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Fighter 9
CLASS & LEVEL PLAYER NAME
Half-Orc Outlander (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
—————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
o 18 117 --
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
9d10 successes O=O=0O
FAILURES( )=< >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
3
INSPIRATION
j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS
j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Wargong
S==x N
=== LANGUAGES ===
7 N Common, Gnomish, Orc
30 ft. (Walking)
\§ SPEED Y
) PROFICIENCIES & LANGUAGES
N\
=== ACTIONS ===
Standard Actions Extra Attack

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 ===
Second Wind ¢ 1/ Short Rest

Once per short rest, you can use a bonus action to
regain 1d10 + 9 HP.

=== SPECIAL ===
Action Surge ¢ 1 / Short Rest

You can take one additional action on your turn.
This can be used 1 times per short rest.

You can attack twice whenever you take the Attack
action on your turn.

Indomitable ¢ 1 / Long Rest

You can reroll a saving throw that you fail - you
must use the new roll. You can use this 1 times per
long rest.

Relentless Endurance « 1 / Long Rest
When you are reduced to 0 HP but not killed, you
can drop to 1 HP instead once per long rest.

ACTIONS

74

14 PASSIVE WISDOM (PERCEPTION)
10 PASSIVE WISDOM (INSIGHT)
10 PASSIVE INTELLIGENCE (INVESTIGATION)

Darkvision 60 ft.

SENSES

Crossbow, Light +7
Warhammer, +1 +10
Unarmed Strike +9

1d8+3 Piercing

1d8+6 Bludgeoning Martial, Versatile

6 Bludgeoning

'WEAPON ATTACKS & CANTRIPS

Simple, Ammunition, Loading, Range, Two-Handed, Range (80/320)

\\




EQUIPMENT
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Fighter 9
Xlatan CLASS & LEVEL PLAYER NAME
Half-Orc Outlander (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
—_— —
7 <
=== FIGHTER FEATURES === * Remarkable Athlete « PHB
You can add +2 to any STR, DEX, or CON check you
* Hit Points « PHB 71 make that doesn’t already use your proficiency bonus
and when you make a running long jump, you add +5
* Proficiencies « PHB 71 ft. to the distance.
* Fighting Style « PHB 72 * Indomitable « PHB 72
You adopt a fighting style specialty. You can reroll a saving throw that you fail - you must
use the new roll. You can use this 1 times per long
| Great Weapon Fighting « PHB rest.
You can reroll a 1 or 2 on damage dice with melee
weapons wielded with two hands. | 1/ Long Rest « Special
* Second Wind « PHB 72
Once per short rest, you can use a bonus action to === HALF-ORC RACIAL TRAITS ===
regain 1d10 + 9 HP.
* Darkvision « BR 41
| 1/ Short Rest * 1 Bonus Action You can see in darkness (shades of gray) up to 60 ft.
* Action Surge ¢ PHB 72 * Menacing * BR 41
You can take one additional action on your turn. This You gain proficiency in the Intimidation skill.
can be used 1 times per short rest.
* Relentless Endurance « BR 41
| 1/ Short Rest « Special When you are reduced to 0 HP but not killed, you can
drop to 1 HP instead once per long rest.
* Martial Archetype « PHB 72
| 1/Long Rest « Special
| Champion
* Savage Attacks ¢« BR 41
* Improved Critical « PHB When you score a critical hit, roll one of the weapon’s
Your weapon attacks score a critical hit on a roll of 19 dice one additional time and add it to the extra
or 20. damage.
* Ability Score Improvement « PHB 72
* Extra Attack « PHB 72
You can attack twice whenever you take the Attack
action on your turn.
| Special
FEATURES & TRAITS
Warhammer, +1 1 21b Hammer 1 31b.
Weird Tank 1 - Piton 10 251b.
Tankard of Sobriety 1 - Rations (1 day) 10 20 Ib.
Chain Mail 1 55 Ib. Rope, Hempen (50 feet) 1 10 Ib.
Plate 1 65 Ib. Tinderbox 1 11b.
Crossbow, Light 1 5 lb. Torch 10 10 Ib.
Battleaxe 1 4 1b. Waterskin 1 51b.
Greatsword 1 6 Ib.
Crossbow Bolts 20 1.51b.
WEIGHT CARRIED Backpack 1 51b.
226 |b Clothes, Common 1 31b.
ENCUMBERED Pot, Iron 1 10 Ib.
300 Ib. Shovel 1 51b.
PUSH/DRAG/LIFT Smith's Tools 1 8 Ib.
600 Ib. Crowbar 1 5 1b.




CHARACTER APPEARANCE
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Male 29 Medium 6'5" 210
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Tempus God of Gray Brown with yellc Copper
ALIGNMENT FAITH SKIN EYES HAIR

— —
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ALLIES & ORGANIZATIONS

| once ran twenty-five miles without
stopping to warn to my clan of an
approaching orc horde. I'd do it again
if | had to.

PERSONALITY TRAITS

L~ 1
[ ~"1
Change. Life is like the seasons, in
constant change, and we must
change with it. (Chaotic)

IDEALS

"

L~ —~
[ ~"1
1 will bring terrible wrath down on the evildoers
who destroyed my homeland.
BONDS
L~ —~
[N "]
| am too enamored of ale, wine, and
other intoxicants.
N FLAWS -/

CHARACTER BACKSTORY

ADDITIONAL NOTES /,




SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS

e — —

SPELLS

> 4
L
Y






