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ARMOR Max HP Current HP Temp HP |
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INITIATIVE CLASS \ HIT POINTS J
/7 /7 / \
5d12 + 8d10 successes O=O=0O
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION j ‘ === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
PROFICIENCY BONUS . .
@ j Martial Weapons, Simple Weapons
=== TOOLS ===
I — Dice Set
ABILITY SAVE DC |
— — === LANGUAGES ===
Common, Dwarvish, Orc
/ N\
40 ft. (Walking)
A SPEED )
) PROFICIENCIES & TRAINING

SKILLS ),

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

=== BONUS ACTIONS ===
Adrenaline Rush « 5/ Short Rest

As a Bonus Action, you can take the Dash action.
When you do, you gain 5 Temporary HP.

You can use this trait 5 times, and you regain all uses
after a Short or Long Rest.

Fightina Spirit » 3/ Lona Rest

As a bonus action, you can give yourself
advantage on weapon attack rolls until the end of the
current turn and give yourself 5 temporary HP.

Rage (Enter) » 3/ Long Rest

You can enter Rage if you aren’t wearing Heavy
Armor. You can use Rage 3 times per Long Rest, and
regain one expended use when you finish a Short
Rest.

Second Wind ¢ 3/ Long Rest
You can draw upon a limited well of physical and
mental stamina and regain 1d10+8 HP.

You can use this 3 times per Long Rest, and can
reaain one expended use when vou finish a Short

74

ACTIONS

4 N
16 PASSIVE PERCEPTION Greatsword +10 2d6+5 Slashing Martial, Heavy, Two-Handed, Graze
16 DASSIVE INSIGHT Handaxe x2 +10 1d6+5 Slashing Simple, Light, Thrown, Vex, Range (20/60)
Javelin +10 1d6+5 Piercing Simple, Thrown, Slow, Range (30/120)
9 PASSIVE INVESTIGATION Light Hammer x2 +10 1d4+5 Bludgeoning  Simple, Light, Thrown, Nick, Range (20/60)
Darkvision 120 ft. Trident, +1 +11 1d8+6 Piercing Martial, Thrown, Versatile, Topple, Range (20/60)

War Pick +10 1d8+5 Piercing Martial, Sap, Versatile
SENSES A WEAPON ATTACKS & CANTRIPS Y
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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+8 HP.

You can use this 3 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 3/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

| Samurai (XGtE)
* Bonus Proficiency « XGtE
You gain proficiency in an additional skill or learn a
new language of your choice.
* Fighting Spirit « XGtE
As a bonus action, you can give yourself advantage on
weapon attack rolls until the end of the current turn
and give yourself 5 temporary HP.

| 3/ Long Rest ¢ 1 Bonus Action
* 4: Weapon Mastery « free-rules 91
* Ability Score Improvement « free-rules 92
* Extra Attack « free-rules 92
You can attack 2 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
* Elegant Courtier « XGtE
Whenever you make a Charisma (Persuasion) check,
you gain a +1 bonus, and you gain proficiency in WIS
saving throws (or INT or CHA if you already are).
* 8: Ability Score Improvement « free-rules 92
=== BARBARIAN FEATURES ===

* Core Barbarian Traits « free-rules 51

* Rage « free-rules 51

You can take a Bonus action to enter Rage if you
aren’t wearing Heavy Armor. You can use Rage 3
times per Long Rest, and regain one expended use
when you finish a Short Rest.

Activate Rage by clicking on this feature and selecting
the drop down called Activate Rage. Deselect it to stop
Raging.

| Rage (Enter): 3/ Long Rest « 1 Bonus Action

* Unarmored Defense ¢ free-rules 51
While not wearing armor, your base AC equals 18 +
any Shield bonus.

* Weapon Mastery ¢ free-rules 52

You are able to use the mastery properties of 3 kinds
of Simple or Martial Melee weapons of your choice.
Whenever you finish a Long Rest, you can change one
of those weapon choices.

* Danger Sense ¢ free-rules 52
You have Advantage on Dex. saving throws unless
you have the Incapacitated condition.

* Reckless Attack « free-rules 52

When you make your first attack roll on your turn, you
can decide to attack recklessly, giving you Advantage
on attack rolls using Str. until the start of your next
turn, but attacks against you have Advantage during
that time.

* Barbarian Subclass « free-rules 52
| Path of the Storm Herald (XGtE)
* Primal Knowledge ¢ free-rules 52

You gain proficiency in another Barbarian skill of your
choice.

N

FEATURES & TRAITS
Belt of Hill Giant Strength 1 - Potion of Heroism 1 --
Bracers of Defense 1 - Potion of Healing (Superior) 1 0.51b.
Cloak of Protection 1 - Potion of Vitality 1 --
Handy Haversack 1 51b. Dust of Disappearance 1 -
Shield, +1 1 6 Ib. Potion of Water Breathing 1 --
Trident, +1 1 4 1b. Potion of Watchful Rest 1 --
Wraps of Unarmed Power, +2 1 -- Bedroll 1 7 Ib.
Handaxe x2 1 21b. Mess Kit 1 11b.
Javelin 4 8 Ib. Potion of Healing 1 0.5 Ib.
WEIGHT CARRIED Light Hammer x2 1 21b. Rations (1 day) 10 20 Ib.
119 Ib. Greatsword 1 6 Ib. Rope, Hempen (50 feet) 1 10 Ib.
ENCUMBERED War Pick 1 2 1b.
315 Ib. Clothes, Costume 1 4 1b. Belt of Hill Giant Strength 1 -
PUSH/DRAG/LIFT Chest 1 25 Ib. Bracers of Defense 1 -
630 Ib. Potion of Hill Giant Strength 1 - Cloak of Protection 1 -

EQUIPMENT
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While Raging, whenever you make an ability check
using one of the following skills, you can make it as a
Str. check even if it normally uses a different ability:
Acrobatics, Intimidation, Perception, Stealth, or
Survival.

