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PASSIVE WISDOM (PERCEPTION)

EQUIPMENTOTHER PROFICIENCIES & LANGUAGES

ATTACKS & SPELLCASTING

FEATURES & TRAITS

	 	 Acrobatics (Dex)

	 	 Animal Handling (Wis)

	 	 Arcana (Int)

	 	 Athletics (Str)

	 	 Deception (Cha)

	 	 History (Int)

	 	 Insight (Wis)

	 	 Intimidation (Cha)

	 	 Investigation (Int)

	 	 Medicine (Wis)

	 	 Nature (Int)

	 	 Perception (Wis)

	 	 Performance (Cha)

	 	 Persuasion (Cha)

	 	 Religion (Int)

	 	 Sleight of Hand (Dex)

	 	 Stealth (Dex)

	 	 Survival (Wis)
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	ClassLevel: Commoner level 2
	Background: Child
	PlayerName: 
	CharacterName: Patty
	Race : Any (Child)
	Alignment: Chaotic Good
	XP: 
	Inspiration: 
	STR: -2
	ProfBonus: +2
	AC: 11
	Initiative: +1
	Speed: 25
	PersonalityTraits : Rainbows and fairies butterfly tiara's for everyone!
	STRmod: 6
	HPMax: 10
	ST Strength: -2
	DEX: +1
	HPCurrent: 
	Ideals: We should all be friends
	DEXmod : 12
	HPTemp: 
	Bonds: I will fight to protect my friends and stop the baddies
	CON: +0
	HDTotal: 
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: 11
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: 
	Flaws: Life is simple at seven - good v's bad, black v's white. A time to sleep, and a time to party!
	INT: +1
	ST Dexterity: +1
	ST Constitution: +0
	ST Intelligence: +1
	ST Wisdom: +4
	ST Charisma: +4
	Acrobatics: +1
	Animal: +2
	Athletics: -2
	Deception : +3
	History : +1
	Insight: +4
	Intimidation: +5
	Check Box 11: Off
	Check Box 18: Off
	Check Box 19: Off
	Check Box 20: Off
	Check Box 21: Yes
	Check Box 22: Yes
	Wpn Name: None
	Wpn1 AtkBonus: 
	Wpn1 Damage: 
	INTmod: 13
	Wpn Name 2: Spell
	Wpn2 AtkBonus : +5
	Wpn2 Damage : 1d8 psych
	Investigation : +1
	WIS: +2
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Arcana: +1
	Wpn3 Damage : 
	Perception : +12
	WISmod: 14
	CHA: +3
	Nature: +1
	Performance: +3
	Medicine: +2
	Religion: +1
	Stealth : +5
	Check Box 23: Off
	Check Box 24: Off
	Check Box 25: Off
	Check Box 26: Off
	Check Box 27: Off
	Check Box 28: Off
	Check Box 29: Yes
	Check Box 30: Yes
	Check Box 31: Off
	Check Box 32: Off
	Check Box 33: Off
	Check Box 34: Yes
	Check Box 35: Off
	Check Box 36: Yes
	Check Box 37: Off
	Check Box 38: Off
	Check Box 39: Off
	Check Box 40: Off
	Persuasion: +5
	SleightofHand: +1
	CHamod: 16
	Survival: +2
	AttacksSpellcasting: Patty will not carry weapons. She can, however, cast "Psychic shriek" (AKA Shocking Grasp) as an at will cantrip doing psychic instead of lightning damage as she screams  at her assailants, potentially taking their ability to take reactions and thus giving her a chance to run away. 
	Passive: 22
	CP: 
	ProficienciesLang: While in her humanoid form, by the imposition of divine grace, Patty has a 50% chance that any foe targeting her will target an ally instead. 

Patty, ever watchful and silent, has a divine +4 to stealth and +8 to her perception checks. She is, by far, the most perceptive PC in the game. 

	SP: 
	EP: 
	GP: 
	PP: 
	Equipment: 
	Features and Traits: Patty looks like nothing more than a harmless child; wearing a simple dress and donning a plastic tiara.  Her long hair set in endearing pigtails on the side of her head, she constantly clutches to her inert plushy kitten toy.

Yet main power is that she has a minor artifact in the shape of a glittery fairy wand that allows her to use Shapechange at will. She *must* turn back into a humanoid before using a new form. She can only turn into a;
 - dire wolf
 - giant eagle
 - giant spider 
 - swarm of poisonous snakes (somehow, it is magic after all.)

If anyone takes her wand, they cannot use it, and it teleports back to her within 1d3 rounds. If anyone takes Kitty from her, she is likely to fly into a blood letting rage. (She has no problem gutting other creatures in her animal states).

In short, she is the pretty party tank.



