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	NAME1: The Spellsword
	LEVEL: 1
	TRAINING - SENSES - LANGUAGES: Melee and Thrown WeaponsCompass, Crafting Tools, Signet RingThe Common Language
	WHO AM I: A half-dragon nomad originally from a desert region, they come to this land as an ambassador from their people, bearing a Signet Ring to show their status. In combat, they use their innate elemental power of fire to enchant their blade.
	HERITAGE: Elemental
	PURSE: 50
	SUPPLIES: 25
	SK PT1: 
	SK PT AMT 1: 
	SK PT AMT 2: 
	SK PT AMT 3: 
	SK PT AMT 4: 
	SK PT AMT 5: 
	SK PT AMT 6: 
	SK PT AMT 7: 
	SK PT2: 
	SK PT3: 
	SK PT4: 
	SK PT5: 
	SK PT6: 
	SK PT7: 
	SKILL PTS: 
	PHYS: 2
	PHYS APT D: 1d4
	FOCUS APT D 1: 
	SKILL APT D 2: 
	GRACE APT D 1: 
	FOCUS: 1
	SKILL: 
	GRACE: 
	BACKSTORY: Nomad
	APT D: 1d4
	GEAR1: Longsword (2d4 Flexible Weapon)
	GEAR AMT1: 1
	GEAR2: Shield
	GEAR AMT2: 1
	GEAR3: Armor
	GEAR AMT3: 1
	GEAR4: Dagger 
	GEAR AMT4: 2
	GEAR5: Compass
	GEAR AMT5: 1
	GEAR6: Crafting Tools (Blacksmith)
	GEAR AMT6: 1
	GEAR7: Signet Ring
	GEAR AMT7: 1
	GEAR8: 
	GEAR AMT8: 
	GEAR9: 
	GEAR AMT9: 
	GEAR10: 
	GEAR AMT10: 
	GEAR11: 
	GEAR AMT11: 
	GEAR12: 
	GEAR AMT12: 
	GEAR13: 
	GEAR AMT13: 
	GEAR14: 
	GEAR AMT14: 
	GEAR15: 
	GEAR AMT15: 
	GEAR16: 
	GEAR AMT16: 
	GEAR17: 
	GEAR AMT17: 
	GEAR18: 
	GEAR AMT18: 
	GEAR19: 
	GEAR AMT19: 
	GEAR20: 
	GEAR AMT20: 
	STATUS BTN 1: Off
	ACTION PTS 1: Choice1
	ACTION PTS 3: Off
	ACTION PTS 5: Off
	ACTION PTS 2: Choice1
	ACTION PTS 4: Off
	ACTION PTS 6: Off
	NAME2: The Spellsword
	AFFINITIES: 
	RESOLVE: 20
	RESOLVE 1: 20
	SPEED: 25
	SPEED 1: 
	PHYS DEF: 18
	ACTION PTS: 2
	MENTAL DEF 1: 11
	AVERSIONS: 
	COMBAT1: Longsword
	COMBAT ACC 1: d20+1d4+2
	COMBAT ACC 2: d20+1d4+2
	COMBAT ACC 3: d20+1d4+3 (magical)
	COMBAT ACC 4: d20+1d4+1
	COMBAT DAM 1: 2d4+2
	COMBAT DAM 2: 2
	COMBAT DAM 3: 2d4+3 (+1d4 - roll twice)
	COMBAT DAM 4: 1d4+1
	COMBAT PROPERTY 1: Slice
	COMBAT PROPERTY 2: Smash
	COMBAT PROPERTY 3: Slice (Burn)
	COMBAT PROPERTY 4: Burn / Range 50 feet
	COMBAT2: Shield Bash
	COMBAT3: Fireblade (2 AP - Imbue)
	ACTIONS 1: 
	FREE ACTIONS 1: 
	FREE ACTIONS 2: 
	FREE ACTIONS 3: 
	FREE ACTIONS 4: 
	FREE ACTIONS 5: 
	TRIGGER ACTIONS 1: 
	TRIGGER ACTIONS 2: 
	TRIGGER ACTIONS 3: 
	ACTIONS 2: 
	ACTIONS 3: 
	ACTIONS 4: 
	ACTIONS 5: 
	COMBAT4: Fire Blast
	SENSES1: 10
	SENSES2: 
	SENSES3: 
	STATUS BTN 2: Off
	NAME3: The Spellsword
	MAGIC TAP: 1
	POWER SPELL: 1
	POWER SPELL 1: 1
	MAGIC TAP 1: 1
	HERITAGE BONUS 1: Elemental Affinity (Fire)
	ARCHETYPE BONUS 1: 
	ARCHETYPE BONUS 2: 
	ARCHETYPE BONUS 3: 
	ARCHETYPE BONUS 4: 
	HERITAGE BONUS 2: 
	HERITAGE BONUS 3: 
	HERITAGE BONUS 4: 
	ASPECT BONUS A 1: P
	ASPECT BONUS A 2: P
	ASPECT BONUS A 3: F
	ASPECT BONUS A 4: 
	ASPECT BONUS A 5: 
	ASPECT BONUS A 6: 
	ASPECT BONUS A 7: 
	ASPECT BONUS A 8: 
	ASPECT BONUS A 9: 
	ASPECT BONUS A 10: 
	ASPECT BONUS A 11: 
	ASPECT BONUS A 12: 
	ASPECT BONUS A 13: 
	ASPECT BONUS A 14: 
	ASPECT BONUS A 15: 
	ASPECT BONUS A 16: 
	ASPECT BONUS A 17: 
	ASPECT BONUS A 18: 
	ASPECT BONUS A 19: 
	ASPECT BONUS A 20: 
	ASPECT BONUS B 1: Armored Fighter
	SPELL OPTIONS 1: Magic Attack (Burn)
	SPELL OPTIONS 2: Imbue
	SPELL OPTIONS 3: 
	SPELL OPTIONS 4: 
	SPELL OPTIONS 5: 
	SPELL OPTIONS 6: 
	SPELL OPTIONS 7: 
	SPELL OPTIONS 8: 
	ASPECT BONUS B 2: Martial Fighter
	ASPECT BONUS B 3: Magic Source
	ASPECT BONUS B 4: 
	ASPECT BONUS B 5: 
	ASPECT BONUS B 6: 
	ASPECT BONUS B 7: 
	ASPECT BONUS B 8: 
	ASPECT BONUS B 9: 
	ASPECT BONUS B 10: 
	ASPECT BONUS B 11: 
	ASPECT BONUS B 12: 
	ASPECT BONUS B 13: 
	ASPECT BONUS B 14: 
	ASPECT BONUS B 15: 
	ASPECT BONUS B 16: 
	ASPECT BONUS B 17: 
	ASPECT BONUS B 18: 
	ASPECT BONUS B 19: 
	ASPECT BONUS B 20: 
	MAGIC SOURCE: Elemental fire heritage
	NOTES: At level 1, this hero is primarily a martial fighter with high physical defense. However, once per recovery period, they can enchant their blade with fire damage by using a rank 2 Imbue spell and focusing on the effect. For each turn after that, they have a +1 magic weapon, as well as deal and additional 1d4 burn damage. And thanks to their heritage, they can roll the 1d4 twice, and take the highest roll.