* Storm Aura ¢ XGtE
You gain a 10 ft. aura effect when you start your rage
and as a bonus action on each of your turns.

| Sea *
When activated, one creature of your choice in your
aura takes lightning damage (DEX DC 18, half
damage on success) based on your level:
[3rd] 1d6, [10th] 2d6, [15th] 3d6, and [20th] 4d6

| Storm Aura: Sea: 1 Bonus Action
* 4: Weapon Mastery ¢ free-rules 52
* Ability Score Improvement  free-rules 53
* Extra Attack « free-rules 53
You can attack twice instead of once whenever you
take the Attack action on your turn.
* Fast Movement « free-rules 53
Your speed increases by 10 ft. while you aren’t
wearing Heavy armor.

=== ORC SPECIES TRAITS ===

* Creature Type » PHB-2024 195
You're a Humanoid.

* Size « PHB-2024 195
Your Size is Medium.

* Speed « PHB-2024 195
Your Speed is 30 ft.

* Adrenaline Rush « PHB-2024 195
As a Bonus Action, you can take the Dash action.
When you do, you gain 5 Temporary HP.

You can use this trait 5 times, and you regain all uses
after a Short or Long Rest.

| 5/ Short Rest « 1 Bonus Action

* Darkvision « PHB-2024 195
You have Darkvision with a range of 120 ft.

* Relentless Endurance « PHB-2024 195
Once per Long Rest, when you're reduced to 0 HP but
not killed outright, you can drop to 1 HP instead.

| 1/ Long Rest « Special

* Languages ¢ PHB-2024 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

=== FEATS ===

* Resilient
Ability Score Increase. One ability, in which you lack
saving throw proficiency, increased by 1.

Saving Throw Proficiency. You gain saving throw
proficiency with the chosen ability.

* Unarmed Fighting « PHB-2024 210

When you hit with your Unarmed Strike and deal
damage, you can deal 1d6+5 Bludgeoning damage
instead of the normal damage of an Unarmed Strike. If
you aren't holding any weapons or a Shield when you

ADDITIONAL FEATURES & TRAITS

N

make the attack roll, the d6 becomes a d8.

At the start of each of your turns, you can deal 1d4
Bludgeoning damage to one creature Grappled by you.

| 1 Action
* Ability Score Improvement ¢ free-rules 202
* Ability Score Improvement « free-rules 202

* Grappler « PHB-2024 204
Ability Score Increase. Increase your Str. or Dex. by 1.

Punch and Grab. On your turn, when you hit a creature
with an Unarmed Strike you can use both the Damage
and the Grapple option. You can use this benefit only
once per turn.

Attack Advantage. You have Advantage on attack rolls
against a creature Grappled by you.

Fast Wrestler. You don't have to spend extra
movement to move a creature Grappled by you if the
creature is your size or smaller.

* Weapon Mastery « PHB-2024 52

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

| Warhammer (Push) ¢
Push. If you hit a creature with Warhammer, you can
push the creature up to 10 ft. straight away from you if
it's Large or smaller.

| Sap (War Pick): 1 Action

| Push (Warhammer): 1 Action

Tinderbox

Torch

Waterskin

SS (2nd): Pass without Trace
SS (3rd): Leomund's Tiny Hut
SS (3rd): Sending

SS (5th): Teleportation Circle

Potion of Watchful Rest

1 1lb.
10 10 Ib.
1 51b.

ADDITIONAL EQUIPMENT
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* 4: Weapon Mastery « PHB-2024

| Javelin (Slow) «
Slow. If you hit a creature with a Javelin and deal
damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Slow (Javelin): 1 Action
* Weapon Mastery « PHB-2024 91

| Greatsword (Graze) ¢
Graze. If your attack roll with a Greatsword misses a
creature, you can deal damage to it equal to the ability
modifier used to make the attack. This damage is the
same type dealt by the Greatsword, and can only be
increased by increasing the ability modifier.

| 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.

| Light Hammer (Nick) ¢
Nick. When you make the extra attack of the Light
property, you can make it as part of the Attack action
instead of as a Bonus Action. This extra attack can
only be made once per turn.

| Vex (Handaxe): 1 Action

| Nick (Light Hammer): 1 Action

| Graze (Greatsword): 1 Action

* 4: Weapon Mastery « PHB-2024 91

| Trident (Topple) «
Topple. If you hit a creature with a Trident, you can
force it to make a Con. saving throw (DC 8 + 5 + the
ability modifier used to make the attack). On a failed
save, the creature has the Prone condition.

| Topple (Trident): 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) ¢

ADDITIONAL FEATURES & TRAITS
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