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Fighter 1

Haunted One Tony
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Horc to rhyme with Hawk : ”
Half Orc Lawful Evil !l 5th Edition !!
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Horc

CHARACTER NAME

It's rude to ask Average Under
AGE HEIGHT WEIGHT

2 Yes Burnt haystack
EYES SKIN HAIR

CHARACTER APPEARANCE

Gruul Contacts:

 2: My sibling has the ear of the
clan chief. [They keep it in a
matchbox. The chief holds me
responsible for the glorious
disfigurement.] [Ally named
Nathgor.]

e—————————————\_
Gruul Clans

* 5: A druid in my clan believes |
have a destiny to fulfill. [Rival
named Pragmatix.]

Non-Gruul Contacts:

* 4: | consult with a Golgari
shaman for spiritual guidance at
times. [Ally named Shlyxx.]

(Guildmasters Guide to Ravnica)

ALLIES & ORGANIZATIONS

-
—~

Although Horc's father, Jumontux, succeeded in
vanquishing the Vargouille horde, it wasn't without
price. Their seer uttered a terrible curse with its
dying breath and at that moment, over the hills and
far away, Horc was born.

The midwOrc could tell immediately something foul
was afoot due to Horc's singed eyebrows and
smoking hair. She locked the infant away in a
playpen, relegated to be Fantasy Daycare's
problem for the next eighteen years.

A sinister intellect possessed the child and over
the course of months with the aid of a toy spoon
concealed in the folds of a nappy, Horc
meticulously excavated an escape tunnel
underneath the playpen perimeter, covering it with
a doll-house whenever patrols passed by.

Having escaped the lair of the captors to whom
Horc was born (with little more than a cooking
book, a history encyclopaedia, a ball of string,
Jumontux's smoking pipe, flint and tinder, five
slices of stale bread, a seized compass, a rusty
mattock, a small bird trap and a spare bootlace)
Horc set out into the world and learnt Survival
first-hand from nature itself.

Ever-present at each step of this journey was
Edgar, the self-appointed Infernal Raven who
would issue guidance and instructions from the
ornate gothic gilded cage. Without such
otherworldly mentorship, Horc would surely have
perished a myriad different ways.

Edgar taught poetry that kept Horc centred.
Provided context. Evinced grim portents and
ominous prognostications. A stygian vestige
entrapped within Horc's frail form from birth
harboured the host Jumontux eradicated that
fateful night all those years ago. Edgar
emphasised the imperative that Horc must not die,
on pain of death, for on the night that happens, the
Vargouille legion will rise as a nemesis.

Horc is willing to go along with the "don't die" part
of that plan.

CHARACTER BACKSTORY

Background:
https://www.dndbeyond.com/backgrounds/haunted-one

Prior to becoming an adventurer, your path in life was defined by one dark moment, one fateful
decision, or one tragedy. Now you feel a darkness threatening to consume you, and you fear
there may be no hope of escape:

[9: A fiend possessed you as a child. You were locked away but escaped. The fiend is still inside
you, but now you try to keep it locked away.]

One trinket of special significance: choose one or roll on the Horror Trinkets table:
[20: A birdcage into which small birds fly but once inside never eat or leave]

Skills:

So, | will say that in the Ravnica context, half-orc *probably* means Gruul heritage... so swapping
Intimidation out for Athletics would be easy, then (one of) your Fighter pick(s) could be Perception
instead of Athletics. For the other swap... sure, I'll allow it. Insight over Investigation. It's similar
enough, and makes sense with what you're doing.

level 1, 27 point buy (or standard array also fine), GGR is an acceptable (and encouraged)
source, even if you don't choose a guild background you can still get guild contacts
https://drive.google.com/file/d/1_1n2__w4RIrjrGBenGOtgNjNP4qglnoxX/view?usp=sharing
http://dnd5e.wikidot.com/background:gruul-anarch

