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	NAME1: The Martial Artist
	LEVEL: 1
	TRAINING - SENSES - LANGUAGES: Unarmed Fighting
Artist Tools, Fine Clothes, Holy Texts
	WHO AM I: A monk that went into a deep meditation hundreds of years ago, who has now reawakened as a half-life to find that there is no trace of their old order and their ways. Now wandering the lands, this hero looks to restore their lost culture.
	HERITAGE: Half-Life
	PURSE: 500
	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: 1
	PHYS APT D: 1d4
	FOCUS APT D 1: 
	SKILL APT D 2: 
	GRACE APT D 1: 
	FOCUS: 
	SKILL: 
	GRACE: 2
	BACKSTORY: Monk
	APT D: 1d4
	GEAR1: Artist Tools
	GEAR AMT1: 1
	GEAR2: Fine Clothes
	GEAR AMT2: 1
	GEAR3: Holy Texts
	GEAR AMT3: 1
	GEAR4: Kuni (Small Weapon)
	GEAR AMT4: 10
	GEAR5: 
	GEAR AMT5: 
	GEAR6: 
	GEAR AMT6: 
	GEAR7: 
	GEAR AMT7: 
	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 Martial Artist
	AFFINITIES: 
	RESOLVE: 17
	RESOLVE 1: 17
	SPEED: 35
	SPEED 1: 
	PHYS DEF: 13
	ACTION PTS: 2
	MENTAL DEF 1: 10
	AVERSIONS: 
	COMBAT1: Unarmed Attack
	COMBAT ACC 1: d20+1d4+2
	COMBAT ACC 2: d20+1d4+2
	COMBAT ACC 3: 
	COMBAT ACC 4: 
	COMBAT DAM 1: 1d6+2
	COMBAT DAM 2: 1d4+2
	COMBAT DAM 3: 
	COMBAT DAM 4: 
	COMBAT PROPERTY 1: Smash
	COMBAT PROPERTY 2: Stab / 50 foot range
	COMBAT PROPERTY 3: 
	COMBAT PROPERTY 4: 
	COMBAT2: Kunai
	COMBAT3: 
	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: 
	SENSES1: 10
	SENSES2: 
	SENSES3: 
	STATUS BTN 2: Off
	NAME3: The Martial Artist
	MAGIC TAP: 
	POWER SPELL: 
	POWER SPELL 1: 
	MAGIC TAP 1: 
	HERITAGE BONUS 1: Unliving
	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: G
	ASPECT BONUS A 3: G
	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: Unarmed Fighter
	SPELL OPTIONS 1: 
	SPELL OPTIONS 2: 
	SPELL OPTIONS 3: 
	SPELL OPTIONS 4: 
	SPELL OPTIONS 5: 
	SPELL OPTIONS 6: 
	SPELL OPTIONS 7: 
	SPELL OPTIONS 8: 
	ASPECT BONUS B 2: Agile Fighter
	ASPECT BONUS B 3: Dodge
	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: 
	NOTES: At level 1, this hero has the speed to get close to their enemies. They can then attack with unarmed attacks with both their action points, and their free action. They also have the option to attempt to wrestle with their free action, instead. This is possible with the unique interaction between Unarmed Fighter and Agile Fighter. If this hero would want to focus more on Grace than Fighter as they level, a simple house rule could be to allow the hero to use Grace instead of Physicality for their wrestling attempts.


