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| - light, two-weapon fighting
r - reach, +5 feet to attack

Bonus actions:
Off-hand attack with agiels
Second Wind

\ ATTACKS & SPELLCASTING

PASSIVE WISDOM (PERCEPTION)

J
J

O

leather (red), longbow,
and 20 arrows (range

Armor : All armor, shields
Weapons: Simple weapons,
martial weapons

Skills: Athletics, Intimidation,
Perception and Survival
Tools: Torturers' tools,
vehicles (land)

) OTHER PROFICIENCIES & LANGUAGES

150/600)

a whip and a shield
(+2AC)

2 Agiels (club, light)

an explorer’s pack
torturers' tools

a set of common clothes
a belt pouch

EQUIPMENT

-- Class --

Fighting Style

Two-Weapon Fighting

When you engage in two-weapon fighting,
you can add your ability modifier to the
damage of the second attack.

Second Wind

You have a limited well of stamina that you
can draw on to protect yourself from harm.
On your turn, you can use a bonus action to
regain hit points equal to 1d10 + your
fighter level.

Once you use this feature, you must finish a
short or long rest before you can use it
again.

-- Background --

Specialty - Scout

Feature: Military Rank

You have a military rank from your career
as a soldier. Soldiers loyal to your former
military organization still recognize your
authority and influence, and they defer to
you if they are of a lower rank. You can
invoke your rank to exert influence over
other soldiers and requisition simple
equipment or horses for temporary use.
You can also usually gain access to friendly
military encampments and fortresses where
your rank is recognized.

FEATURES & TRAITS
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Cara Mason

CHARACTER NAME

Young, Adult (M)

AGE HEIGHT WEIGHT

Blue Long, blonde
EYES SKIN HAIR

CHARACTER APPEARANCE

Lord Rahl and the House of e\

Rahl . . Symbol of the Mord-Sith
Her sisters of the Agiel

ALLIES & ORGANIZATIONS

Like all Mord-Sith, Cara was
kidnapped from her home and
tortured. She survived the
three levels of Mord-Sith
training: she was tortured until
she was obedient, she
watched her mother being
tortured until she was
compassionless, and then
tortured and killed her own
father.

She was under the commend
of Darken Rahl before helping
Richard defeat him. When he
became Lord Rahl she swore
loyalty to him.

She has a fear of rats.

CHARACTER BACKSTORY

ADDITIONAL FEATURES & TRAITS

Agiel - Rod, rare (requires attunement)

This rod functions as a magic club. When you hit a creature with a melee attack using the rod, it causes an
additional 2d6 necrotic damage and you force the target to make a DC 20 Constitution saving throw. On a
failure, the target is incapacitated for rounds equal to the difference between their saving throw and the DC.

The Agiel causes pain to whomever wields it. Mord-Sith have been trained to withstand the pain and suffer no
penalties. Should anyone else attempt to wield an Agiel unattuned, they will suffer 1d6 necrotic damage once
per round. They must make a Constitution saving throw each round and take an extra 1d6 necrotic damage
on a failure. The DC for the saving throw starts at 20 and decreases by one for each success. A person can
become attuned to the Agiel by reducing the save DC to 0.

Torturer's tools: This set of tools includes a whip, needles, a rope or chain, a grappling hook, a collar, a

branding iron, and a set of manacles. Proficiency with these tools lets you add your proficiency bonus to any
ability checks you make to torture someone. (11 gp, 26 Ib.)

TREASURE
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	CharacterName 2: Cara Mason
	Age: Young, Adult
	Height: (M)
	Weight: 
	Eyes: Blue
	Skin: 
	Hair: Long, blonde
	Allies: Lord Rahl and the House of Rahl
Her sisters of the Agiel
	FactionName: Symbol of the Mord-Sith
	Backstory: Like all Mord-Sith, Cara was kidnapped from her home and tortured. She survived the three levels of Mord-Sith training: she was tortured until she was obedient, she watched her mother being tortured until she was compassionless, and then tortured and killed her own father.

She was under the commend of Darken Rahl before helping Richard defeat him. When he became Lord Rahl she swore loyalty to him.

