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HEROIC INSPIRATION j ‘ === ARMOR ===

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

=== TOOLS ===
Carpenter's Tools, Smith's Tools

=== LANGUAGES ===
Common, Common Sign Language, Draconic

4 PROFICIENCIES & TRAINING

=== 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

Breath Weapon (Fire) « 3/ Long Rest

When you take the Attack action on your turn, you
can replace one attack with a breath weapon that is a
15-ft. Cone or a 30-ft. Line that's 5 ft. wide (choose the
shape each time). Each creature must make a DC 13
Dex. saving throw taking 2d10 Fire damage on a failed
save or half as much damage on a success.

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 you finish a Short or Long Rest.

=== BONUS ACTIONS ===
Draconic Flight « 1 / Long Rest

Once per Long Rest, you gain temporary flight for
10 minutes or until you retract the wings (no action
required) or have the Incapacitated condition. During
that time, you have a Fly Speed equal to your Speed.

74

Darkvision 60 ft.

SENSES

'WEAPON ATTACKS & CANTRIPS

SKILLS ACTIONS
4 N
13 PASSIVE PERCEPTION Warhammer +6 1d8+5 Bludgeoning Martial, Versatile, Push
10 PASSIVE INSIGHT Unarmed Strike +6 6 Bludgeoning
10 PASSIVE INVESTIGATION
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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+4 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.

| Commander’s Strike ¢
When you take the Attack action on your turn, you can
replace one of your attacks and expend one
Superiority Die to direct a willing creature who can
hear or see you to immediately use its Reaction to
make one attack with a weapon or Unarmed Strike. If
the attack hits, the creature adds the Superiority Die to
the damage roll.

| Maneuver: Commander’s Strike: 1 Action

| Disarming Attack ¢
When you hit a creature with an attack roll, you can

N
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.

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

When you hit a creature with an attack roll using a
weapon or Unarmed Strike, you can expend one
Superiority Die and add the die to the attack’s damage
roll. If the target is Large or smaller, it must succeed on
a Str. saving throw or be pushed up to 15 ft. directly
away from you.

| Maneuver: Pushing Attack (Dex.): 1 Action

| Maneuver: Pushing Attack (Str.): 1 Action
* 4: Weapon Mastery « PHB-2024 91
* Ability Score Improvement « PHB-2024 92
=== BARBARIAN FEATURES ===
* Core Barbarian Traits « PHB-2024 51
* Rage * PHB-2024 51
* Unarmored Defense « PHB-2024 51
While not wearing armor, your base AC equals 14 +
any Shield bonus.
* Weapon Mastery « PHB-2024 52
You are able to use the mastery properties of 2 kinds
of Simple or Martial Melee weapons of your choice.

Whenever you finish a Long Rest, you can change one
of those weapon choices.

FEATURES & TRAITS
\\
Restorative Ointment 1 - Bedroll 1 7 Ib.
Candle of the Deep 1 -- Shovel 1 51b.
Smoldering Armor, Breastplate 1 20 Ib. Tinderbox 1 1lb.
Bag of Holding 1 5 lb. Torch 10 10 Ib.
Potion of Cure Disease 1 - Smith's Tools 1 8 lb.
Potion of Cure Disease 1 - Waterskin 1 51b.
Figurine of Wondrous Power (Jingles) 1 -- Traveler's Clothes 1 4 1b.
Backpack 1 5 lb.
Studded Leather 1 13 Ib.
WEIGHT CARRIED Warhammer 1 51b.
137 Ib. Mess Kit 1 11b.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
240 Ib. Alchemist's Supplies 1 8 Ib.
PUSH/DRAG/LIFT Iron Pot 1 10 Ib.
480 Ib. Rations 10 20 Ib.
EQUIPMENT ))
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=== DRAGONBORN SPECIES TRAITS === * Darkvision « PHB-2024 187 | Push: Special

* Creature Type » PHB-2024 187
You are a Humanoid.

* Size « PHB-2024 187
Your size is Medium.

* Speed « PHB-2024 187
Your speed is 30 ft.

* Draconic Ancestry « PHB-2024 187
You gain a breath weapon and damage resistance
with your chosen dragon type.

| Red Dragon ¢
You have a Red Dragon ancestor.