You didn't actually *take* that background, but you can still get the contacts from it. (just take
whatever you want. You get an ally in the Gruul, a rival in the Gruul, and a contact outside the
Gruul, per the table)

ADDITIONAL FEATURES & TRAITS

[Appearance]
https://www.fantization.com/Quosk_Ravensire_Half_Orc_Druid_Dark_Heaven.aspx
https://www.pinterest.com/pin/art-oc-half-ork-warlock-and-her-raven-dnd--403775922840407646/
https://www.pinterest.com/pin/250372060520595593/

Horc has mottled khaki skin showing signs of rough treatment; burns, scars, infections that have healed under less than ideal
conditions, boils, insect bites and fungal toenail infections. This is definitely the product of growing up in the wild; an ostracised
pariah outcast from the State of Origin and unable to secure safe harbour in unfamiliar communities. Plagued by a chronic cough
that delivers smoke puffs invariably resembling manic skulls tends to dissuade the more gallant egalitarians while the perpetually
scorched eyebrows and gently smouldering hair torpedoes any chance at romance long before reaching first-name basis.

This explains the dejected yet stoic facial expression.

Clothing is mufti sequestered from a scarecrow in a thunderstorm except for the boots salvaged from a dead drunk frozen in a
ditch one snowy evening. The right boot has a hole in the toe and the left one squeaks every second step.

Slung over the shoulder is a sooty, battered bird trap containing two perches; wildlife doesn't realise Edgar's presence on the
perch, eagerly stripping the bones for morsels, is not proof of safety and a free meal. Indeed, Edgar is instrumental in springing the
trap, basks in the smoke as the cage is gently roasted over a campfire, and always takes the choicest cuts before Horc gets a turn.

Eyes are wild and hunted. Any threat to Horc could spell the doom of civilisation itself. Edgar stands watch all night, crooning
Infernal poetry.

Horc awakens in the chill before dawn and unhesitatingly begins the recital that beats back desolation for another day.

TREASURE
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	ClassLevel: Fighter 1
	Background: Haunted One
	PlayerName: Tony
	CharacterName: Horc to rhyme with Hawk
	Race : Half Orc
	Alignment: Lawful Evil
	XP: !! 5th Edition !!
	Inspiration: 
	STR: 17
	ProfBonus: 2
	AC: 17
	Initiative: +0
	Speed: 30
	PersonalityTraits : I like to read and memorise poetry. It keeps me calm and brings me fleeting moments of happiness.
	STRmod: +3
	HPMax: 12
	ST Strength: 5
	DEX: 10
	HPCurrent: 
	Ideals: I’m a monster that destroys other monsters, and anything else that gets in my way.
	DEXmod : 0
	HPTemp: 
	Bonds: There’s evil in me, I can feel it. It must never be set free.
	CON: 14
	HDTotal: 
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: +2
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: 1d10
	Flaws: I have certain rituals that I must follow every day. I can never break them.
	INT: 8
	ST Dexterity: 0
	ST Constitution: 4
	ST Intelligence: -1
	ST Wisdom: 2
	ST Charisma: 1
	Acrobatics: 0
	Animal: 4
	Athletics: 5
	Deception : 1
	History : -1
	Insight: 4
	Intimidation: 1
	Check Box 11: Yes
	Check Box 18: Off
	Check Box 19: Yes
	Check Box 20: Off
	Check Box 21: Off
	Check Box 22: Off
	Wpn Name: Greatsword
	Wpn1 AtkBonus: +5
	Wpn1 Damage: 2d6 +3 / S
	INTmod: -1
	Wpn Name 2: Light crossbow
	Wpn2 AtkBonus : +2
	Wpn2 Damage : 1d8 / P
	Investigation : -1
	WIS: 14
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Arcana: -1
	Wpn3 Damage : 
	Perception : 4
	WISmod: +2
	CHA: 12
	Nature: -1
	Performance: 1
	Medicine: 2
	Religion: -1
	Stealth : 0
	Check Box 23: Off
	Check Box 24: Yes
	Check Box 25: Off
	Check Box 26: Yes
	Check Box 27: Off
	Check Box 28: Off
	Check Box 29: Yes
	Check Box 30: Off
	Check Box 31: Off
	Check Box 32: Off
	Check Box 33: Off
	Check Box 34: Yes
	Check Box 35: Off
	Check Box 36: Off
	Check Box 37: Off
	Check Box 38: Off
	Check Box 39: Off
	Check Box 40: Yes
	Persuasion: 1
	SleightofHand: 0
	CHamod: +1
	Survival: 4
	AttacksSpellcasting: 
	Passive: 14
	CP: 
	ProficienciesLang: Languages:
• Abyssal
• Common
• Infernal
• Orc

