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Immediately after you use the Dash action on your
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=== FIGHTER FEATURES ===
* Core Fighter Traits « free-rules 91

* Fighting Style « free-rules 91

You gain a Fighting Style feat of your choice, and
whenever you gain a Fighter level, you can replace the
feat you chose with a different Fighting Style feat.

* Second Wind « free-rules 91
As a Bonus Action, you can draw upon a limited well of
physical and mental stamina and regain 1d10+11 HP.

You can use this 4 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 4 / Long Rest « 1 Bonus Action
* Weapon Mastery e free-rules 91
* Action Surge ¢ free-rules 91
On your turn you can take one additional action,

except the Magic action.

You can use this feature 1 time(s) until you finish a
Short or Long Rest.

| 1/ Short Rest « Special

* Tactical Mind « free-rules 91

When you fail an ability check, you can expend a use
of Second Wind, and instead of regaining HP, you roll
1d10 and add the result to the ability check. If the
check still fails, this use of Second Wind isn’t
expended.

| Special

* Fighter Subclass ¢ free-rules 92

| Champion

* Improved Critical « free-rules 96
Your attack rolls with weapons and Unarmed Strikes
can score a Critical Hit on a d20 roll of 19-20.

| 1 Action
* Remarkable Athlete ¢ free-rules 96
You have Advantage on Initiative and Strength
(Athletic) checks.
Immediately after you score a Critical Hit, you can
move up to half your Speed without provoking
Opportunity Attacks.
* 4: Weapon Mastery « free-rules 91
* Ability Score Improvement ¢ free-rules 92
* Extra Attack « free-rules 92
You can attack 3 times instead of once whenever you
take the Attack action on your turn.
* Tactical Shift « free-rules 92
Whenever you activate your Second Wind with a
Bonus Action, you can move up to half your Speed
without provoking Opportunity Attacks.
| Second Wind: Tactical Shift: 1 Bonus Action
* 6: Ability Score Improvement ¢ free-rules 92
* Additional Fighting Style « free-rules 96
* 8: Ability Score Improvement « free-rules 92
* Tactical Master « free-rules 92
When you attack with a weapon whose mastery

property you can use, you can replace that property
with the Push, Sap, or Slow property for that attack.

AN
| Tactical Master: Push: 1 Action
| Tactical Master: Sap: 1 Action
| Tactical Master: Slow: 1 Action
| 1 Action
* Indomitable « free-rules 92
If you fail a saving throw, you can reroll it with a +11
bonus. You must use the new roll.
You can use this feature 1 time(s) per Long Rest.
| 1/Long Rest ¢ Special
* 10: Weapon Mastery e free-rules 91
* Heroic Warrior « free-rules 96
During combat, you can give yourself Heroic

Inspiration whenever you start your turn without it.

| 1 Action

=== MINOTAUR SPECIES TRAITS ===

* Horns « GGtR

Your horns are natural melee weapons, which you can
use to make unarmed strikes. If you hit with them, you
deal piercing damage equal to 1d6 +4, instead of the
bludgeoning damage normal for an unarmed strike.

| 1 Action

* Goring Rush « GGtR

Immediately after you use 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.

FEATURES & TRAITS
\
Cloak of Protection 1 - Ring of Mind Shielding 1 --
Maul, +1 1 101b Bowl of Commanding Water Elementals 1 --
Cloak of Billowing 1 -- Morwenna's Reflection 1 --
Ring of Warmth 1 - Mess Kit 1 1lb
Plate 1 65 Ib.
Net 1 31b.
Backpack 1 5 lb.
Clothes, Costume 1 4 1b.
Chest 1 25 Ib.
WEIGHT CARRIED Bedroll 1 71b.
166 Ib. Rations (1 day) 10 20 Ib.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
285 Ib. Tinderbox 1 1lb. Cloak of Protection 1 --
PUSH/DRAG/LIFT Torch 10 10 Ib.
570 Ib. Waterskin 1 5 lb.
EQUIPMENT ))
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| 1 Bonus Action

* Hammering Horns * GGtR

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 shove that target
with your horns. The target must be no more than one
size larger than you and within 5 feet of you. Unless it
succeeds on a Strength saving throw (DC 16), you
push it up to 10 feet away from you.

| 1 Bonus Action

* Imposing Presence * GGtR
You have proficiency in one of the following skills of
your choice: Intimidation or Persuasion.

