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+1 Bonus on saves
Advantage on DEX unless you
are Incapacitated.
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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
Stealth DEX

Survival wis
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SKILLS
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Fighter 4 / Barbarian 3 Vanadriel
CLASS & LEVEL PLAYER NAME
Human Soldier (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
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4d10 + 3d12 successes O=O=0O
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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, Smith's Tools
S==x N
=== LANGUAGES ===
7 N Common, Draconic, Elvish
30 ft. (Walking)
A SPEED )
i PROFICIENCIES & TRAINING
/ N\
=== 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+4 HP.

You can use this limiteduse - No limited use data
available times per Long Rest, and can regain one
expended use when you finish a Short Rest.

=== REACTIONS ===
Maneuver: Riposte

When a creature misses you with a melee attack
roll, you can expend one Superiority die to make a
melee attack roll with a weapon or Unarmed Strike
aaainst that creature. If vou hit, add the Superioritv die
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74

14
11

PASSIVE IN

12

PASSIVE PERCEPTION

SIGHT

PASSIVE INVESTIGATION

SENSES

Crossbow, Light
Greatsword, +1
Handaxe

Javelin of Lightning
Pistol

Unarmed Strike

+4

+7

+6

+6

+4

+6

1d8+1 Piercing
2d6+4 Slashing
1d6+3 Slashing
1d6+3 Piercing
1d10+1 Piercing

4 Bludgeoning

'WEAPON ATTACKS & CANTRIPS

\\

Simple, Ammunition, Loading, Range, Two-Handed, Slow, Range (80/320)
Martial, Heavy, Two-Handed, Graze
Simple, Silvered, Light, Thrown, Vex, Range (20/60)
+4d6 Lightning, 1 Charge, Simple, Thrown, Slow, Range (30/120)

Martial, Ammunition (Firearms), Range, Loading, Vex, Range (30/90)
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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+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 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

| 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.

| Bait and Switch
When you're within 5 ft. of a creature on your turn, you
can expend one Superiority Die and switch places with
the creature without provoke Opportunity Attacks,
provided that the creature is willing, and doesn’t have
the Incapacitated condition.

Roll the Superiority Die. Until the start of your next
turn, you or the other creature (your choice) gains a
bonus to AC equal to the number rolled.

| Maneuver: Bait and Switch: Special

N
| Riposte «

When a creature misses you with a melee attack roll,

you can take a Reaction to expend one Superiority die

to make a melee attack roll with a weapon or Unarmed

Strike against that creature. If you hit, add the

Superiority die to the attack's damage.

| Maneuver: Riposte: 1 Reaction

| Trip Attack «
When you hit a creature with an attack 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 have the Prone condition.

| Maneuver: Trip Attack (Str.): 1 Action

| Maneuver: Trip Attack (Dex.): 1 Action
* Ability Score Improvement ¢ free-rules 92
=== BARBARIAN FEATURES ===
* Core Barbarian Traits « free-rules 51
* Rage « free-rules 51
* Unarmored Defense ¢ free-rules 51
While not wearing armor, your base AC equals 15 +
any Shield bonus.
* Weapon Mastery  free-rules 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.
* Danger Sense ¢ free-rules 52

You have Advantage on Dex. saving throws unless
you have the Incapacitated condition.

FEATURES & TRAITS
\\
Restorative Ointment 1 - Whetstone 100 100 Ib.
Ring of Water Walking 1 - Morwenna's Reflection 1 --
Stone of Good Luck (Luckstone) 1 - Shield 1 6 Ib.
Greatsword, +1 1 6 Ib. Splint 1 60 Ib.
Plate of Knight's Fellowship 1 65 Ib. Dagger 1 11b.
Javelin of Lightning 1 21b. Greatsword 1 6 Ib.
Handaxe 1 21b. Crowbar 1 5 Ib.
Crossbow, Light 1 5 lb. Hammer 1 31b.
Pistol 1 31b. Piton 10 251b.
WEIGHT CARRIED Crossbow Bolts 20 1.51b. Rations (1 day) 10 20 Ib.
3205 Ib. Backpack 1 51b. Rope, Hempen (50 feet) 1 10 Ib.
ENCUMBERED Clothes, Common 1 3 1b.
240 Ib. Potion of Healing 1 0.5 Ib. Stone of Good Luck (Luckstone) 1 -
PUSH/DRAG/LIFT Playing Card Set 1 - Plate of Knight's Fellowship 1 65 Ib.
480 Ib. Bullets, Modern 20 2 1b.
EQUIPMENT ))
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* 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 Berserker

* Primal Knowledge -« free-rules 52
You gain proficiency in another Barbarian skill of your
choice.