She has a fear of rats.
	Feat+Traits: 
	Treasure: Agiel - Rod, rare (requires attunement)

This rod functions as a magic club. When you hit a creature with a melee attack using the rod, it causes an additional 2d6 necrotic damage and you force the target to make a DC 20 Constitution saving throw. On a failure, the target is incapacitated for rounds equal to the difference between their saving throw and the DC.

The Agiel causes pain to whomever wields it. Mord-Sith have been trained to withstand the pain and suffer no penalties. Should anyone else attempt to wield an Agiel unattuned, they will suffer 1d6 necrotic damage once per round. They must make a Constitution saving throw each round and take an extra 1d6 necrotic damage on a failure. The DC for the saving throw starts at 20 and decreases by one for each success. A person can become attuned to the Agiel by reducing the save DC to 0.

Torturer's tools: This set of tools includes a whip, needles, a rope or chain, a grappling hook, a collar, a branding iron, and a set of manacles. Proficiency with these tools lets you add your proficiency bonus to any ability checks you make to torture someone. (11 gp, 26 lb.)
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	Faction Symbol Image: 
	ClassLevel: Fighter 1
	Background: Soldier
	PlayerName: 
	CharacterName: Cara Mason
	Race : Human
	Alignment: LN
	XP: 
	Inspiration: 
	STR: +3
	ProfBonus: +2
	AC: 12*
	Initiative: +1
	Speed: 30
	PersonalityTraits : I enjoy being strong and like breaking things.

I face problems head-on. A simple, direct solution is the best path to success.
	STRmod: 16
	HPMax: 12
	ST Strength: +5
	DEX: +1
	HPCurrent: 
	Ideals: Responsibility. I do what I must and obey just authority. (Lawful)

Might. In life as in war, the stronger force wins. (Evil)
	DEXmod : 12
	HPTemp: 
	Bonds: I would still lay down my life for the people I
served with.
	CON: +2
	HDTotal: 1d10(6)
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	CONmod: 15
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	HD: 1
	Flaws: I have little respect for anyone who is not a
proven warrior.
	INT: -1
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	ST Intelligence: -1
	ST Wisdom: +1
	ST Charisma: +1
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	Insight: +0
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	Wpn1 AtkBonus: +5
	Wpn1 Damage: 1d4b+2d6n
	INTmod: 8
	Wpn Name 2: whip(fr)
	Wpn2 AtkBonus : +5
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	Investigation : -1
	WIS: +0
	Wpn Name 3: longbow
	Wpn3 AtkBonus  : +3
	Arcana: -1
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	Perception : +2
	WISmod: 10
	CHA: +1
	Nature: -1
	Performance: +1
	Medicine: +2
	Religion: -1
	Stealth : +1
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	Persuasion: +1
	SleightofHand: +1
	CHamod: 13
	Survival: +2
	AttacksSpellcasting: f - finesse, Str or Dex
l - light, two-weapon fighting
r - reach, +5 feet to attack

Bonus actions:
Off-hand attack with agiels
Second Wind

	Passive: 12
	CP: 
	ProficienciesLang: Armor : All armor, shields
Weapons: Simple weapons, martial weapons
Skills: Athletics, Intimidation, Perception and Survival
Tools: Torturers' tools, vehicles (land)

	SP: 
	EP: 
	GP: 105
	PP: 
	Equipment: leather (red), longbow, and 20 arrows (range 150/600)
a whip and a shield (+2AC)
2 Agiels (club, light)
an explorer’s pack
torturers' tools
a set of common clothes
a belt pouch



	Features and Traits: -- Race --
Ability Score Increase. Charisma and Constitution increase by 1.
Skills. Medicine
Feat. Mage Slayer

-- Class --
Fighting Style
Two-Weapon Fighting
When you engage in two-weapon fighting, you can add your ability modifier to the damage of the second attack.

Second Wind
You have a limited well of stamina that you can draw on to protect yourself from harm. On your turn, you can use a bonus action to regain hit points equal to 1d10 + your fighter level.
Once you use this feature, you must finish a short or long rest before you can use it again.

-- Background --
Specialty - Scout
Feature: Military Rank
You have a military rank from your career as a soldier. Soldiers loyal to your former military organization still recognize your authority and influence, and they defer to you if they are of a lower rank. You can invoke your rank to exert influence over other soldiers and requisition simple equipment or horses for temporary use. You can also usually gain access to friendly military encampments and fortresses where your rank is recognized.
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