=== FEATS ===

* Blind Fighting « PHB-2024 209
You have Blindsight with a range of 10 ft.

* Great Weapon Fighting « free-rules 209

When you roll damage for an attack you make with a
Melee weapon that has the Two-Handed or Versatile
properties, you can treat any 1 or 2 on a damage die
asa3.

* Ability Score Improvement  free-rules 202
Increase one ability score by 2 or two ability scores by
1.

* Tough « PHB 170
Your HP maximum increases by 22.

* Heavy Armor Master « PHB-2024 204
Ability Score Increase. Con. or Str. increased by 1.

Damage Reduction. When you're hit by an attack
while you're wearing Heavy armor, any Bludgeoning,

Piercing, and Slashing damage dealt to you by that
attack is reduced by 4.

* Weapon Mastery « PHB-2024 91

| Handaxe (Vex) ¢
Vex. If you hit a creature with a Handaxe and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Morningstar (Sap) ¢
Sap. If you hit a creature with a Morningstar, that
creature has Disadvantage on its next attack roll
before the start of your next turn.

| Trident (Topple) «
Topple. If you hit a creature with a Trident, you can
force it to make a Con. saving throw (DC 8 + 4 + the
ability modifier used to make the attack). On a failed
save, the creature has the Prone condition.

| Vex (Handaxe): 1 Action

| Sap (Morningstar): 1 Action

| Topple (Trident): 1 Action
* 4: Weapon Mastery « PHB-2024 91

| Maul (Topple) ¢

Topple. If you hit a creature with a Maul, you can force

it to make a Con. saving throw (DC 8 + 4 + the ability
modifier used to make the attack). On a failed save,
the creature has the Prone condition.

| Topple (Maul): 1 Action
*10: Weapon Mastery « PHB-2024 91

| Greataxe (Cleave) *

ADDITIONAL FEATURES & TRAITS

Cleave. Once per turn, if you hit a creature with a
melee attack using a Greataxe, you can make another
melee attack with it against a second creature within 5
ft. of the first that’s within your reach. On a hit, the
second creature takes the Greataxe’s damage, but
without your ability modifier (unless the modifier is
negative).

| Cleave (Greataxe): 1 Action
* Savage Attacker ¢ free-rules 201
Once per turn when you hit a target with a weapon,
you can roll the weapon’s damage dice twice and use
either roll against the target.
* Soldier Ability Score Improvements « PHB-2024 185

| Increase two scores (+2 / +1) ¢

N

ADDITIONAL EQUIPMENT
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Male 44 Medium 2'50m 450
GENDER AGE HEIGHT WEIGHT
Neutral Puffismo DarkPurple Red Black
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=== Allies === Y4 \
Nobody stays angry at me or around
Animales, seres con comportamiento natural q no me for long, since | can defuse any
son capaces de juzgar su especie ni forma de ser. amount of tension.
La naturaleza en general. | change my mood or my mind as
=== Organizations === PERSONALITY TRAITS
L~ .
Ramen Colliseum - Golden Crushers ad ~1
Tradition. The stories, legends, and
songs of the past must never be
forgotten, for they teach us who we
IDEALS
L~ —~
[N ~~"T]
| will do anything to prove myself superior
to my hated rival.
BONDS
L~ ]
[N ~~"]
I'll do anything to win fame and
renown.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS /) N\ FLAws 7
\ /4 3\ /4

De esclavo a gladiador renombrado, Alistar Vacuo
avanzo en su vida como un ejemplo a seguir en el
mundo de las armas convirtiendose en un
importante icono en la sociedad humana.

A pesar de estar orgulloso de sus hazafias, el
nunca olvidara la tortura q le provocaron los
mismos humanos secuestrandolo de aquel
laberinto y torturandole, usandolo de
entretenimento publico como una bestia grotesca.

CHARACTER BACKSTORY

Desprecia los grupos grandes.

Es tozudo pero se hace querer.

Completamente asexual, solo siente pasion por la
adrenalina.

"Esas no dan leche" quiere decir q no le toques ni un
pelo o deja de pegarte a el cual garrapata.... Y
menos su busto.

(0 contacto fisico, excepto si es via combate).

ADDITIONAL NOTES
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=== 4th LEVEL ===

Summon Elemental

Bowl of Commanding Water Elementals -~

1A

90 ft.

SPELLS

V,S,\M

Concentration, upto Lhour  PHB-2024 325 1 Charge (Used), D: 1h, V/S/M

> 4
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