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Acrobatics DEX \
Animal Handling wis
Arcana INT
Athletics STR
Deception CHA
History INT
Insight wis
Intimidation CHA
Investigation INT
Medicine wis
Nature INT
Perception wis
Performance CHA
Persuasion CHA
Religion INT

Sleight of Hand DEX
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Fighter 5 Yvky
CLASS & LEVEL PLAYER NAME
Dragonborn Soldier (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+4 16 49 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
. 5d10
Resistances - Cold successes OO0
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 | Playing Card Set
- === LANGUAGES ===
7 N Common, Draconic
30 ft. (Walking)
Q SPEED )
) 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

N\
attack as a Bonus Action later on the same turn with a
different weapon, as long as it is a Melee weapon that
lacks the Two-Handed property. You don't add your
ability modifier to the extra attack's damage unless
that modifier is negative.

Second Wind « 3/ Long Rest

+4  Stealth DEX Breath Weapon (White) « 1 / Short Rest You can draw upon a limited well of physical and
U CHARISMA ) +2 Survival Wis As an action once per short rest, exhale in a 15 ft. mental stamina and regain 1d10+5 HP.
cone (CON DC 14, half damage on success) for 2d6
8 0 Sex() Cold Damage [6th] 3d6, [11th] 4d6, [16th] 5d6 You can use this 3 times per Long Rest, and can
- regain one expended use when you finish a Short
=== BONUS ACTIONS === Rest.
Enhanced Dual Wielding
JE— When you use your Attack action with a weapon Second Wind: Tactical Shift
that has the Liaht property, vou can make one extra Whenever vou activate vour Second Wind with a
\ SKILLS J ACTIONS )
4 N
12 PASSIVE PERCEPTION LongbOW +7 1d8+4 Piercing Martial, Ammunition, Heavy, Range, Two-Handed, Slow, Range (150/600)
Scimitar, +1 +8 1d6+5 Slashing Martial, Finesse, Light, Nick
12 PASSIVE INSIGHT
Shortsword +7 1d6+4 Piercing Martial, Finesse, Light, Vex
9 PASSIVE INVESTIGATION Spear +3 1d6 Piercing Simple, Thrown, Versatile, Sap, Range (20/60)
Unarmed Strike +3 1 Bludgeoning

SENSES

'WEAPON ATTACKS & CANTRIPS
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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+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 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.

* Ability Score Improvement « free-rules 92

* Extra Attack e 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

=== DRAGONBORN SPECIES TRAITS ===

* Draconic Ancestry « BR 34
You gain a breath weapon and damage resistance
with your chosen dragon type.

| White Dragon * BR 34
Cold

* Breath Weapon ¢« BR 34
Once per short rest as an action, exhale destructive

N
energy based on your Draconic Ancestry. Each
creature in the area must make a DC 14 saving throw
(type determined by your ancestry), taking 2d6 ([6th]
3d6, [11th] 4d6, [16th] 5d6) on a failed save, and half
damage on a successful one.

| White Dragon « BR 34
As an action once per short rest, exhale in a 15 ft.
cone (CON DC 14, half damage on success) for 2d6
Cold Damage [6th] 3d6, [11th] 4d6, [16th] 5d6

| Breath Weapon (White): 1 / Short Rest « 1 Action

* Damage Resistance * BR 34
You have resistance to the damage type associated
with your draconic ancestry.

| White Dragon « BR 34
Cold Damage

* Languages ¢ BR

=== FEATS ===

* Two-Weapon Fighting « free-rules 210

When you make an extra attack as a result of using a
weapon that has the Light property, you can add your
ability modifier to the damage of that attack if you
aren’t already adding it to the damage.

* Dual Wielder « PHB-2024 203
Ability Score Increase. Str. or Dex. increased by 1.

Enhanced Dual Wielding. When you use your Attack
action with a weapon that has the Light property, you
can make one extra attack as a Bonus Action later on
the same turn with a different weapon, as long as it is
a Melee weapon that lacks the Two-Handed property.
You don't add your ability modifier to the extra attack's
damage unless that modifier is negative.

