D&D
1B ENOINID)

—

R. Hipo Hipotenusa

STRENGTH

INTELLIGENCE

14

L

WISDOM

14

o

CHARISMA

8

L)

CHARACTER NAME

o’
ﬁa +4_ Strength
O =+

5 Dexterity
+5_ Constitution
+3_ Intelligence

+3  Wisdom

O O0OO0O©o

+0  Charisma

+1 Bonus on
saves

SAVING THROWS

Advantage on ST
\

Y

(o=
®)

Acrobatics DEX

+2_ Animal Handling wis

O _+2 Arcana INT

® +3 Athletics STR
O -1  Deception CHA
O _+2_ History INT

O _+2 Insight wis

O -1 Intimidation CHA
O _*2_ Investigation INT
O +2  Medicine wis

O _*2 Nature INT

® _+5  Perception Wis
O _-1_ Performance CHA
QO -1  Persuasion CHA
O _*2_ Religion INT

® _*7_ Sleight of Hand DEX
® _+7_ Stealth DEX

® _+5  Survival wis
o__

o__

O

L SKILLS

5

y

Fighter 5

—

MRLELINGENUOS56239

PROFICIENCY BONUS

Heavy Armor, Light Armor, Medium Armor,
Shields

CLASS & LEVEL PLAYER NAME
Giff Custom Background (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
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ARMOR Max HP Current HP Temp HP |
* 20 39 --
INITIATIVE CLASS \ HIT POINTS /
/4 / / \
5d10 successes O=O=0O
FAILURES( )=< >=( )
\ DEFENSES \ HIT DICE \ DEATH SAVES J
3
HEROIC INSPIRATION
j === ARMOR ===

=== WEAPONS ===
Firearms, Martial Weapons, Simple Weapons

e— === TOOLS ===
ABILITY SAVE DC | Smith's Tools, Tinker's Tools
- === LANGUAGES ===
7 N Common, Common Sign Language, Draconic
30 ft. (Walking), 30 ft. (Swimming)
\§ SPEED Y
) PROFICIENCIES & TRAINING
=== ACTIONS ===
Standard Actions === BONUS 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

Superiority Dice * 4 / Short Rest

You learn maneuvers that are fueled by special
dice called Superiority Dice. Many maneuvers
enhance an attack in some way. You can use only one
maneuver per attack.

You have 4d8 Superiority Dice, which are expended
when used. You regain any expended Superiority Die
when vou finish a Short or Lona Rest.

Second Wind « 3/ Long Rest
You can draw upon a limited well of physical and
mental stamina and regain 1d10+5 HP.

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

Second Wind: Tactical Shift

Whenever you activate your Second Wind with a
Bonus Action, you can move up to half your Speed
without provoking Opportunity Attacks.

=== SPECIAL ===

ACTIONS

74

\\

15 PASSIVE PERCEPTION Pistol +9 1d10+4 Piercing  Martal, Ammuniton (Firearms), Range, Loading, Vex, Range (30/90)
12 DASSIVE INSIGHT Rifle de tubo(longbow) +9 1d8+4 Piercing  waral, ammuniion, Heavy, Range, Two-Handed, Slow, Range (150/600)
Scimitar +7 1d6+4 Slashing Martial, Finesse, Light, Nick
12 PASSIVE INVESTICATION Shortsword +7 1d6+4 Piercing Martial, Finesse, Light, Vex
Shotgun MTs 225(Musket,+1)  +10 1d12+5 Piercing . snmon ceeams) R, Losdn, Tardc, i, ange (10120
Unarmed Strike +3 1 Bludgeoning
SENSES A WEAPON ATTACKS & CANTRIPS /
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=== FIGHTER FEATURES ===
* Core Fighter Traits « PHB-2024 91

* Fighting Style « PHB-2024 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 « PHB-2024 91
As a Bonus Action, you can draw upon a limited well of
physical and mental stamina and regain 1d10+5 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 « PHB-2024 91
* Action Surge « PHB-2024 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 « PHB-2024 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 « PHB-2024 92

| Battle Master

* Combat Superiority « PHB-2024 93

You learn maneuvers that are fueled by special dice
called Superiority Dice. Many maneuvers enhance an
attack in some way. You can use only one maneuver
per attack.

