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Jules Sige (Level 1)
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Fighter 1

CLASS & LEVEL PLAYER NAME
Variant Human Soldier
RACE BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+0 16 19 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
1d10 successes O=O=0O
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
INSPIRATION
j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS
j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Dice Set, Vehicles (Land)
S==x N
=== LANGUAGES ===
7 N Common, Undercommon
30 ft. (Walking)
A SPEED )
i PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

=== BONUS ACTIONS ===
Polearm Master - Bonus Attack

When you take the Attack action with a glaive,
halberd, quarterstaff, or spear, you can use a bonus

primary attack and has a damage die of
<strong>d4</strong> (bludgeoning).

action to make a melee attack with the opposite end of
the weapon that uses the same ability modifier as the

Second Wind « 1/ Short Rest
Once per short rest, you can use a bonus action to
regain 1d10 + 1 HP.

=== REACTIONS ===
Polearm Master - Opportunity Attack

While you are wielding a glaive, halberd, pike,
quarterstaff, or spear, other creatures provoke an
opportunity attack from you when they enter your
reach (10').

74

SKILLS \ ACTIONS
4 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 g WEAPON ATTACKS & CANTRIPS /
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=== FIGHTER FEATURES ===
* Hit Points « PHB 71
* Proficiencies « PHB 71

* Fighting Style « PHB 72
You adopt a fighting style specialty.

| Great Weapon Fighting « PHB
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

=== VARIANT HUMAN RACIAL TRAITS ===

* Languages ¢ BR 31

You can speak, read, and write Common and one
extra language.

* Ability Score Increase * BR 31

1.

* Skills « BR 31
You gain proficiency in one skill of your choice.

* Feat» BR 31
You gain one feat of your choice.
=== FEATS ===

* Polearm Master « PHB 168

Two different ability scores of your choice increase by

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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EQUIPMENT

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.
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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 /,






