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CHARACTER NAME

Kriv Norixius
Fighter 6
CLASS & LEVEL BACKGROUND
Dragonborn
RACE

Medium
SIZE

Lawful Evil
ALIGNMENT

/ 23000
EXPERIENCE POINTS

Noble. Heir to Norixius 

STRENGTH

+4
18

DEXTERITY

+1
12

CONSTITUTION

+1
12

INTELLIGENCE

+3
16

WISDOM

-1
8

CHARISMA

+0
10

INSPIRATION

+7 Strength
+1 Dexterity
+4 Constitution
+3 Intelligence
-1 Wisdom
+0 Charisma

SAVING THROWS

SKILLS

+1 Acrobatics ( )Dex

-1 Animal Handlin ( )Wis

+3 Arcana ( )Int

+4 Athletics ( )Str

+0 Deception ( )Cha

+6 History ( )Int

-1 Insight ( )Wis

+3 Intimidation ( )Cha

+3 Investigation ( )Int

+3 Nature ( )Int

+2 Perception ( )Wis

+0 Performance ( )Cha

+3 Persuasion ( )Cha

+3 Religion ( )Int

+1 Sleight of Hand( )Dex

+1 Stealth ( )Dex

-1 Survival ( )Wis

CONDITIONS

Blinded Charmed
Deafened Frightened
Grappled Incapacitated
Invisible Paralyzed
Petrified Poisoned
Prone Restrained
Stunned Unconscious

EXHAUSTION

Damage Resistances fire

16
ARMOR
CLASS

+1
INITIATIVE

30
SPEED

/6d10

HIT DICE

Short rest
Long rest

REST

42
HP

+ 0

-42 0

1
SUCCESSES

FAILURES

DEATH SAVES

condense

OFFENSE 10 lb

AMMO 0 lb

condense
UTILITY 0 lb

Maul. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 11 (2d6 + 4) bludgeoning
damage.

     

SPELLS

0

ABILITY

11

SAVE DC

+3

ATTACK

4

KNOWN
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3

condense

There is always room for self improvement. I have no time for weak-minded fools who are
satisfied with 'enough'. Cold hard gold, cold hard truth, cold hard steel I live by. Empty
promises, empty platitudes and empty threats disgust me.

PERSONALITY TRAITS

Family and Home above all else.

IDEALS

For Norixius Keep, for my father, my family, my clan and my inheritance, I am willing to fight
and die if need be.

BONDS

Am I getting paid for this? Does it involve my kin or home? Is it in repayment of a debt I have
accrued? If not, why in the nine hells should I give a Kobold's fart?

FLAWS

MODIFIERS

condense

CLASS FEATURES

Second Wind ( /1, Short or Long rest). On your turn, you can use a bonus action to regain
hit points.
Action Surge ( /1, Short or Long rest). On your turn, you can take one additional action on
top of your regular action and a possible bonus action.
Extra Attack (Fighter). You can attack twice, instead of once, whenever you take the Attack
action on your turn. 
The number of attacks increases to three when you reach 11th level in this class and to four
when you reach 20th level in this class.
Fighting Style (Fighter) ( ). You adopt a particular style of fighting as your specialty. Choose
one of the following options. You can’t take a Fighting Style option more than once, even if you
later get to choose again. 
 
Archery 
You gain a +2 bonus to attack rolls you make with ranged weapons. 
 
Defense 
While you are wearing armor, you gain a +1 bonus to AC. 
 
Dueling 
When you are wielding a melee weapon in one hand and no other weapons, you gain a +2
bonus to damage rolls with that weapon. 
 
Great Weapon Fighting 
When you roll a 1 or 2 on a damage die for an attack you make with a melee weapon that you
are wielding with two hands, you can reroll the die and must use the new roll, even if the new
roll is a 1 or a 2. The weapon must have the two-handed or versatile property for you to gain
this benefit. 
 
Protection 
When a creature you can see attacks a target other than you that is within 5 feet of you, you
can use your reaction to impose disadvantage on the attack roll. You must be wielding a shield. 
 
Two-Weapon Fighting 
When you engage in two-weapon fighting, you can add your ability modifier to the damage of
the second attack.
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RESISTANCES & IMMUNITIES

Proficiencies. Armor: All armor, shields 
Weapons: Simple weapons, martial weapons 
Tools: None
Languages. Common, Draconic, Dwarven

OTHER PROFICIENCIES & LANGUAGES

ARMOR 20 lb

236.00 value
4.75 lb

condense

EQUIPMENT 0 lb

270
540

90
180 35 lb

WEIGHT

Staff of Defense. AC 1. Staff of Defense 
Found on the wizard Iarno Glassstaff 
 
This slender, hollow staff is made of glass yet is as strong as oak. It weighs 3 pounds. You must
be attuned to the staff to gain its benefits and cast its spells. 
 
While holding the staff, you have a +1 bonus to your Armor Class. 
 
The staff has 10 charges, which are used to fuel the spells within it. With the staff in hand, you
can use your action to cast one of the following spells from the staff if the spell is on your class’s
spell list:  
mage armor (1 charge) or  
shield (2 charges).  
No components are required. 
The staff regains 1d6 + 4 expended charges each day at dawn.  
If you expend the staff’s last charge, roll a d20. On a 1, the staff shatters and is destroyed. 
 

Breastplate +1. AC 16. You have a +1 bonus to AC while wearing this armor. Advantage vs
Dragon type breath weapons

CP 0

SP 0

EP 0

GP 236

PP 0

Carrying capacity
Push, Drag, or Lift

Encumbered
Heavily Encumbered

condense

FEATS

Great Weapon Mastery. - On your turn, when you score a critical hit with a melee weapon or
reduce a creature to 0 hit points with one, you can make one melee weapon attack as a bonus
action. 
- Before you make a melee attack with a heavy weapon that you are proficient with, you can
choose to take a -5 penalty to the attack roll. If the attack hits, you add +10 to the attack’s
damage.

Male
GENDER

21
AGE

7ft
HEIGHT

268lbs
WEIGHT

black
EYES

gold
SKIN

none
HAIR

APPEARANCE



Position of Privilege 
 
affiliated to the Lords' Alliance.
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