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ARMOR Max HP Current HP Temp HP
+2 16 49 --
INITIATIVE CLASS \ HIT POINTS
/ / /
5d10 successes O=O=0O
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
— e— === TOOLS ===
ABILITY SAVE DC | Smith's Tools
- === L ANGUAGES ===
7 N Common, Telepathy, Thri-kreen
30 ft. (Walking)
A SPEED )
i 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

=== BONUS ACTIONS ===
Pole Strike

Immediately after you attack with a Quarterstaff, a
Spear, or a weapon with the Heavy and Reach
properties, you can use a Bonus Action to make a
melee attack. This deals 1d4 Bludgeoning damage.

Second Wind ¢ 3/ Long Rest
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.

Second Wind: Tactical Shift

Whenever you activate your Second Wind with a
Bonus Action, you can move up to half your Speed
without provoking Opportunity Attacks.

=== REACTIONS ===
Reactive Strike

While holding a a Quarterstaff, a Spear, or a
weapon with the Heavy and Reach properties, you
can take a Reaction to make one melee attack adainst

~

SKILLS ),

ACTIONS

74

SENSES

'WEAPON ATTACKS & CANTRIPS

7' N
15 PASSIVE PERCEPTION Halberd, +1 +8 1d10+5 Slashing Martial, Heavy, Reach, Two-Handed, Cleave
15 DASSIVE INSIGHT Javelin +7 1d6+4 Piercing Simple, Thrown, Slow, Range (30/120)
Scimitar +7 1d6+4 Slashing Martial, Finesse, Light, Nick
10 PASSIVE INVESTICATION Shortsword, +1 +8 1d6+5 Piercing Martial, Finesse, Light, Vex
Darkvision 60 ft. Unarmed Strike +7 5 Bludgeoning




* 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

* 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

* 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

=== THRI-KREEN SPECIES TRAITS ===

* Ability Score Increases ¢ SAIS 9

When determining your character’s ability scores,
increase one score by 2 and increase a different score
by 1, or increase three different scores by 1.

| Increase two scores (+2/ +1) ¢
Increase one of these scores by 2 and a different
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=== FIGHTER FEATURES === | Champion score by 1.

* Languages ¢ SAIS 9

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type * SAIS 15
You are a Monstrosity.

* Size « SAIS 15
You are Medium or Small. You choose the size when
you select this race.

* Speed ¢ SAIS 15
Your walking speed is 30 ft.

* Chameleon Carapace * SAIS 15
While you're not wearing armor, your base AC is +12.

As an action, you can change the color of your
carapace to match the surroundings, giving you
advantage on Dexterity (Stealth) checks made to hide.

| Chameleon Carapace (Change Color): 1 Action

* Darkvision « SAIS 15

You can see in dim light within 60 ft. of you as if it were
bright light, and in darkness as if it were dim light, only
discerning colors in that darkness as shades of gray.

* Secondary Arms ¢ SAIS 15

You have two slightly smaller arms below your primary
pair of arms that can manipulate an object, open/close
a door or container, pick up or set down a Tiny object,

or wield a weapon with the light property.

* Sleepless * SAIS 15

You do not require sleep and can remain conscious
during a long rest, though you must still refrain from
strenuous activity to gain the benefit of the rest.

FEATURES & TRAITS
\\
Halberd, +1 1 6 Ib. Rope 1 51b.
Shortsword, +1 1 21b. Tinderbox 1 11b.
Spell Scroll (Level 2) 1 -- Torch 10 10 Ib.
Chain Mail 1 55 Ib. Waterskin 1 51b.
Javelin 8 16 Ib. Caltrops 20 2 |b.
Halberd 1 6 Ib. Crowbar 1 51b.
Scimitar 1 31b.
Shortsword 1 21b.
Backpack 1 5 lb.
WEIGHT CARRIED Dice L -
157 Ib. Manacles 1 6 Ib.
ENCUMBERED Hooded Lantern 1 2 1b.
270 Ib. Traveler's Clothes 1 4 1b.
PUSH/DRAG/LIFT Oil 2 21b.
540 |b. Rations 10 20 Ib.
EQUIPMENT ))
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* Thri-kreen Telepathy « SAIS 15

Without magic, you can't speak the non-thri-kreen
languages you know. Instead you can use telepathy,
magically transmitting your thoughts mentally to willing
creatures within 120 ft. of yourself. A contacted
creature doesn’t need to share a language with you,
but must be able to understand at least one language.

