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© _+7_ Strength \

_+2  Dexterity
_+5_ Constitution
_+1_Intelligence
_+2  Wisdom

+1  Charisma

Advantage on DEX unless you
are Incapacitated.

L SAVING THROWS )’

o’ N

ﬂ) +2  Acrobatics DEX \
®

+5  Animal Handling wis

O

Arcana INT

® +7 Athletics STR
O _+1  Deception CHA
O _+1  History INT

O _+2 Insight wis

® +4 Intimidation CHA
O _+1  Investigation INT
O +2  Medicine wis

O _+1  Nature INT

® _+5 Perception WIS
QO _+1  Performance CHA
QO _+1  Persuasion CHA
O _*1  Religion INT

QO _*2_ Sleight of Hand DEX
® _+5 Stealth DEX

QO _*2_ Survival wis
o__

o__

O
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40 ft. (Walking), 40 ft. (Flying)
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Barbarian 5 Actionsparda
CLASS & LEVEL PLAYER NAME
Variant Feral Tiefling Soldier (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
P — —
/7 \
ARMOR Max HP Current HP Temp HP |
+2 17 5 O _—
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
. . 5d12
Resistances - Fire successes OO0
FAILURES( H >=< >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION j === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
@ PROFICIENCY BONUS j Martial Weapons, Simple Weapons
=== TOOLS ===
— — Dice Set
ABILITY SAVE DC |
P === LANGUAGES ===

Common, Infernal

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

74

SENSES

Spear +7

4 N
15 PASSIVE PERCEPTION Handaxe +7 1d6+4 Slashing  Simple, Light, Thrown, Vex, Range (20/60)
12 PASSIVE INSIGHT Handaxe +7 1d6+4 Slashing Simple, Light, Thrown, Vex, Range (20/60)
Handaxe +7 1d6+4 Slashing Simple, Light, Thrown, Vex, Range (20/60)
11 PASSIVE INVESTICATION Handaxe +7 1d6+4 Slashing Simple, Light, Thrown, Vex, Range (20/60)
Darkvision 60 ft. Shortbow +5 1d6+2 Piercing  simple, Ammuniion, Range, Two-Handed, Vex, Range (80/320)

1d6+4 Piercing

'WEAPON ATTACKS & CANTRIPS

Simple, Thrown, Versatile, Sap, Range (20/60)

.
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CLASS & LEVEL PLAYER NAME
Variant Feral Tiefling Soldier (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
P — —

//
=== BARBARIAN FEATURES ===

* Core Barbarian Traits « PHB-2024 51
* Rage * PHB-2024 51

* Unarmored Defense « PHB-2024 51
While not wearing armor, your base AC equals 14 +
any Shield bonus.

* Weapon Mastery « PHB-2024 52

You are able to use the mastery properties of 3 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 * PHB-2024 52
You have Advantage on Dex. saving throws unless
you have the Incapacitated condition.

* Reckless Attack « PHB-2024 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 « PHB-2024 52
| Path of the Ancestral Guardian (XGtE)

* Primal Knowledge « PHB-2024 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.

* Ancestral Protectors ¢« XGtE

While raging, the first creature you hit with an attack on
your turn has disadvantage on any attack that isn't
against you, and when the target hits a creature other
than you, that creature has resistance to the damage
dealt by the attack.

*4: Weapon Mastery « PHB-2024 52

* Ability Score Improvement « PHB-2024 53

* Extra Attack « PHB-2024 53

You can attack twice instead of once whenever you
take the Attack action on your turn.

* Fast Movement « PHB-2024 53

Your speed increases by 10 ft. while you aren’t
wearing Heavy armor.

=== VARIANT FERAL TIEFLING SPECIES TRAITS

* Darkvision « SCAG
You can see in darkness (shades of gray) up to 60 ft.

* Hellish Resistance « SCAG
You have resistance to fire damage.