You have 4d8 Superiority Dice, which are expended
when used. You regain any expended Superiority Die
when you finish a Short or Long Rest.

| Superiority Dice: 4 / Short Rest « 1 Action

* Student of War « PHB-2024 94

You gain proficiency with one type of Artisan’s Tools of
your choice, and in one skill of your choice from the
skills available to Fighters at level 1.

* Maneuver Options « PHB-2024 94

You know 3 maneuvers of your choice - many of which
enhance an attack in some way. You can only use one
maneuver per attack.

If a maneuver requires a saving throw, the DC equals
8 + Strength/Dexterity modifier (your choice) +
Proficiency Bonus.

| Ambush ¢
When you make a Dex. (Stealth) check or roll Initiative,
you can expend one Superiority Die and add the die to
the roll, unless you have the Incapacitated condition.

| Maneuver: Ambush: Special

| Disarming Attack ¢
When you hit a creature with an attack roll, you can
expend one Superiority Die and add the die to the
attack’s damage roll. The target must succeed on a
Str. saving throw or drop one object of your choice that
it's holding, which lands in its space.

N
| Maneuver: Disarming Attack (Dex.): 1 Action
| Maneuver: Disarming Attack (Str.): 1 Action

| Precision Attack ¢
When you miss with an attack roll, you can expend
one Superiority Die and add the die to the attack roll.

| Maneuver: Precision Attack: 1 Action
* 4: Weapon Mastery « PHB-2024 91
* Ability Score Improvement « PHB-2024 92

* Extra Attack « PHB-2024 92
You can attack 2 times instead of once whenever you
take the Attack action on your turn.

* Tactical Shift « PHB-2024 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

=== GIFF SPECIES TRAITS ===

* Ability Score Increases ¢ SAIS 9

When determining your character’s ability scores,
increase one score by 2 and increase a different score
by 1, or increase three different scores by 1.

| Increase two scores (+2 / +1) ¢
Increase one of these scores by 2 and a different
score by 1.

* Languages ¢ SAIS 9
Your character can speak, read, and write Common
and one other language that you and your DM agree is

FEATURES & TRAITS
\\
Cloak of Protection 1 - Traveler's Clothes 1 4 b.
Potion of Hill Giant Strength 1 - Firearm Bullets 100 20 Ib.
Shield, +1 1 6 Ib. Chest 1 25 Ib.
Shotgun MTs 225(Musket,+1) 1 10 Ib. Spell Scroll of levitate (Level 2) 1 --
Bag of Holding 1 51b. Crowbar 1 51b.
Studded Leather 1 13 Ib. Hammer 1 31b.
Scimitar 1 31b. Piton 10 251b.
Shortsword 1 21b. Rations (1 day) 10 20 Ib.
Rifle de tubo(longbow) 1 2 lb. Rope, Hempen (50 feet) 1 10 Ib.
WEIGHT CARRIED Pistol 1 31b. Tinderbox 1 11b.
2225 |b. Backpack 1 5 lb. Torch 10 10 Ib.
ENCUMBERED Backpack 1 51b.
300 Ib. Quiver 1 11b. Cloak of Protection 1 -
PUSH/DRAG/LIFT Quiver 1 1lb.
600 Ib. Arrows 20 1lb.
EQUIPMENT ))
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appropriate for the character.

* Creature Type * SAIS 12
You are a Humanoid.

* Size « SAIS 12
You are Medium.

* Speed ¢ SAIS 12
Your walking speed is 30 ft, and you have a swimming
speed equal to your walking speed.

* Astral Spark « SAIS 12

Once per turn, when you hit a target with a simple or
martial weapon, you can cause the target to take an
additional +3 force damage. You can use this feature 3
times per long rest.

| 3/Long Rest ¢ Special

* Firearms Mastery * SAIS 12

You have proficiency with all firearms and ignore the
loading property for firearms. In addition, attacking at
long range with a firearm doesn’t impose disadvantage
on your attack roll.

