
	Front_Con Score: +3
	Front_Int Mod: 12
	Front_Int Score: +1
	Front_Wis Mod: 13
	Front_Cha Mod: 8
	Front_Cha Score: -1
	Front_Wis Score: +1
	Attune_Head: Off
	Front_Save Str: Yes
	Front_Proficiency Athletics: Yes
	Front_Expertise Athletics: Off
	Front_Str Save Throw: +7
	Front_Skill Athletics: +7
	Front_Dex Save Throw: 0
	Front_Save Dex: Yes
	Front_Skill Acrobatics: 0
	Front_Skill Stealth: 0
	Front_Skill Sleight of Hand: 0
	Front_Proficiency Acrobatics: Off
	Front_Expertise Acrobatics: Off
	Front_Proficiency Stealth: Off
	Front_Expertise Stealth: Off
	Front_Proficiency Sleight of Hand: Off
	Front_Expertise Sleight of Hand: Off
	Front_Con Save Throw: +6
	Front_Save Con: Yes
	Front_Save Int: Off
	Front_Int Save Throw: 
	Front_Skill Arcana: +1
	Front_Proficiency Arcana: Off
	Front_Expertise Arcana: Off
	Front_Skill History: +1
	Front_Proficiency History: Off
	Front_Expertise History: Off
	Front_Skill Investigation: +1
	Front_Proficiency Investigation: Off
	Front_Expertise Investigation: Off
	Front_Skill Nature: +4
	Front_Proficiency Nature: Yes
	Front_Expertise Nature: Off
	Front_Skill Religion: +1
	Front_Proficiency Religion: Off
	Front_Expertise Religion: Off
	Front_Save Wis: Off
	Front_Wis Save Throw: +1
	Front_Proficiency Animal Handling: Yes
	Front_Skill Animal Handling: +4
	Front_Skill Medicine: +1
	Front_Proficiency Medicine: Off
	Front_Expertise Medicine: Off
	Front_Skill Perception: +1
	Front_Skill Insight: +1
	Front_Proficiency Insight: Off
	Front_Expertise Insight: Off
	Front_Proficiency Perception: Off
	Front_Expertise Perception: Off
	Front_Skill Survival: +4
	Front_Proficiency Survival: Yes
	Front_Expertise Survival: Off
	Front_Cha Save Throw: -1
	Front_Save Cha: Off
	Front_Skill Deception: -1
	Front_Proficiency Deception: Off
	Front_Expertise Deception: Off
	Front_Skill Intimidation: -1
	Front_Proficiency Intimidation: Off
	Front_Expertise Intimidation: Off
	Front_Skill Performance: -1
	Front_Proficiency Performance: Off
	Front_Expertise Performance: Off
	Front_Skill Persuasion: -1
	Front_Expertise Persuasion: Off
	Front_Racial Traits: Accustomed to life underground, you have superior vision in 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 gray.

You have advantage on saving throws against poison, and you have resistance against poison damage.

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 the check, instead of your normal proficiency bonus.
	Front_Proficiency Persuasion: Off
	Front_Light Armour: Yes
	Front_Medium Armour: Yes
	Front_Heavy Armour: Off
	Front_Simple Weapons: Yes
	Front_Martial Weapons: Yes
	Front_Shields: Yes
	Front_Languages: Common, Dwarvish
	Front_Tools: Stone mason's tools
Vehicles (land)
	Front_Passive Perception: 11
	Front_AC: 14
	Front_Shield Bonus: 16
	Front_Initiative: 0
	Front_Speed: 40
	Front_Current HP: 62
	Front_Temp HP: 
	Front_Max HP: 62
	Front_Success 1: Off
	Front_Success 2: Off
	Front_Success 3: Off
	Front_Fail 2: Off
	Front_Fail 3: Off
	Front_Weapon Damage 1: 1d12 + 4 slashing
	Front_Used Hit Dice: 0
	Front_Total Hit Dice: 6
	Front_Weapon Name 1: Greataxe
	Front_Weapon Atk Bonus 1: +7
	Front_Fail 1: Off
	Back_SP: 
	Back_EP: 
	Back_GP: 30
	Back_PP: 
	Front_Rage Used: 0
	Front_Rage Total: 4
	Front_Rage Damage: 2
	Front_Brutal Critical Die: –
	Front_Weapon Name 2: Warhammer
	Front_Weapon Atk Bonus 2: +7
	Front_Weapon Damage 2: 1d8 + 4 bludgeoning
	Front_Weapon Name 3: Warhammer (two-handed)
	Front_Weapon Atk Bonus 3: +7
	Front_Weapon Damage 3: 1d10 + 4 bludgeoning
	Front_Weapon Name 4: Handaxe
	Front_Weapon Atk Bonus 4: +7
	Front_Weapon Damage 4: 1d6 + 4 slashing, range 20/60 
	Front_Weapon Name 5: 
	Front_Weapon Atk Bonus 5: 
	Front_Weapon Damage 5: 
	Front_Additional Combat Features: 
	Front_Primal Feature 3: Frenzy: Starting when you choose this path at 3rd level, you can go into a frenzy when you rage. If you do so, for the duration of your rage you can make a single melee weapon attack as a bonus action on each of your turns after this one. When your rage ends, you suffer one level of exhaustion.
	Front_Primal Feature 6: Mindless Rage: Beginning at 6th level, you can’t be charmed or frightened while raging. If you are charmed or frightened when you enter your rage, the effect is suspended for the duration of the rage.
	Front_Primal Feature 10: 
	Front_Primal Feature 14: 
	Front_Expertise Animal Handling: Off


