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	NAME1: The Berserker
	LEVEL: 1
	TRAINING - SENSES - LANGUAGES: Melee and Thrown Weapons
Animal Trap, Crafting Tools, Pickaxe
The Common Language
The Language of their Tribe
	WHO AM I: A powerful individual who came from a tribe of orcs. Tired of a life raiding and hunting, they have turned to mercenary work to gain the coin needed to live in town.
	HERITAGE: Monstrous
	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: 3
	PHYS APT D: 1d4
	FOCUS APT D 1: 
	SKILL APT D 2: 
	GRACE APT D 1: 
	FOCUS: 
	SKILL: 
	GRACE: 
	BACKSTORY: Raider
	APT D: 1d4
	GEAR1: Giant Axe (2d6 Powerful Weapon)
	GEAR AMT1: 1
	GEAR2: Armor
	GEAR AMT2: 1
	GEAR3: Throwing Hatchet (1d4 small weapon)
	GEAR AMT3: 2
	GEAR4: Animal Trap
	GEAR AMT4: 1
	GEAR5: Crafting Tools (Skinner/Tanner)
	GEAR AMT5: 1
	GEAR6: Pickaxe
	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 Berserker
	AFFINITIES: 
	RESOLVE: 27
	RESOLVE 1: 27
	SPEED: 25
	SPEED 1: 
	PHYS DEF: 16
	ACTION PTS: 2
	MENTAL DEF 1: 10
	AVERSIONS: 
	COMBAT1: Giant Axe
	COMBAT ACC 1: d20+1d4+3
	COMBAT ACC 2: d20+1d4+3
	COMBAT ACC 3: 
	COMBAT ACC 4: 
	COMBAT DAM 1: 2d6+3
	COMBAT DAM 2: 1d6+3
	COMBAT DAM 3: 
	COMBAT DAM 4: 
	COMBAT PROPERTY 1: Slice
	COMBAT PROPERTY 2: Slice / Throw 50 feet
	COMBAT PROPERTY 3: 
	COMBAT PROPERTY 4: 
	COMBAT2: Throwing Hatchet
	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 Berserker
	MAGIC TAP: 
	POWER SPELL: 
	POWER SPELL 1: 
	MAGIC TAP 1: 
	HERITAGE BONUS 1: Tough
	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: P
	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: 
	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: Charge
	ASPECT BONUS B 3: Martial Fighter
	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 is focused on pure melee attack power. Using Charge to get close, this hero can deal the most amount of damage in a single strike possible at this early level. They also have the most possible hit points at this starting level.

Outside of combat, this hero can use their raw strength and physical endurance to help out their group.


