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NOTES

At level 1, this hero has many options. With plenty of currency in
their purse, they could buy armor, weapons, or elixirs to take with
them for their tales. Taking advantage of Calculated Fighter, this
hero is equally skilled at ranged and melee combat. While in melee,
they can either use a shield for more physical defense, or an off-hand
weapon for more attacks.

Outside of combat, this hero has many different skills and tools to
aid the group. They can move stealthily, pick locks, disarm traps,
find hidden treasure, and even appraise its value.
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