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Fighter 5 KirbyTheTank
CLASS & LEVEL PLAYER NAME
Dragonborn (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+1 16 59 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
. . 5d10
Resistances - Fire successes O-O-0
FAILURES( )=< >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Carpenter's Tools, Smith's Tools

=== LANGUAGES ===
Common, Draconic, Giant

PROFICIENCIES & TRAINING

L 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

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 14
Dex. saving throw taking 2d10 Fire damage on a failed

save or half as much damage on a success.

=== 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.

Giant’s Might « 3/ Long Rest

As a bonus action, you magically gain the following

benefits, which last for 1 minute:

- If you are smaller than Large, you become Large,
along with anything you are wearing. If you lack the
room to become Large, your size doesn’t change.

- You have advantage on Strength checks and
Strength saving throws.

- Once on each of your turns, one of your attacks with
a weapon or an unarmed strike can deal an extra 1d6

74

14 PASSIVE PERCEPTION
11 PASSIVE INSIGHT
9 PASSIVE INVESTIGATION

Darkvision 60 ft.

SENSES

Dragon's Wrath Weapon (Slumbering) +7

Flail +7
Javelin +7
Unarmed Strike +7

1d8+4 Slashing

1d8+4 Bludgeoning

1d6+4 Piercing

Martial, Versatile, Sap

Martial, Sap

5 Bludgeoning

'WEAPON ATTACKS & CANTRIPS

Simple, Thrown, Slow, Range (30/120)

\\
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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

| Rune Knight (TCoE)

* Bonus Proficiencies « TCoE
You gain proficiency with smith’s tools, and you learn
to speak, read, and write Giant.

* Rune Carver « TCoE

You can use magic runes to enhance your gear. You
learn 2 runes of your choice, from among the runes
described below, and each time you gain a level in this
class, you can replace one rune you know with a
different one from this feature.

| Cloud Rune ¢
While wearing or carrying an object inscribed with this
rune, you have advantage on DEX (Sleight of Hand)
checks and CHA (Deception) checks.
Once per short rest, when you or a creature you can
see within 30 ft. of you is hit by an attack roll, you can
use your reaction to choose a different creature, other
than the attacker, within 30 ft of you to become the
target of the attack instead, using the same roll.

| 1/ Short Rest » 1 Reaction

| Fire Rune
While wearing or carrying an object inscribed with this
rune, your proficiency bonus is doubled for any ability
check you make that uses your proficiency with a tool.
In addition, when you hit a creature with an attack
using a weapon, you can invoke the rune to summon
fiery shackles: the target takes an extra 2d6 fire
damage, and it must succeed on a STR saving throw
(DC:14) or be restrained for 1 minute. While restrained
by the shackles, the target takes 2d6 fire damage at
the start of each of its turns. The target can repeat the
saving throw at the end of each of its turns, banishing
the shackles on a success. Once you invoke this rune,
you can't do so again until you finish a short or long
rest.

| 1/ Short Rest « Special

* Giant's Might « TCoE

As a bonus action, you magically gain the following
benefits, which last for 1 minute:

- If you are smaller than Large, you become Large,
along with anything you are wearing. If you lack the
room to become Large, your size doesn’t change.

- You have advantage on Strength checks and
Strength saving throws.

- Once on each of your turns, one of your attacks with
a weapon or an unarmed strike can deal an extra 1d6
damage to a target on a hit.

You can use this feature 3 times, and you regain all
expended uses of it when you finish a long rest.

| 3/ Long Rest « 1 Bonus 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

=== DRAGONBORN SPECIES TRAITS ===

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

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

N

FEATURES & TRAITS
Dragon's Wrath Weapon (Slumbering) 1 3lb. Caltrops 20 2 b.
Potion of Healing 1 0.5 Ib. Crowbar 1 51b.
Potion of Healing 1 0.5 Ib.
Chain Mail 1 55 Ib.
Javelin 7 14 b.
Flail 1 21b.
Backpack 1 5 lb.
Backpack 1 5 lb.
Potion of Mind Reading 1 -
WEIGHT CARRIED oil 2 2lb.
135 Ib. Rations 10 20 Ib.
ENCUMBERED Rope 1 5lb.
270 Ib. Tinderbox 1 11lb. Dragon's Wrath Weapon (Slumbering) 1 31b.
PUSH/DRAG/LIFT Torch 10 10 Ib.
540 Ib. Waterskin 1 51b.

EQUIPMENT
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* 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.

| Gold Dragon
You have a Gold 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 14
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.

* Darkvision « PHB-2024 187
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

=== 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.

* Charger « PHB-2024 202
Ability Score Increase. Increase your Str. or Dex. by 1.

Improved Dash. When you Dash, your speed
increases by 10 ft. for that action.

Charge Attack. If you move at least 10 ft. in a straight
line toward a target immediately before hitting a melee
attack roll, choose one of the following effects: gain
1d8 bonus damage to the attack, or push the target up
to 10 ft. away from you if it is no more than one size
larger than you.

| Improved Dash: 1 Action

| Charge Attack: 1 Action
* Farmer Ability Score Improvements « PHB-2024 180

| Increase two scores (+2 / +1) ¢
* Weapon Mastery « PHB-2024 91

| Glaive (Graze) *
Graze. If your attack roll with a Glaive misses a

creature, you can deal damage to it equal to the ability
modifier used to make the attack. This damage is the

ADDITIONAL FEATURES & TRAITS

same type dealt by the Glaive, and can only be
increased by increasing the ability modifier.

| 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.

| 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.

| Graze (Greatsword): 1 Action

| Slow (Javelin): 1 Action

| Graze (Glaive): 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 + 3 + the
ability modifier used to make the attack). On a failed
save, the creature has the Prone condition.

| Topple (Trident): 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 EQUIPMENT
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| insist on being taken seriously as
a full-grown adult. Nobody talks
down to me!
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