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Acrobatics DEX \
Animal Handling wis
Arcana INT
Athletics STR
Deception CHA
History INT
Insight wis
Intimidation CHA
Investigation INT
Medicine wis
Nature INT
Perception wis
Performance CHA
Persuasion CHA
Religion INT
Sleight of Hand DEX
Stealth DEX

Survival wis
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SKILLS
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Fighter 1 Hwxp
CLASS & LEVEL PLAYER NAME
Human Soldier (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/ \
ARMOR Max HP Current HP Temp HP |
+1 11 12 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
1d10 successes O=O=0O
FAILURES( H >=< )
\§ 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
— — === TOOLS ===
ABILITY SAVE DC | Dragonchess Set
S==x N
=== LANGUAGES ===
7 N Common, Elvish, Halfling
30 ft. (Walking)
A SPEED )
i 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+1 HP.

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

Slow (Automatic Rifle)

Slow. If you hit a creature with an Automatic Rifle
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.
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Unarmed Strike +4

3 Bludgeoning
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Frozen

CHARACTER NAME
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Fighter 1 Hwxp
CLASS & LEVEL PLAYER NAME
Human Soldier (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
P — —
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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+1 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

=== 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

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 ===

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

* Skilled « PHB-2024 201
You gain proficiency in any combination of three skills
or tools of your choice.

Repeatable. You can take this feat more than once.
* Weapon Mastery « PHB-2024 91

| Automatic Rifle (Slow) «
Slow. If you hit a creature with a Automatic Rifle 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.

| 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.

| Pistol (Vex)
Vex. If you hit a creature with a Pistol and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Slow (Automatic Rifle): Special

| Vex (Pistol): 1 Action

| Nick (Dagger): 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) ¢

WEIGHT CARRIED
21 Ib.
ENCUMBERED

225 Ib.

PUSH/DRAG/LIFT

450 Ib.

FEATURES & TRAITS

Shortbow 1 2 1b.
Arrows 20 11b.
Dice 1 -

Healer's Kit 1 31b.
Quiver 1 1lb.
Traveler's Clothes 1 4 1b.
Dagger 1 11b.
Pistol 1 31b.
Firearm Bullets 30 6 Ib.

EQUIPMENT
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Male 29 Medium 579 155
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Evil Light tan Hazel Brown moderr
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ L \
// \ y W
=== Allies === /Stubbom, Single minded, lack of regard for N
. . random people as long as the goal is
Old military friends and Current Mercenary peop 9 9
! accomplished
buddies
=== Organizations ===
) o PERSONALITY TRAITS
He is a mercenary for an organisation/ cult called 200 S
Nightfall [ ~]
Money and fame
IDEALS
L~ 1
[ "]
Only usually cares for family, friends and
animals.
They feel connected with animals and nature.
No treasured possessions
BONDS
L~ 1
[N "]
Too uncaring to those he does not
consider friends.
He envy’s anyone stronger than him
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS .
\ /4 3\ /4

You were born in Frostgrave Hollow, a
wind-scoured mining town of black timber and blue
ice, buried so deep in the Wyrmfrost Range that
the sun itself seemed to forget it. While others
huddled around coal stoves, you walked the
blizzards with bare hands outstretched, speaking
to ravens and foxes, and at ten winters you found
Stefan: a huge silver wolf with frost-rimmed fur
and eyes like molten moonlight. He slept against
your back every night and killed anything that
threatened you.

Then King Aldrich came north on a royal progress,
saw Stefan at your side, and decided a living
silver-wolf pelt would suit a king better than a boy.
He put a silver crossbow bolt through Stefan’s
heart, skinned him while the wolf still kicked, and
rode away laughing beneath the dripping hide.
That same night the madness took you
completely. You barred doors from the outside,
poured lamp oil through every window, and walked
street by street with a burning brand. You stood in
the square until sunrise, face streaked with soot
and tears frozen solid, listening to the screams
turn to crackling, then to silence, as the entire
town burned to cinders and the snow swallowed
the ashes. When the wind finally swept the last
ember away, nothing moved but you.

For years the North told stories of a black-furred
wraith that left bodies frozen in perfect horror. You
killed because the red haze demanded it, because
warmth felt like betrayal, because every heartbeat
sounded like Stefan dying again. When the
Imperial Legion finally hunted you down and
chained you, the recruiting sergeants took one
look at your empty eyes and wrote only a single
word on the rolls: Frozen.

Eight years on blood-slick walls and glacier
battlefields taught you to wrap the madness in iron
routine. You became the man who could stand
waist-deep in corpses without blinking, who
walked into certain death and came back alone.
Officers called you Frozen; soldiers just stepped
aside.

Now you wear a cloak made from the pelt of the

CHARACTER BACKSTORY

ADDITIONAL NOTES
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