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Rune Knight Fighter / 2nd  Rune Sage Jim
CLASS & LEVEL BACKGROUND PLAYER NAME
Human/Orc Lawful Good
CHARACTER NAME RACE ALIGNMENT EXPERIENCE POINTS
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O +2  Nature Heavy crossbow +4 1d10 piercing normal
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CHARISMA — - .
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‘ 13 E' PASSIVE WISDOM (PERCEPTION)

e Magic plate mail +1, +1
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Languages: Common, Orc, Giant

Proficiencies:
e Armor
e Weapons
e Arcana— Rune Knight
e History — Rune Knight

OTHER PROFICIENCIES & LANGUAGES

AC, -1 damage
e Metal shield +1 - +1 AC
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