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.

* Frenzy « free-rules 54

If you use Reckless Attack while Rage is active, you
deal an additional 2d6 damage (the same damage
type as the weapon or Unarmed Strike used) to the
first target you hit on your turn with a Strength-based
attack.

=== HUMAN SPECIES TRAITS ===
* Size « free-rules 194
Your Size is Medium or Small, chosen when you select

this species.

* Speed ¢ free-rules 194
Your Speed is 30 ft.

* Resourceful « free-rules 194
You gain Heroic Inspiration whenever you finish a

Long Rest.

* Skillful « free-rules 193
You gain proficiency in one skill of your choice.

* Versatile « free-rules 194
You gain an Origin feat of your choice.

* Languages ° free-rules 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 ¢ free-rules 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.

* Ability Score Improvement ¢ free-rules 202

* Lucky » PHB-2024 201

Luck Points. You have 3 Luck Points that you can
spend on the benefits below. You regain expended
Luck Points after a Long Rest.

Advantage. When you roll a d20 for a D20 Test, you
can spend 1 Luck Point to give yourself Advantage on
the roll.

Disadvantage. When a creature rolls a d20 for an
attack roll against you, you can spend 1 Luck Point to
impose Disadvantage on that roll.

| Luck Points: 3/ Long Rest * Special

ADDITIONAL FEATURES & TRAITS

~N
* Weapon Mastery « PHB-2024 52

| Battleaxe (Topple) ¢
Topple. If you hit a creature with a Battleaxe, 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.

| 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.

| Topple (Battleaxe): 1 Action
| Vex (Pistol): 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.

| 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

Tinderbox
Torch

Waterskin

1 1lb.
6 6 Ib.
1 51b.

ADDITIONAL EQUIPMENT
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| Slow (Javelin): 1 Action
| Vex (Handaxe): 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

\\

ADDITIONAL EQUIPMENT
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Masculino 26 Medium 1,9 210
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Neutral Ligeramente m Marrones Negro
ALIGNMENT FAITH SKIN EYES HAIR
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| can stare down a hell hound
without flinching.

I've lost too many friends, and I'm
slow to make new ones.
PERSONALITY TRAITS

L~ 1

[ "]
Independence. When people follow
orders blindly, they embrace a kind
of tyranny. (Chaotic)

IDEALS

L~ 1

[ "]
I'll never forget the crushing defeat
my company suffered or the
enemies who dealt it.

BONDS

L~ 1

[N "]
My hatred of my enemies is blind
and unreasoning.

\ FLAWS /

CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS ) N ‘s
\ /4 /4

1. Origen y Juventud:

Gildarts naci6 en Martira Bay, Un puerto
estratégico constantemente disputado, con un
clima de guerra que afecta su comercio y vida
cotidiana. Desde joven, aprendié a luchar para
proteger a su comunidad. Durante una incursion
particularmente brutal, perdi6 a su familia 'y su
hogar.

2. El Trauma y la Determinacion:

Después de afios como mercenario, enfrentando
criaturas aberrantes y cultistas malignos, Gildarts
se ha vuelto callado y reservado. Ha visto lo peor
de la humanidad y mas alla, pero su
determinacion por acabar con las fuerzas oscuras
nunca se ha debilitado.

3. Objetivo y Motivacion:

El objetivo principal de Gildarts es destruir a
aquellos que invocaron la oscuridad que destruy6
su vida. Busca venganza contra aquellos que
sirven a criaturas de los reinos infernales.

CHARACTER BACKSTORY

ADDITIONAL NOTES
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