The telepathic link is broken if the distance between
you is more than 120 ft., if either of you are
incapacitated, or if either of you mentally breaks the
contact (no action required).

=== FEATS ===

* Two-Weapon Fighting « PHB-2024 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.

* Polearm Master « PHB-2024 206
Ability Score Increase. Increase your Dex. or Str. by 1.

Pole Strike. Immediately after you attack with a
Quarterstaff, a Spear, or a weapon with the Heavy and
Reach properties, you can use a Bonus Action to
make a melee attack. This deals 1d4 Bludgeoning
damage.

Reactive Strike. While holding a a Quarterstaff, a
Spear, or a weapon with the Heavy and Reach
properties, you can take a Reaction to make one
melee attack against a creature that enters into that
weapon's reach.

| Pole Strike: 1 Bonus Action

| Reactive Strike: 1 Reaction

* Alert « PHB-2024 200
Initiative Proficiency. When you roll Initiative, add +3 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

| Halberd (Cleave) ¢
Cleave. Once per turn, if you hit a creature with a
melee attack using a Halberd, you can make another
melee attack with it against a second creature within 5
ft. of the first that's within your reach. On a hit, the
second creature takes the Halberd’'s damage, but
without your ability modifier (unless the modifier is
negative).

| 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.

| Vex (Shortsword): 1 Action

| Cleave (Halberd): 1 Action

| Nick (Scimitar): 1 Action

* 4: Weapon Mastery « PHB-2024 91

ADDITIONAL FEATURES & TRAITS

| 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.

| Slow (Javelin): 1 Action

N
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Kaz'vess naci6 en las aridas tierras de la
Desolacién de Shaar, un lugar inhéspito donde su
enjambre de Thri-kreen prosperaba gracias a su
conexién mental colectiva. Como dron guerrero,
su proposito era claro: proteger a la mente
enjambre a toda costa. Su existencia estaba
intrinsecamente ligada a la voluntad del enjambre,
y su identidad individual era casi inexistente.
Kaz'vess era una pieza mas en un sistema
perfectamente sincronizado, donde cada
chasquido, cada movimiento y cada pensamiento
estaba al servicio de la supervivencia del grupo.

Todo cambi6 cuando una oleada de criaturas del
Underdark emergi6 de las profundidades,
arrasando con todo a su paso. Bestias feroces y
primitivas, como arafias gigantes, cloakers y otros
depredadores oscuros, cayeron sobre el enjambre
con una ferocidad implacable. Estas criaturas,
guiadas por un instinto voraz, atacaron sin piedad,
aprovechando la oscuridad y su nimero
abrumador. La mente enjambre, acostumbrada a
lidiar con las amenazas de la superficie, no estaba
preparada para la brutalidad de sus enemigos.
Kaz'vess lucho con todas sus fuerzas, pero el
enjambre fue diezmado. La conexién mental que
una vez lo unia a sus hermanos se desvanecio,
dejandolo en un silencio atronador. El fue uno de
los pocos sobrevivientes, pero a un alto costo: la
pérdida de su propésito y su identidad.

Por primera vez en su vida, Kaz'vess se encontrd
solo. Sin la guia de la mente enjambre, tuvo que
aprender a sobrevivir como un individuo. Al
principio, fue un proceso desorientador y doloroso.
Su aspecto intimidante y su lenguaje basado en
chasquidos lo hacian parecer una amenaza para
cualquiera que se cruzara en su camino. Las
caravanas y viajeros lo evitaban, y los pueblos
cercanos lo rechazaban por miedo. Sin embargo,
Kaz'vess descubri6 que podia utilizar sus
habilidades telepaticas residuales para
comunicarse con otras especies. Aunque al
principio era torpe y limitado, con el tiempo logré

CHARACTER BACKSTORY

ADDITIONAL NOTES




SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS

e — —

SPELLS

> 4
L
Y




