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HEROIC INSPIRATION
N 7 j === ARMOR ===
— y \ — Heavy Armor, Light Armor, Medium Armor,
CONSTITUTION O +1 Acrobatics DEX \ ™~ Shields
14 | O _+0_ Animal Handling wis PROFICIENCY BONUS j === WEAPONS ===
O 1 Arcana INT ~ Martial Weapons, Simple Weapons
® +5 Athletics STR = —r === TOOLS ===
O _*+2_ Deception CHA ABILITY SAVE DC | Calligrapher's Supplies
——— [0 ~ ~
istory INT J— ——
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30 ft. (Walkin
8 O +2 Intimidation CHA ( 9)
O _-1  Investigation INT
@ O _+0_ Medicine wis \ SPEED 74
O -1 Nature INT ) PROFICIENCIES & TRAINING
I wispom ® _+2  Perception WIS \
QO _*2_ Performance CHA === ACTIONS ===
l 1 ) Standard Actions Second Wind « 3/ Long Rest
® _*4_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, You can draw upon a limited well of physical and
® +1 Religion INT Hide, Ready, Search, Utilize, Opportunity Attack, mental stamina and regain 1d10+4 HP.
e g Grapple, Shove, Improvise, Two-Weapon Fighting,
> 3 O _*1_ Sleight of Hand DEX Interact with an Object, Study, Influence You can use this 3 times per Long Rest, and can
regain one expended use when you finish a Short
O _#1_ stealth DEX === BONUS ACTIONS === Rest.
U CHARISMA 0 . Enhanced Dual Wielding
O 0 Survival wis When you use your Attack action with a weapon === SPECIAL ===
15 O that has the Light property, you can make one extra Action Surge * 1 / Short Rest
- attack as a Bonus Action later on the same turn with a On your turn you can take one additional action,
O different weapon, as long as it is a Melee weapon that  except the Magic action.
o lacks the Two-Handed property. You don't add your
J— ability modifier to the extra attack's damage unless You can use this feature 1 time(s) until you finish a
that modifier is neaative. Short or Lona Rest.
\ SKILLS / ACTIONS )
4 N
12 PASSIVE PERCEPTION Dagger +5 1d4+3 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
Flail +5 1d8+3 Bludgeoning Martial, Sap
12 PASSIVE INSIGHT
Greatsword +5 2d6+3 Slashing Martial, Heavy, Two-Handed, Graze
PASSIVE INVESTIGATION . L .
9 Javelin +5 1d6+3 Piercing Simple, Thrown, Slow, Range (30/120)
Mace +5 1d6+3 Bludgeoning  Simple, Sap
Unarmed Strike +5 4 Bludgeoning
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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

| Champion
* Improved Critical « PHB-2024 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 « PHB-2024 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.
* 4: Weapon Mastery « PHB-2024 91

* Ability Score Improvement « PHB-2024 92

=== HUMAN SPECIES TRAITS ===

* Size « PHB-2024 194
Your Size is Medium or Small, chosen when you select
this species.

* Speed « PHB-2024 194
Your Speed is 30 ft.

* Resourceful « PHB-2024 194
You gain Heroic Inspiration whenever you finish a
Long Rest.

* Skillful « PHB-2024 193
You gain proficiency in one skill of your choice.

* Versatile « PHB-2024 194
You gain an Origin feat of your choice.

* Languages « PHB-2024 37

AN
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.

* Dual Wielder « PHB-2024 203
Ability Score Increase. Increase your Str. or Dex. 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.

Quick Draw. You can draw or stow two weapons that
lack the Two-Handed property when you would
normally be able to draw or stow only one.

| Enhanced Dual Wielding: 1 Bonus Action
* Savage Attacker « PHB-2024 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.
* Acolyte Ability Score Improvements « PHB-2024 178

| Increase two scores (+2 / +1) ¢

FEATURES & TRAITS
\\
Chain Mail 1 55 Ib. Tinderbox 1 11b.
Dagger 1 1lb. Torch 10 10 Ib.
Javelin 8 16 Ib. Waterskin 1 51b.
Mace 1 4 1b. Caltrops 20 2 |b.
Flail 1 2 1b. Crowbar 1 51b.
Greatsword 1 6 Ib.
Parchment 10 -
Backpack 1 51b.
Calligrapher's Supplies 1 5 lb.
WEIGHT CARRIED Robe L 41b.
153 Ib. Book 1 51b.
ENCUMBERED Holy Symbol 1 -
240 Ib. Oil 2 21b.
PUSH/DRAG/LIFT Rations 10 20 Ib.
480 Ib. Rope 1 5 1b.

EQUIPMENT
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* 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.

| 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.

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

| Slow (Javelin): 1 Action

| Graze (Greatsword): 1 Action

| Sap (Mace): 1 Action
* 4: Weapon Mastery « PHB-2024 91

| Dagger (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.

| Nick (Dagger): 1 Action
* Magic Initiate (Cleric) « PHB-2024 201
Two Cantrips. You learn two cantrips of your choice

from the Cleric spell list. Int., Wis., or Cha. is your
spellcasting ability for this feat's spells.

Level 1 Spell. Choose a level 1 spell from the Cleric
spell list. You always have that spell prepared. You
can cast it once without a spell slot, and you regain the
ability to cast it in that way when you finish a Long
Rest. You can also cast the spell using any spell slots
you have.

Spell Change. Whenever you gain a new level, you
can replace one of the spells you chose for this feat
with a different spell of the same level from the chosen
spell list.

Repeatable. You can take this feat more than once,
but you must choose a different spell list each time.

| Charisma

ADDITIONAL FEATURES & TRAITS
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Male 19 Medium 1,78m 150
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Neutral Tan Light brown Light blonde
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ \
// \
7 N
PERSONALITY TRAITS
L~ 1
[ "]
Order and discipline is the key
to righteousness
IDEALS
L~ 1
[ "]
He will never forget the family he
found within the servants of the Order
of Laturnum, even though they
BONDS
L~ 1
[N "]
He refuses to see the flaws of that
witch he holds highest: order,
hierarchy and zealous discipline.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS .
) { {
/, \
Coming from a humble family of farmers, he was
forced to leave at the age of 14, as there were too
many mouths to feed and he was the eldest son.
Among the servants of the Order of Amaunator (a
sect of the Church of Lathander), he found a
caring family. Willing to protect him and train him
in the ways of the light as an acolyte, he learned to
fight as a warrior of the light.
However, just as he was about to complete his
training and become a Servant himself, a beautiful
tavern maiden stole his heart on a cold night.
Thus rejected by the Order and with no other
future, Auros found a new path as an adventurer.
Now, by joining the Adventurers' League, he sets
out to prove his skills as a warrior.
CHARACTER BACKSTORY ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
Sacred Flame Magic Initiate (Cleric) DEX 12 1A 60 ft. V,S Instantaneous ~ PHB-2024 313 V/S
Light Magic Initiate (Cleric) - 1A Touch V.M 1 hour PHB-2024 292 D: 1h, V/IM
=== 1st LEVEL ===
Shield of Faith Magic Initiate (Cleric) - 1BA 60 ft. V,S,M  concentration, upto 1ominutes - PHB-2024 316  1/LR, D: 10m, V/S/M
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