Weapons:
• Simple
• Marital
• Unarmed Strike

Armour:
• All armour
• Shields
	SP: 1
	EP: 
	GP: 
	PP: 
	Equipment: Class:
• Chainmail (AC = 16 +1 (Defence))
• Greatsword (2d6S; 50gp)
• Shield (AC +2; 10gp)
• Light crossbow (1d8P; 25gp)
• explorer's pack:
• • a backpack
• • a bedroll
• • a mess kit
• • a tinderbox
• • 10 torches
• • 10 days of rations
• • a waterskin
• • 50 feet of hemp rope

Background:
• set of common clothes
• a birdcage into which small birds fly but once inside never eat or leave
• monster hunter’s pack:
• • a chest
• • a crowbar
• • a hammer
• • three wooden stakes
• • a holy symbol
• • a flask of holy water
• • a set of manacles
• • a steel mirror
• • a flask of oil
• • a tinderbox
• • 3 torches

Shopping list:
• mastiff (25gp) from
https://5e.d20srd.org/srd/equipment/equipment.htm#mountsAndVehicles

	Features and Traits: [0] Darkvision 30
[0] Savage Attacks: mêlée critical hits add 1 additional weapon die roll

[1] Fighting Style Defence: +1 AC when wearing armour
[1] Second Wind: regain 1d10+level in HP
























Disregard Haunted One's background feature "Heart of Darkness"; I'd rather have the mechanics of Gruul Anarch (feature: Gruul Guild Spells) and the flavour of Haunted One (gothic noir poetry, etc.) even if I can't use the Gruul Guild Spells until I gain some spellcasting ability.
	CharacterName 2: Horc
	Age: It's rude to ask
	Height: Average
	Weight: Under
	Eyes: 2
	Skin: Yes
	Hair: Burnt haystack
	Faction Symbol Image: 
	Allies: Gruul Contacts:
• 2: My sibling has the ear of the clan chief. [They keep it in a matchbox. The chief holds me responsible for the glorious disfigurement.] [Ally named Nathgor.]

• 5: A druid in my clan believes I have a destiny to fulfill. [Rival named Pragmatix.]

Non-Gruul Contacts:
• 4: I consult with a Golgari shaman for spiritual guidance at times. [Ally named Shlyxx.]

(Guildmasters Guide to Ravnica)
	FactionName: Gruul Clans
	Backstory: Although Horc's father, Jumontux, succeeded in vanquishing the Vargouille horde, it wasn't without price. Their seer uttered a terrible curse with its dying breath and at that moment, over the hills and far away, Horc was born.

The midwOrc could tell immediately something foul was afoot due to Horc's singed eyebrows and smoking hair. She locked the infant away in a playpen, relegated to be Fantasy Daycare's problem for the next eighteen years.

A sinister intellect possessed the child and over the course of months with the aid of a toy spoon concealed in the folds of a nappy, Horc meticulously excavated an escape tunnel underneath the playpen perimeter, covering it with a doll-house whenever patrols passed by.

