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	NAME1: The Doctor
	LEVEL: 1
	TRAINING - SENSES - LANGUAGES: All Weapons
Book of Lore
Gardening Tools
Medicine Bag
The Common Language
	WHO AM I: A trained academic and physician that has decided to take their medical skills out to the world. Being a quick study, they also know how to swing a weapon from time to time. 
	HERITAGE: Mortal
	PURSE: 200
	SUPPLIES: 25
	SK PT1: 
	SK PT AMT 1: 
	SK PT AMT 2: 
	SK PT AMT 3: 1d4
	SK PT AMT 4: 1d4
	SK PT AMT 5: 
	SK PT AMT 6: 1d4
	SK PT AMT 7: 
	SK PT2: 
	SK PT3: 1
	SK PT4: 1
	SK PT5: 
	SK PT6: 1
	SK PT7: 
	SKILL PTS: 3
	PHYS: 1
	PHYS APT D: 
	FOCUS APT D 1: 
	SKILL APT D 2: 
	GRACE APT D 1: 
	FOCUS: 
	SKILL: 3
	GRACE: 
	BACKSTORY: Academic
	APT D: 1d4
	GEAR1: Mace (2d4 flexible weapon)
	GEAR AMT1: 1
	GEAR2: Armor
	GEAR AMT2: 1
	GEAR3: Shield
	GEAR AMT3: 1
	GEAR4: Light Crossbow
	GEAR AMT4: 1
	GEAR5: Crossbow Bolts
	GEAR AMT5: 20
	GEAR6: Book of Lore (Medicinal Plants)
	GEAR AMT6: 1
	GEAR7: Gardening Tools
	GEAR AMT7: 1
	GEAR8: Medicine Bag
	GEAR AMT8: 1
	GEAR9: Apothecary Elixir of Vitality (3 per day)
	GEAR AMT9: 3
	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 Doctor
	AFFINITIES: 
	RESOLVE: 20
	RESOLVE 1: 20
	SPEED: 25
	SPEED 1: 
	PHYS DEF: 18
	ACTION PTS: 2
	MENTAL DEF 1: 10
	AVERSIONS: 
	COMBAT1: Mace
	COMBAT ACC 1: d20+1d4+3
	COMBAT ACC 2: d20+1d4+3
	COMBAT ACC 3: 
	COMBAT ACC 4: 
	COMBAT DAM 1: 2d4+3
	COMBAT DAM 2: 2d4+3
	COMBAT DAM 3: 
	COMBAT DAM 4: 
	COMBAT PROPERTY 1: Smash
	COMBAT PROPERTY 2: Range 100 feet
	COMBAT PROPERTY 3: 
	COMBAT PROPERTY 4: 
	COMBAT2: Light Crossbow
	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 Doctor
	MAGIC TAP: 
	POWER SPELL: 
	POWER SPELL 1: 
	MAGIC TAP 1: 
	HERITAGE BONUS 1: +1 Aspect
	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: S
	ASPECT BONUS A 3: S
	ASPECT BONUS A 4: S
	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: 
	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: Apothecary
	ASPECT BONUS B 3: Calculated Fighter
	ASPECT BONUS B 4: Experienced
	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 is a Skill-based alternative for a healer, without the need for magic. With above-average resolve, good physical defense, and strong weapons, this hero is a valuable asset in combat, but excels when an ally is Wounded or Dying, by using their stocked elixirs and medicine bags to keep their allies alive.

Out of combat, this hero is still very useful for knowledge, search, and wilderness rolls, using their extensive knowledge of plants to aid the group in the wilderness.