* Variant Tiefling « SCAG
| Winged « SCAG
You have a flying speed of 30 feet while you aren’t
wearing heavy armor.
=== FEATS ===
* Weapon Mastery « PHB-2024 52

| Greataxe (Cleave) «

AN
Cleave. Once per turn, if you hit a creature with a
melee attack using a Greataxe, 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 Greataxe’s damage, but
without your ability modifier (unless the modifier is
negative).

| 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.

| Cleave (Greataxe): 1 Action

| Vex (Handaxe): 1 Action
* 4: Weapon Mastery « PHB-2024

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

| Sap (Spear): 1 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.

* Soldier Ability Score Improvements « PHB-2024 185

| Increase two scores (+2 / +1) ¢

FEATURES & TRAITS
\\
Shield, +1 1 6 Ib. Rations 10 20 Ib.
Handaxe 1 21b. Rope 1 51b.
Handaxe 1 21b. Bedroll 1 7 Ib.
Handaxe 1 21b. Tinderbox 1 11b.
Handaxe 1 21b. Torch 10 10 Ib.
Spear 1 3lb. Waterskin 1 51b.
Shortbow 1 21b.
Greataxe 1 7 Ib.
Backpack 1 5 lb.
WEIGHT CARRIED Quiver L 11b.
90 Ib. Dice ! -
ENCUMBERED Arrows 20 11b.
270 Ib. Healer's Kit 1 31b.
PUSH/DRAG/LIFT Traveler's Clothes 1 4 1b.
540 Ib. Qil 2 2 1b.

EQUIPMENT




CHARACTER APPEARANCE
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Male 51 Medium 59" 195
GENDER AGE HEIGHT WEIGHT
Lawful Good The Celestials Red Red White
ALIGNMENT FAITH EYES HAIR

— —
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=== Organizations ===

Voiletmere Militia

7, .
I'm always polite and respectful. |
can stare down a hell hound
without flinching.

PERSONALITY TRAITS

L~ .
[ "]

Nation. My city, nation, or people are all

that matter. (Any)

IDEALS

L~ —~
[ "]

| fight for those who cannot fight
for themselves.

BONDS

= _
My hatred of my enemies is blind
and unreasoning.

ALLIES & ORGANIZATIONS

\\ FLAWS //

As a solider in the Voiletmere militia, you pride
yourself on service to your fellow citizens and try
to up hold the legacy you believe that your
ancestors of the Balrix Empire held.

CHARACTER BACKSTORY

Recap of the campaign so far: The party came
together in Violetmere to watch the Bi-annual event,
the flight of the Lamour Birds. Though the group
hadn't formed a party just yet. At first, everything was
going great. Each member was there for their own
reasons, 1 for the fun and alcohol, another for the
birds themselves, and another because it was their
duty to watch over the event and the settlement as a
guard. As the party comes closer together, they
begin to have a vision of a large platinum dragon
and a woman of pure golden light asking them to
take on a quest to save a world that is being shown
to them through a portal. The party takes a moment
to contemplate what this all means, some
conclusions are....funnier than others. When the
event finally kicks off and the Lamour Birds show up,
two members of the party, using magic, tame 2
Lamour Birds each, and 2 of these birds are rare
subspecies of them. The Roguish Owlin of the party
even rescued a small flock of the birds from
poachers, even having one of the newly tamed birds
kill one of the poachers. The party in need of money
decides to take on a local job, where a beast has
been ransacking the crops. After tracking it down
find the beast to be an Owlbear, a territorial,
aggressive beast known to eviscerate its prey. The
party then proceeds to tame the beast and keep it as
apet....... Having completed the quest go back to
town with the giant Owlbear scaring the crap out of
several townsfolk. The party finds out about a
mission to establish a new settlement in an unknown
part of the grasslands near the Enchanted River.
The party then decides to become a part of the
adventurers' guild to take part in this job to create a
new settlement and possibly find a new dungeon.
Heading to take part in the job, the party heads to
the major city of Triplecross to meet up with the
settlers moving to this new area.

ADDITIONAL NOTES /,
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