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CLASS & LEVEL PLAYER NAME
Human Guard (Milestone)
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INITIATIVE CLASS \ HIT POINTS
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3d10 successes O=O=0O
FAILURES( H H >
\§ DEFENSES \ HIT DICE \ DEATH SAVES
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HEROIC INSPIRATION j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— e— === TOOLS ===
ABILITY SAVE DC | Dice Set
=== LANGUAGES ===
7 N Common, Common Sign Language,
30 ft. (Walking) Dwarvish, Orc
\§ SPEED Y
) PROFICIENCIES & TRAINING
/ N\
=== ACTIONS === === SPECIAL ===

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

=== BONUS ACTIONS ===
Second Wind « 2 / Long Rest

You can draw upon a limited well of physical and
mental stamina and regain 1d10+3 HP.

You can use this 2 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

Action Surge * 1 / Short Rest
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.

Improved Critical

Your attack rolls with weapons and Unarmed
Strikes can score a Critical Hit on a d20 roll of 19 or
20.

Luck Points « 2 / Long Rest
You have 2 Luck Points that you can spend on the
benefits below. You reaain expended Luck Points after

74

Darkvision 60 ft.

SENSES

A WEAPON ATTACKS & CANTRIPS

) ACTIONS
4 N
15 PASSIVE PERCEPTION Greatsword +5 20643 Slashing| Martial, Heavy, Two-Handed, Graze
15 PASSIVE INSIGHT Javelin +5 1d6+3 Piercing Simple, Thrown, Slow, Range (30/120)
Unarmed Strike +5 4 Bludgeoning
11 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+3 HP.

You can use this 2 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 2/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.

| Special

* 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.

=== HUMAN SPECIES TRAITS ===

* Creature Type « PHB-2024 194
You're a Humanoid.

* 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.

=== FEATS ===

* Defense « PHB-2024 209
You gain +1 to AC when wearing Light, Medium, or
Heavy armor.

* Lucky » PHB-2024 201

Luck Points. You have 2 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: 2 / Long Rest « Special

* Alert « PHB-2024 200
Initiative Proficiency. When you roll Initiative, add +2 to
the roll.

Initiative Swap. Immediately after you roll Initiative, you
can swap your Initiative with the Initiative of one willing
ally in the same combat. You can’t make this swap if
you or the ally has the Incapacitated condition.

* 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.

| Longsword (Sap) ¢
Sap. If you hit a creature with a Longsword, that
creature has Disadvantage on its next attack roll

FEATURES & TRAITS
Goggles of Night 1 - Crowbar 1 5Ib
Chain Mail 1 55 Ib. Stone of Good Luck (Luckstone) 1 --
Javelin 8 16 Ib. Mithral Half Plate +1 (Ev, HB) 1 40 Ib.
Flail 1 2 1b. Scaled ornament (common, attu) 1 --
Greatsword 1 6 Ib. Scaled ornament (common, attu) 1 --
Clothes, Traveler's 1 4 1b.
Backpack 1 51b.
Drum 1 31b.
Oil 2 21b.
WEIGHT CARRIED Rations 10 20 Ib.
181 Ib. Rope 1 5 1b.
ENCUMBERED Tinderbox 1 11b.
240 Ib. Torch 10 10 Ib. Stone of Good Luck (Luckstone) 1 -
PUSH/DRAG/LIFT Waterskin 1 51b.
480 Ib. Caltrops 20 2 lb.

EQUIPMENT
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before the start of your next 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.

| Vex (Shortsword): 1 Action

| Sap (Longsword): 1 Action

| Graze (Greatsword): 1 Action

* Guard Ability Score Improvements « PHB-2024 181

| Increase two scores (+2 / +1) ¢

ADDITIONAL FEATURES & TRAITS

\\

ADDITIONAL EQUIPMENT
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Medium
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good
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PERSONALITY TRAITS
L~ 1
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Open. | have much to learn from the kindly folk | meet along my
way. (Good)
Inquisitive. Everything is new, but | have a thirst to learn. (Neutral)

IDEALS
L~

N
~]

[
Though | had no choice, | lament
having to leave my loved one(s)

BONDS
L~

behind. | hope to see them again one

| pretend not to understand the local
language in order to avoid
interactions | would rather not have.

o~
" ~"1]

CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS .
A\ {
/
| was raised by dwarfs as a human, thats why i
can speak their language.
CHARACTER BACKSTORY ADDITIONAL NOTES
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