* Breath Weapon « PHB-2024 187

When you take the Attack action on your turn, you can
replace one of your attacks with an exhalation of
magical energy. You can use your Breath Weapon 3
times per Long Rest.

| Breath Weapon (Fire) ¢
When you take the Attack action on your turn, you can
replace one attack with a breath weapon that is a 15-ft.
Cone or a 30-ft. Line that's 5 ft. wide (choose the
shape each time). Each creature must make a DC 13
Dex. saving throw taking 2d10 Fire damage on a failed
save or half as much damage on a success.

| 3/ Long Rest « 1 Action
* Damage Resistance « PHB-2024 187
You have Resistance to the damage type determined

by your Draconic Ancestry trait.

| Draconic Resistance (Fire) «
You have resistance to Fire damage.

You have Darkvision with a range of 60 ft.

* Draconic Flight « PHB-2024 187

Once per Long Rest as a Bonus Action, you gain
temporary flight for 10 minutes or until you retract the
wings (no action required) or have the Incapacitated
condition. During that time, you have a Fly Speed
equal to your Speed.

| 1/ Long Rest ¢ 1 Bonus Action

* 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 ===

* Great Weapon Fighting « PHB-2024 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.

* Crusher » PHB-2024 203
Ability Score Increase. Str. or Con. increased by 1.

Push. Once per turn, when you hit a creature with an

attack that deals Bludgeoning damage, you can move
it 5 ft. to an unoccupied space if the target is no more
than one size larger than you.

Enhanced Critical. When you score a Critical Hit that
deals Bludgeoning damage to a creature, attack rolls
against that creature have Advantage until the start of
your next turn.

ADDITIONAL FEATURES & TRAITS

* Firearm Specialist « CR

You gain proficiency with Firearms. If you roll a misfire
on an attack with a firearm, you can use your reaction
to roll a d20. If the number rolled is higher than the
weapon’s misfire score, the firearm does not misfire.
You cannot use this feature of this feat again until you
complete a short or long rest. When you use the Attack
action and attack with a one-handed weapon, you can
use a bonus action to attack with a loaded firearm with
the light property you are holding.

| 1/ Short Rest
* Weapon Mastery « PHB-2024 52

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

| Trident (Topple) «
Topple. If you hit a creature with a Trident, you can
force it to make a Con. saving throw (DC 8 + 3 + the
ability modifier used to make the attack). On a failed
save, the creature has the Prone condition.

| Topple (Trident): 1 Action

| Push (Pike): 1 Action
* Farmer Ability Score Improvements « PHB-2024 180

| Increase two scores (+2/ +1) ¢

* Weapon Mastery « PHB-2024 91

| Dagger (Nick) ¢
Nick. When you make the extra attack of the Light

ADDITIONAL EQUIPMENT
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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.

| Lance (Topple) «
Topple. If you hit a creature with a Lance, you can
force it to make a Con. saving throw (DC 8 + 3 + the
ability modifier used to make the attack). On a failed
save, the creature has the Prone condition.

| 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.

| Push (Warhammer): 1 Action

| Nick (Dagger): 1 Action

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

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

| Sap (Spear): 1 Action
* Tough « PHB-2024 202
When you take this feat, your HP maximum increases

by 10. Whenever you gain a character level thereafter,
your HP maximum increases an additional 2 HP.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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=== Allies === ﬁenn‘pvmecmv ¥ es un gran lider \\
| judge people by their actions, not their words.
TOdOS |OS de su raza If someone is in trouble, I'm always ready to lend help.
I have a strong sense of fair play and always try to find the most equitable solution to arguments.
. R I'm confident in my own abilities and do what | can to instill confidence in others.
=== Organizations === 1 udge peone by i acione, o e worde.
Liga de aventureros PERSONALITY TRAITS
L~ 1
[ "]
Luchar por la paz
Respect. People deserve to be treated with
dignity and respect. (Good)
IDEALS
L~ 1
[ "]
Dragon Negro
BONDS
L~ 1
[N "]
A veces suele perder el control
The tyrant who rules my land will stop at nothing to see me killed.
I'm convinced of the significance of my destiny, and blind to my shortcomings and
the risk of failure.
\ CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS .
) { )\ {
/ / \
Si se enfada pierde el control Es un gran estratega
Q CHARACTER BACKSTORY ADDITIONAL NOTES /
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