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CLASS & LEVEL PLAYER NAME
Barthel
Variant Human Mercenary Veteran (Milestone)
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e — On your turn, when you score a critical hit with a === REACTIONS ===
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12 PASSIVE WISDOM (INSIGHT)
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=== FIGHTER FEATURES ===

* Hit Points « PHB 71
* Proficiencies « PHB 71

* Fighting Style « PHB 72
You adopt a fighting style specialty.

| Two-Weapon Fighting « PHB
When you engage in two-weapon fighting, you can add
your ability modifier to the damage of the second
attack.
* Second Wind « PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 4 HP.

| 1/ Short Rest » 1 Bonus Action
* Action Surge ¢« PHB 72
You can take one additional action on your turn. This
can be used 1 times per short rest.

| 1/ Short Rest » Special
* Martial Archetype ¢« PHB 72

| Battle Master
* Combat Superiority « PHB 73
You learn maneuvers that are fueled by superiority
dice. Maneuvers enhance an attack in some way. You
have 4d8 superiority dice per short rest.

| Superiority Dice: 4 / Short Rest « 1 Action

* Student of War « PHB 73
You gain proficiency with one type of artisan’s tools.

* Maneuvers ¢« PHB 74

| Grappling Strike « TCoE 42
Immediately after you hit a creature with a melee
attack on your turn, you can expend one superiority die
and then try to grapple the target as a bonus action.
Add the superiority die to your Strength (Athletics)
check.

| Maneuvers: Grappling Strike: 1 Bonus Action

| Precision Attack « PHB
When you make a weapon attack roll, you can expend
one superiority die to add it to the roll before or after
the roll but before any effects are applied.

| Maneuvers: Precision Attack: Special

| Riposte « PHB
When a creature misses you with a melee attack, you
can use your reaction and expend one superiority die
to make a melee weapon attack against it (add the
superiority die to the attack’s damage roll on hit).

| Maneuvers: Riposte: 1 Reaction

* Ability Score Improvement « PHB 72

=== VARIANT HUMAN RACIAL TRAITS ===

* Languages ¢ BR 31
You can speak, read, and write Common and one
extra language.

* Ability Score Increase « BR 31
Two different ability scores of your choice increase by
1.

* Skills « BR 31
You gain proficiency in one skill of your choice.

N
* Feat » BR 31
You gain one feat of your choice.

=== FEATS ===

* Fighting Initiate « TCoE 80
You learn one Fighting Style option of your choice from
the fighter class.

| Great Weapon Fighting « PHB
You can reroll a 1 or 2 on damage dice with melee
weapons wielded with two hands.

* Great Weapon Master « PHB 167

On your turn, when you score a critical hit with a melee
weapon or reduce a creature to 0 HP with one, you
can make one melee weapon attack as a bonus
action. Before you make a melee attack with a heavy
weapon that you are proficient with, you can choose to
take a -5 penalty to the attack roll to add +10 to the
attack's damage.

| Great Weapon Master Attack: 1 Bonus Action

PUSH/DRAG/LIFT

510 Ib.

FEATURES & TRAITS
Shield 1 6 Ib.
Chain Mail 1 55 Ib.
Crossbow, light 1 5 lb.
Greatsword 1 6 Ib.
Crossbow Bolts 20 1.51b.
Backpack 1 5 lb.
Bedroll 1 7 Ib.
Mess Kit 1 11b.
Rations (1 day) 10 20 Ib.
WEIGHT CARRIED Rope, Hempen (50 feet) 1 10 Ib.
132.7 Ib. Tinderbox 1 11b.
ENCUMBERED Torch 10 10 Ib.
255 |b. Waterskin 1 51b

EQUIPMENT
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Male 27 Medium 6"0" 200
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Helm Tanned Light Blue Light Brown
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ \

/ \ 7 ~
| can stare down a hell hound
without flinching.
| face problems head-on. A simple,
direct solution is the best path to

PERSONALITY TRAITS
L~ 1
[ "]
Greater Good. Our lot is to lay down
our lives in defense of others. (Good)
Independence. When people follow
IDEALS
L~ 1
[ "]
I would still lay down my life for the
people | served with.
My honor is my life.
BONDS
L~ 1
[N "]
My hatred of my enemies is blind and
unreasoning.
I'd rather eat my armor than admit when I'm
wrong.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS .
) { {
/, \
Barthel was born from war, orphaned when his
family became caught between two warrior
factions during the War of the Shining Crusade.
His village was caught in the middle between the
Shining Crusade and the Coalition, that saw its
utter destruction, and the death of his parents
which was burned into his psyche. He, along with
a few survivors were sent back to Baldur's Gate.
Being an orphan, Barthel was taken in by the
watch, and trained as a guard. As he began his
training as such a young age, along with the zeal
of avenging his parents, Bartherl became a war
master, and continues to hone his skill.
CHARACTER BACKSTORY ADDITIONAL NOTES
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