* Hippo Build « SAIS 12

You have advantage on STR based ability checks and
saving throws, and count as one size larger when
determining your carrying capacity and the weight you
can push, drag, or lift.

=== FEATS ===
* Archery « PHB-2024 209
You gain a +2 bonus to attack rolls with Ranged

weapons.

* Sharpshooter « PHB-2024 207

* Alert « PHB-2024 200
Initiative Proficiency. When you roll Initiative, add +3 to
the roll.

Initiative Swap. Immediately after you roll Initiative, you
can swap your Initiative with the Initiative of one willing
ally in the same combat. You can’t make this swap if
you or the ally has the Incapacitated condition.

* Weapon Mastery « PHB-2024 91

| Longbow (Slow) ¢
Slow. If you hit a creature with a Longbow 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.

| Musket (Slow) «
Slow. If you hit a creature with a Musket 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.

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

| Slow (Musket): 1 Action

| Vex (Pistol): 1 Action

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

| Scimitar (Nick) «
Nick. When you make the extra attack of the Light

ADDITIONAL FEATURES & TRAITS

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.

| Nick (Scimitar): 1 Action

N

ADDITIONAL EQUIPMENT
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Waterskin
Tinker's Tools
Oil

Rations

Rope
Tinderbox
Torch
Waterskin
Caltrops

Crowbar

10

20

51b.
10 Ib.
21b.
20 Ib.
51b.
1lb.
10 Ib.
51b.
21b.
51b.

ADDITIONAL EQUIPMENT
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Male 16 Medium 2'00 m 330
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Neutral grayish with pir Brown Bald
ALIGNMENT FAITH SKIN EYES HAIR
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CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS
T 7 T T

7 N
Soy muy gloton.
Soy un flipado de las armas.
Soy mas de balas que de
palabras.
PERSONALITY TRAITS
L~ .
[ "]
IDEALS
L~ —~
[ "]
BONDS
L~ ]
[N "]
Como que me dejo llevar por la
gula.Cuando me emociono o celebré
algo suelo disparar mis armas (lo cual
\\ FLAWS //

R. Hipo Hipotenusa,criado por Tito Cateto y
MEGAnN Hipotenusa,nada mas nacer ya tenia un
arma en la mano (lo cual lo hace mas
estadounidense que Andrémeda XD,dice el
narrador), mientras su padre lo sostenia en
brazos,Hipo disparo contra al techo
"juguetonamente”,Hipo se reia como el mono
bebé que era mientras su madre con una cara de
estrefiimiento daba a luz al segundo hijo,Yutta
Hipotenusa.A los pocos minutos de nacer Tito los
mando a practicar tiro al blanco.Hipo aprendié a
disparar un arma de fuego antes que caminar,
aunque no muy sorprendente para un giff.Hipo y
Yutta irian a "heredar" el oficio de sus padres,Tito
fue mercenario, MEGAN fue mercenaria, los
padres de Tito fueron mercenarios,los padres de
MEGAnN fueron mercenarios,hasta los
tataratataratataraabuelos fueron mercenarios y no
era de extrafiarse sabiendo de que raza eran.

A Hipo le gusta el maiz,las palomitas ,sobre todo
las de mantequilla, margarina y o caramelo,las
calabazas,los melones,la leche de sojay la de su
madre,la pizza,lasafia,las hamburguesas,los
hotdogs y "dorayakis", aunque esta habierto a
cualquier clase de comida que le pueda resultar
apetecible.Siempre cuidaba bien de Suverga(o
Supepino o Suberenjena dependiendo si alguno
de los méasteres consideran el nombre como algo
inapropiado y que le sera entregada en algin
futuro e inaceptable),arma de su padre con la que
su padre le deja practicar.Le gusta nadar en
"masas" de agua, trabajar de mercenario y usar
sus armas contra quienes deba
enfrentarse,excepto si son giff,en ese caso no
hard "nada".Gifftown es su ciudad natal.Se une a
la academia en busca de accién,pago (dinero o
comida pero sobre todo comida) y seguir 6rdenes.

CHARACTER BACKSTORY

ADDITIONAL NOTES
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