Having escaped the lair of the captors to whom Horc was born (with little more than a cooking book, a history encyclopædia, a ball of string, Jumontux's smoking pipe, flint and tinder, five slices of stale bread, a seized compass, a rusty mattock, a small bird trap and a spare bootlace) Horc set out into the world and learnt Survival first-hand from nature itself.

Ever-present at each step of this journey was Edgar, the self-appointed Infernal Raven who would issue guidance and instructions from the ornate gothic gilded cage. Without such otherworldly mentorship, Horc would surely have perished a myriad different ways.

Edgar taught poetry that kept Horc centred. Provided context. Evinced grim portents and ominous prognostications. A stygian vestige entrapped within Horc's frail form from birth harboured the host Jumontux eradicated that fateful night all those years ago. Edgar emphasised the imperative that Horc must not die, on pain of death, for on the night that happens, the Vargouille legion will rise as a nemesis.

Horc is willing to go along with the "don't die" part of that plan.
	Feat+Traits: Background:
https://www.dndbeyond.com/backgrounds/haunted-one

Prior to becoming an adventurer, your path in life was defined by one dark moment, one fateful decision, or one tragedy. Now you feel a darkness threatening to consume you, and you fear there may be no hope of escape:
[9: A fiend possessed you as a child. You were locked away but escaped. The fiend is still inside you, but now you try to keep it locked away.]

One trinket of special significance: choose one or roll on the Horror Trinkets table:
[20: A birdcage into which small birds fly but once inside never eat or leave]

Skills:
So, I will say that in the Ravnica context, half-orc *probably* means Gruul heritage... so swapping Intimidation out for Athletics would be easy, then (one of) your Fighter pick(s) could be Perception instead of Athletics. For the other swap... sure, I'll allow it. Insight over Investigation. It's similar enough, and makes sense with what you're doing.
level 1, 27 point buy (or standard array also fine), GGR is an acceptable (and encouraged) source, even if you don't choose a guild background you can still get guild contacts
https://drive.google.com/file/d/1_1n2__w4RIrjrGBenG0tgNjNP4qInoxX/view?usp=sharing
http://dnd5e.wikidot.com/background:gruul-anarch
You didn't actually *take* that background, but you can still get the contacts from it. (just take whatever you want. You get an ally in the Gruul, a rival in the Gruul, and a contact outside the Gruul, per the table)
	Treasure: [Appearance]
https://www.fantization.com/Quosk_Ravensire_Half_Orc_Druid_Dark_Heaven.aspx
https://www.pinterest.com/pin/art-oc-half-ork-warlock-and-her-raven-dnd--403775922840407646/
https://www.pinterest.com/pin/250372060520595593/

Horc has mottled khaki skin showing signs of rough treatment; burns, scars, infections that have healed under less than ideal conditions, boils, insect bites and fungal toenail infections. This is definitely the product of growing up in the wild; an ostracised pariah outcast from the State of Origin and unable to secure safe harbour in unfamiliar communities. Plagued by a chronic cough that delivers smoke puffs invariably resembling manic skulls tends to dissuade the more gallant egalitarians while the perpetually scorched eyebrows and gently smouldering hair torpedoes any chance at romance long before reaching first-name basis.

This explains the dejected yet stoic facial expression.

Clothing is mufti sequestered from a scarecrow in a thunderstorm except for the boots salvaged from a dead drunk frozen in a ditch one snowy evening. The right boot has a hole in the toe and the left one squeaks every second step.

Slung over the shoulder is a sooty, battered bird trap containing two perches; wildlife doesn't realise Edgar's presence on the perch, eagerly stripping the bones for morsels, is not proof of safety and a free meal. Indeed, Edgar is instrumental in springing the trap, basks in the smoke as the cage is gently roasted over a campfire, and always takes the choicest cuts before Horc gets a turn.

Eyes are wild and hunted. Any threat to Horc could spell the doom of civilisation itself. Edgar stands watch all night, crooning Infernal poetry.

Horc awakens in the chill before dawn and unhesitatingly begins the recital that beats back desolation for another day.
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