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	Back_Personality Traits: I am always calm, no matter what the situation. I never raise my voice or let my emotions control me.
	Back_Ideals: People. I'm loyal to my friends, not to any ideals, and everyone else can take a trip down the Styx for all I care. (Neutral)
	Back_Bonds: A little sister I loved died because of a mistake I made. That will never happen again.
	Back_Flaws:  I have a 'tell' that reveals when I'm lying. 
	Back_Background: Urban Bounty Hunter/Enforcer
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Feat: Skilled 
Urban Bounty Hunter
Skill Proficiencies: Choose two from among Deception, Insight, Persuasion, and Stealth
Tool Proficiencies: Choose two from among one type of gaming set, one musical instrument, and thieves' tools
Feature: Ear to the Ground
You are in frequent contact with people in the segment of society that your chosen quarries move through. These people might be associated with the criminal underworld, the rough-and-tumble folk of the streets, or members of high society. This connection comes in the form of a contact in any city you visit, a person who provides information about the people and places of the local area.
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	Front_Level: 5
	Front_Proficiency: 2
	Front_Inspiration: 
	Front_Passive Insight: 14
	Front_Str Mod: 4
	Front_Str Score: 18
	Front_Dex Mod: 2
	Front_Con Mod: 3
	Front_Dex Score: 14
	Front_Con Score: 16
	Front_Int Mod: 0
	Front_Int Score: 10
	Front_Wis Mod: 1
	Front_Cha Mod: 1
	Front_Cha Score: 12
	Front_Wis Score: 13
	Attune_Head: Off
	Front_Save Str: Yes
	Front_Proficiency Athletics: Yes
	Front_Expertise Athletics: Off
	Front_Str Save Throw: 6
	Front_Skill Athletics: 6
	Front_Dex Save Throw: 2
	Front_Save Dex: Off
	Front_Skill Acrobatics: 
	Front_Skill Stealth: 2
	Front_Skill Sleight of Hand: 
	Front_Proficiency Acrobatics: Off
	Front_Expertise Acrobatics: Off
	Front_Proficiency Stealth: Yes
	Front_Expertise Stealth: Off
	Front_Proficiency Sleight of Hand: Off
	Front_Expertise Sleight of Hand: Off
	Front_Con Save Throw: 3
	Front_Save Con: Yes
	Front_Save Int: Off
	Front_Int Save Throw: 0
	Front_Skill Arcana: 
	Front_Proficiency Arcana: Off
	Front_Expertise Arcana: Off
	Front_Skill History: 
	Front_Proficiency History: Off
	Front_Expertise History: Off
	Front_Skill Investigation: 
	Front_Proficiency Investigation: Off
	Front_Expertise Investigation: Off
	Front_Skill Nature: 
	Front_Proficiency Nature: Off
	Front_Expertise Nature: Off
	Front_Skill Religion: 
	Front_Proficiency Religion: Off
	Front_Expertise Religion: Off
	Front_Save Wis: Off
	Front_Wis Save Throw: 1
	Front_Proficiency Animal Handling: Off
	Front_Skill Animal Handling: 
	Front_Skill Medicine: 
	Front_Proficiency Medicine: Off
	Front_Expertise Medicine: Off
	Front_Skill Perception: 
	Front_Skill Insight: 3
	Front_Proficiency Insight: Yes
	Front_Expertise Insight: Off
	Front_Proficiency Perception: Off
	Front_Expertise Perception: Off
	Front_Skill Survival: A1
	Front_Proficiency Survival: Off
	Front_Expertise Survival: Off
	Front_Cha Save Throw: 1
	Front_Save Cha: Off
	Front_Skill Deception: 3
	Front_Proficiency Deception: Yes
	Front_Expertise Deception: Off
	Front_Skill Intimidation: 3
	Front_Proficiency Intimidation: Yes
	Front_Expertise Intimidation: Off
	Front_Skill Performance: 
	Front_Proficiency Performance: Off
	Front_Expertise Performance: Off
	Front_Skill Persuasion: 3
	Front_Expertise Persuasion: Off
	Front_Racial Traits:  Horns. You can use to make unarmed strikes. 1d6 + your Strength modifier piercing damage, 
Goring Rush. Immediately after you take the Dash action on your turn and move at least 20 feet, you can make one melee attack with your Horns as a bonus action.
Hammering Horns. Immediately after you hit a creature with a melee attack as part of the Attack action on your turn, you can use a bonus action to attempt to push that target with your horns. The target must be within 5 feet of you and no more than one size larger than you. Unless it succeeds on a Strength saving throw against a DC equal to 8 + your proficiency bonus + your Strength modifier, you can push it up to 10 feet away from you.
Labyrinthine Recall. You always know which direction is north, and you have advantage on any Wisdom (Survival) check you make to navigate or track.
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	Front_Fight Club Feature 3: Salty Salute
Also at 3rd level, you have mastered the art of the enraging insult. You can use a bonus action on your turn to provoke a creature within 60 feet who can see or hear you. That creature must make a Wisdom saving throw. On a failure, the creature takes your fisticuff’s damage die + your Charisma modifier in psychic damage and has disadvantage on any attack rolls it makes that do not include you as a target before the start of your next turn. For any of your Piss & Vinegar features that require your opponent to make a saving throw, the saving DC is calculated as follows: Piss & Vinegar save DC = 8 + your proficiency bonus + your Charisma modifier 
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