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Nimmerian Archaeologist

CLASS & LEVEL

Heidt
CHARACTER NAME

BACKGROUND

Lex
PLAYER NAME

Android

NG

225,001 of 265k

RACE

ALIGNMENT

EXPERIENCE POINTS

INSPIRATION

STRENGTH

+1

22
+6

PROFICIENCY BONUS

ARMOR
CLASS

+7

30'

INITIATIVE

SPEED
PERSONALITY TRAITS

13
DEXTERITY

●

+7

Strength

●

+13

Dexterity

+7

Hit Point Maximum 179
Life is like the seasons, in constant change, and we must
change with it.

Constitution
CURRENT HIT POINTS

Intelligence
Wisdom

25
CONSTITUTION

SAVING THROWS

+2
Acrobatics (Dex)
●

+6

TEMPORARY HIT POINTS

Total 17

Cybertheurgy
(Int) (Wis)
Animal
Handling

●

+0

+7

SUCCESSES

1d10

Arcana (Int)
INTELLIGENCE

IDEALS

I suffer awful visions of a coming disaster and I will do
anything to prevent it. This brought me to Torch.

Charisma

15

I watch over my friends as if they were newborn pups.

BONDS

I find it difficult to make human connections.

FAILURES

HIT DICE

DEATH SAVES

FLAWS

Athletics (Str)
Deception (Cha)

NAME

ATK BONUS DAMAGE/TYPE

Nimmerian Archaeologist. You
gain Gothic as an additional language.
Intimidation (Cha)
In addition, you possess a knack for
Shortsword
+3
1d6 +1
technological items; when you use a
Investigation (Int)
WISDOM
Shortsword
+3
1d6
timeworn technological item, roll
Medicine (Wis)
twice when determining any glitches
+6
Nature (Int)
Shortswords are dual wielded
the item might cause and choose
+8
Perception (Wis)
which result to use as your actual
14
Performance (Cha)
result.
Lasgun 150/300, automatic,
Persuasion (Cha)
Android. Darkvision, Constructed,
radiant
overcharge
CHARISMA
Religion (Int)
Emotionless, Nanite Surge, Favored
Enemy, Natural Explorer and
Lasgun Battery:
Sleight of Hand (Dex)
Wanderer.
+13 Stealth (Dex)
Favored enemy. Constructs (robots),
6
+8
Survival (Wis)
Celestials.
SKILLS
ATTACKS & SPELLCASTING
Natural Explorer. Urban, Grassland
Fighting Style. Guns!
PASSIVE WISDOM (PERCEPTION)
Ranger Archetype. Mechromancer
15
+1 Saint Blessed Carapace
CP
Chestplate two shortswords,
Primeval Awareness. Use a
explorer's pack, a staff, a
superiority die to activate. PHB pg
hunting trap, a set of traveler's
SP
clothes and a belt pouch,
92.
I can read and write gothic,
Memory Facet on a metal chain
Extra attack
taken from a defeated robot, a
common, elvish and draconic.
EP
rikconbockkar guitar, hat of
Maneuvers. Distracting Shot, Trip
disguise (A), swarm bane
Attack, Precision attack, and
necklace (A), bracers of
Proficient light armour,
Menacing Attack
firepower (A), bag of holding
GP
medium armour, shields,
Boots of Striding and Springing
Maneuver save DC. 20
simple weapons, martial
and a lasgun.
Superiority Dice. You have four
PP
weapons, energy weapons,
superiority dice, which are d8s.
big guns, small guns and a
4x battery, 5 to recharge
Poultice. x2, 3d6. 1 hour to create
guitar.
and 1 minute to apply.
Explorer's Pack: Backpack, a
Sharpshooter.
-5/+10, ignore cover
bedroll,
a mess kit, a tinderbox,
OTHER PROFICIENCIES & LANGUAGES
EQUIPMENT
FEATURES & TRAITS
50' of hempen rope and a
30 ft.
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Call Robots. Summon 1 CR 2 robot
History (Int)

Insight (Wis)

10

+2

●
●

-2

●
●

Lasgun

+17

3d8 +11

Heidt
CHARACTER NAME

6

5'9"

AGE

HEIGHT

400 lbs (synth body)
WEIGHT

Black

White with circuitry

Brown

EYES

SKIN

HAIR

NAME

SYMBOL

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

Distracting Shot. You can expend one superiority die and use a bonus action on your turn to
distract a foe, choosing one creature within normal weapon range of you as your target. You
have advantage on your next attack roll against that creature, if that attack hits, add the
superiority die to the attack's damage roll.
Trip Attack. When you hit a creature with a weapon attack, you can expend one superiority die
to attempt to knock the target down, you add the superiority die to the attack's damage roll, and
if the target is Large or smaller, it must make a Strength saving throw, On a failed save, you
knock the target prone.
Menacing Attack. When you hit a creature with a weapon attack, you can expend one
superiority die to attempt to frighten the target. You add the superiority die to the attack's
damage roll, and the target must make a Wisdom saving throw. On a failed save, it is frightened
of you until the end of your next turn.
Disarming Attack. When you hit a creature with a range attack, you can expend one superiority
ADDITIONAL FEATURES & TRAITS
die to attempt to disarm the target, forcing it to drop one item of your choice that it's holding,
You add the superiority die to the attack's damage roll, and the target must make a Dexterity
saving throw, On a failed save, it drops the object at its feet.
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