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Fighter 3

JUIeS Slge (Level 3) CLASS & LEVEL PLAYER NAME
Variant Human Soldier
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
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Y N
ﬁa +5_ Strength \ 7/
ARMOR Max HP Current HP Temp HP
[ STRENGTH \ O _+0_ Dexterity
+3 ® +5 Constitution +0 16 39 S
O -1 Intelligence
O +2 Wisdom INITIATIVE CLASS \ HIT POINTS
O +1 Charisma y
( 1 d10 1
3 successes O=O=0O
DEXTERITY raiLures O=O=0
+ O \ DEFENSES \ HIT DICE \ DEATH SAVES
L SAVING THROWS ), INSPIRATION j ]
=== ARMOR ===
— y N\ ' Heavy Armor, Light Armor, Medium Armor,
CONSTITUTION O _+0_ Acrobatics DEX \ N Shields
‘ O _*2_ Animal Handling wis PROFICIENCY BONUS j === WEAPONS ===
O -1 Arcana INT = Martial Weapons, Simple Weapons
5 i =S ==
® +5 Athletics STR === TOOLS ===
O _*1  Deception CHA ABILITY SAVE DC | Dice Set, Vehicles (Land), Smith's Tools
_g— _gu—
O _-1 History INT o . .
[INTELLIGENCE ] X === LANGUAGES ===
O _*2_ Insight wis ( \ Common, Undercommon
30 ft. (Walkin
- 1 ® +3 Intimidation CHA ( 9)
® _*1 Investigation INT
O +2  Medicine wis \ SPEED /
O 1 Nature INT ) PROFICIENCIES & LANGUAGES
r WISDOM Y ® + Perception wis , \
O _t1_ Performance CHA === ACTIONS === Second Wind » 1 / Short Rest. Use a bonus action to
+ 2 a3 p . Standard Actions: Attack, Dash, Disengage, Dodge, regain 1d10 + 1 HP.
® ersuasion CHA Help, Hide, Ready, Search, Use an Object,
O -1 Religion INT Opportunity Attack, Grapple, Shove, Improvise, === REACTIONS ===
Q Two-Weapon Fighting, Interact with an Object Polearm Master - Opportunity Attack. While you are
Z S QO _+0  Sleight of Hand DEX wielding a glaive, halberd, pike, quarterstaff, or spear,
10 Stealth === BONUS ACTIONS === other creatures provoke an opportunity attack from
(—\’ o tealth DEX Polearm Master - When you take the Attack action you when they enter your reach (10°).
CHARISMA O _*2_ Survival wis with a glaive, halberd, quarterstaff, or spear, you can
s use a bonus action to make a melee attack with the Maneuvers:Superiority Dice 4 d8 /Long Rest OOO0O
+ 1 (@) Smith's Tools opposite end of the weapon that uses the same ability ~ See Features.
. modifier as the primary attack and has a damage die === SPECIAL ===
o__ M of d4 (bludgeoning). Action Surge * 1 / Short Rest. Take one additional
o) Dice action on your turn. This can be used 1 times per short
rest.
L SKILLS )/ \ ACTIONS )
7 N
14 PASSIVE WISDOM (PERCEPTION) Halberd +5 1d10+3 Slashing Martial, Heavy, Reach, Two-Handed
Handaxe +5 1d6+3 Slashing Simple, Light, Thrown, Range (20/60)
12 PASSIVE WISDOM (INSIGHT)
Unarmed Strike +5 4 Bludgeoning
11 PASSIVE INTELLIGENCE (INVESTIGATION) Polearm Master - Opportunity Attack  +5 re: weapon
Polearm - back end +5 1d4 +3 bludg. special. Re: Polearm Master.
SENSES L N WEAPON ATTACKS & CANTRIPS y




=== FIGHTER FEATURES ===

* Fighting Style « PHB 72

You adopt a fighting style specialty. * Great Weapon
Fighting * You can reroll a 1 or 2 on damage dice with
melee weapons wielded with two hands.