FEATURES & TRAITS
\\
Necklace of Adaptation 1 -- Tinderbox 1 1lb.
Scimitar, +1 1 31b. Torch 10 10 Ib.
Studded Leather 1 13 Ib. Waterskin 1 51b.
Spear 1 31b. Caltrops 20 2 |b.
Shortsword 1 2 1b. Crowbar 1 51b.
Longbow 1 21b.
Backpack 1 5 lb.
Quiver 1 11b.
Dice 1 -
WEIGHT CARRIED Arrows 20 11b.
87 Ib. Healer's Kit 1 31b.
ENCUMBERED Traveler's Clothes 1 4 1b.
150 Ib. Oil 2 2 1b. Necklace of Adaptation 1 -
PUSH/DRAG/LIFT Rations 10 20 Ib.
300 Ib. Rope 1 51b.
EQUIPMENT ))
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Quick Draw. You can draw or stow two weapons, even
if they lack the Two-Handed property.

| Enhanced Dual Wielding: 1 Bonus Action
* Weapon Mastery « PHB-2024 91

| Scimitar (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.

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

| 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.

| Nick (Scimitar): 1 Action

| Vex (Shortsword): 1 Action

| Sap (Spear): 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

* 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

N

ADDITIONAL EQUIPMENT
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Hombre 16 Medium 190 cm
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Neutral Uthgar, El Padre White Scales  Ice Blue None :(
ALIGNMENT FAITH SKIN EYES HAIR
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L \ L \
/ \ Va X\
=== Allies === .
' | face problems head-on. A simple,
Adiin es fanboy de Akra, La Comandante direct solution is the best path to
success.
=== Organizations === | enjoy being strong and like
PERSONALITY TRAITS
La Liga de Aventureros, Los Lobos de Escarcha -~ ]
[ "]
Independence. When people follow
orders blindly, they embrace a kind
of tyranny. (Chaotic)
IDEALS
L~ 1
[ "]
Those who fight beside me are those
worth dying for.
BONDS
L~ 1
[N ~~"]
I have little respect for anyone who is not a
proven warrior.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS /) N\ FLAws 7
\ /4 3\ /4

Ag Bah Diin naci6 en el remoto y helado norte de
los Reinos Olvidados, en la Frontera Salvaje. Su
llegada fue un acontecimiento inusual: un huevo
blanco y escarchado fue hallado en las cavernas
de hielo de los Montes Nether, cerca del hogar de
un clan Uthgardt llamado los Lobos de Escarcha,
quienes adoran a Uthgar, El Padre de la Batalla.
Al ver este huevo brillante bajo la luz de la aurora
boreal, los guerreros del clan lo consideraron una
sefial divina. La chaman del clan, Gurna Ojos de
Nieve, interpret6 el hallazgo como un regalo de
Uthgar, quien habia enviado a un guerrero de
sangre fria para reforzar su clan y enfrentarse a
los horrores del invierno.

Cuando Adiin rompid el cascarén, era evidente
que no era como ellos: un dragonborn blanco con
escamas que reflejaban la nieve y el hielo, y una
mirada de profunda calma que ocultaba una furia
latente. Aunque era diferente, los Lobos de
Escarcha lo aceptaron como uno de los suyos y lo
criaron como a un verdadero hijo del clan. Su
fuerzay resistencia impresionaron a todos desde
joven, destacando en las cacerias y las pruebas
de fuerza que el clan usaba para honrar a Uthgar.

Con el tiempo, Adiin se hizo conocido como
Hielomanto por su habilidad para manipular el
hielo y el frio, tanto en el combate como en la vida
diaria. Durante una batalla con una tribu orca que
invadio sus tierras, Adiin desato por primera vez el
aliento gélido caracteristico de los dragonborn de
su linaje, congelando a sus enemigos en un
instante. Este don fue visto como una bendicién
de Uthgar, quien habia otorgado a su hijo
dragonborn una herramienta de destruccion
poderosa.

Ahora, Adiin se aventura fuera de las heladas
tierras de su hogar en una misién de honor. Su
clan fue atacado recientemente por una fuerza
desconocida, una sombra del sur que parecia
consumir toda luz y calor. La chaméan Gurna

CHARACTER BACKSTORY

Adiin es estoico y reservado, pero su lealtad es
inquebrantable. Siente un gran respeto por la fuerza
en todas sus formas, y aunque no siempre comparte
las costumbres de otros pueblos, siempre esta
dispuesto a aprender de aquellos que demuestran
valentia. Como guerrero de Uthgar, desprecia la
cobardia y la traicion, y no dudaria en enfrentarse a
cualquier enemigo que atente contra su honor o el
de su clan.

ADDITIONAL NOTES /,
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