* Second Wind ¢« PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 1 HP.

| 1/ Short Rest » 1 Bonus Action

* Action Surge « PHB 72
You can take one additional action on your turn. This
can be used 1 times per short rest.

| 1/ Short Rest « Special

* Student of War « PHB 73
You gain proficiency with one type of artisan’s tools.

* Martial Archetype « PHB 72
| Battle Master

* Combat Superiority « PHB 73

You learn maneuvers that are fueled by superiority
dice. Maneuvers enhance an attack in some way. You
have 4d8 superiority dice per short rest.

| Superiority Dice: 4 / Short Rest » 1 Action
* Maneuvers ¢

| Goading Attack
When you hit with a weapon attack, you can expend
one superiority die to add the total to the damage roll

On failure, the target has disadvantage on all attack
rolls against targets other than you until the end of
your next turn.

| Maneuvers: Goading Attack: Special

and the target must make a WIS saving throw (DC 13).

| Parry « PHB
When another creature damages you with a melee
attack, you can use your reaction and expend one
superiority die to reduce the damage by the number
you roll on your superiority die + 0.

| Maneuvers: Parry: 1 Reaction

| Trip Attack « PHB
When you hit with a weapon attack, you can expend
one superiority die to add the total to the damage roll,
and if the target is Large or smaller, it must make a
STR saving throw (DC 13). On failure, you knock the
target prone.

| Maneuvers: Trip Attack: Special

=== FEATS ===
* Polearm Master « PHB 168

When you take the Attack action with only a
glaive,halberd, quarterstaff, or spear, you can use a
bonus action to make a melee attack with the opposite
end of the weapon that uses the same ability modifier
as the primary attack and has a damage die of d4
(bludgeoning). While you are wielding a glaive,
halberd, pike, quarterstaff, or spear, other creatures
provoke an opportunity attack from you when they
enter your reach.

| Polearm Master - Bonus Attack: 1 Bonus Action
| Polearm Master - Opportunity Attack: 1 Reaction

* Heavy Armor Master « PHB 167

Increase your STR score by 1. While you are wearing
heavy armor, bludgeoning, piercing, and slashing
damage that you take from nonmagical weapons is
reduced by 3.
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FEATURES & TRAITS
Chain Mail 1 55 |b.
Dagger 1 11b.
Handaxe 1 21b.
Handaxe 1 21b.
Handaxe 1 21b.
Halberd 1 61b.
Backpack 1 51b.
Crowbar 1 51b.
Hammer 1 3 1b.
WEIGHT CARRIED Piton 10 2.51b.
129.5 Ib. Rations (1 day) 10 20 1.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
0 lb. Tinderbox 1 11lb.
PUSH/DRAG/LIFT Torch 10 10 Ib.
0 Ib. Waterskin 1 5 Ib.

EQUIPMENT
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M 35 Medium 6'-0" 200 Ibs
GENDER AGE SIZE HEIGHT WEIGHT
fair blue brown, gray
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ , \
/ 7 S
| have a crude sense of humor.
| can stare down a hell hound
without flinching.
PERSONALITY TRAITS
L~ 1
[ ]
Live and Let Live. Ideals aren’'t worth killing over
or going to war for. (Neutral)
IDEALS
L~ 1
[ ]
| fight for those who cannot fight
for themselves.
BONDS
L~ 1
[N "]
| made a terrible mistake in battle
that cost many lives—and | would do
anything to keep that mistake secret.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS \\ FLAWS //
\ /4 /4

Background: Soldier

Feature: Military Rank

You have a military rank from your career as a
soldier. Soldiers loyal to your former military
organization still recognize your authority and
influence, and they defer to you if they are of a
lower rank. You can invoke your rank to exert
influence over other soldiers and requisition simple
equipment or horses for temporary use. You can
also usually gain access to friendly military
encampments and fortresses where your rank is
recognized.

CHARACTER BACKSTORY

ADDITIONAL NOTES /,
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