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+2  Acrobatics DEX
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+0  Arcana INT

+5  Athletics STR
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+0  Intimidation CHA

+0_ Investigation INT

+2_ Medicine WIS

+0  Nature INT

+4  Perception WIS

+0  Performance CHA

+0  Persuasion CHA

+0  Religion INT

+2  Sleight of Hand DEX

+2_ Stealth DEX

+4  Survival wis

Animal Handling wis
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Fighter 3 Niko93
CLASS & LEVEL PLAYER NAME
Ghostwise Halfling Outlander (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/ \
ARMOR Max HP Current HP Temp HP |
+2 14 28 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
3d10 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 | Cook's Utensils, Pan Flute
=== LANGUAGES ===
7 N Common, Dwarvish, Halfling, Telepathy
25 ft. (Walking)
A SPEED )
i PROFICIENCIES & TRAINING
/ N\
=== ACTIONS ===
Standard Actions === REACTIONS ===

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

Superiority Dice * 4 / Short Rest

You learn maneuvers that are fueled by superiority
dice. Maneuvers enhance an attack in some way. You
have 4d8 superiority dice per short rest.

=== BONUS ACTIONS ===
Second Wind ¢ 1/ Short Rest

Once per short rest, you can use a bonus action to
regain 1d10 + 3 HP.

Fighting Style: Interception

When a creature you can see hits a target, other
than you, within 5 ft. of you with an attack, you can
use your reaction to reduce the damage the target
takes by 1d10+2 (to a minimum of 0 damage). You
must be wielding a shield or a simple or martial
weapon to use this reaction.

=== SPECIAL ===
Action Surge « 1/ Short Rest

You can take one additional action on your turn.
This can be used 1 times per short rest.

Maneuvers: Menacina Attack

ACTIONS

74

SENSES

14 PASSIVE PERCEPTION
12 PASSIVE INSIGHT
10 PASSIVE INVESTIGATION

//
Crossbow, Light

Lance
Shortsword

Unarmed Strike

+4

+5

+5

+5

1d8+2 Piercing
1d10+3 Piercing
1d6+3 Piercing Martial, Finesse, Light, Vex

4 Bludgeoning

'WEAPON ATTACKS & CANTRIPS

Simple, Ammunition, Loading, Range, Two-Handed, Slow, Range (80/320)

Martial, Reach, Topple, Heavy, Two-Handed
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Fighter 3 Niko93
CLASS & LEVEL PLAYER NAME
Ghostwise Halfling Outlander (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
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=== FIGHTER FEATURES ===

* Fighting Style Options * TCoE 41
* Hit Points « PHB 71
* Proficiencies « PHB 71

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

| Interception ¢« TCoE 41
When a creature you can see hits a target, other than
you, within 5 ft. of you with an attack, you can use your
reaction to reduce the damage the target takes by
1d10+2 (to a minimum of 0 damage). You must be
wielding a shield or a simple or martial weapon to use
this reaction.

| Fighting Style: Interception: 1 Reaction

* Second Wind ¢« PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 3 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

| Menacing Attack « PHB
When you hit with a weapon attack, you can expend
one superiority die to add the total to the damage roll
and the target must make a WIS saving throw (DC 13).
On failure, it is frightened of you until the end of your
next turn.

| Maneuvers: Menacing Attack: Special

| 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

| Trip Attack « PHB
When you hit with a weapon attack, you can expend
one superiority die to add the total to the damage roll,
and if the target is Large or smaller, it must make a
STR saving throw (DC 13). On failure, you knock the
target prone.

| Maneuvers: Trip Attack: Special

=== GHOSTWISE HALFLING SPECIES TRAITS ===

* Ability Score Increase * BR 28
Your Dexterity score increases by 2.

* Lucky * BR 28
When you roll a 1 on the d20 for an attack roll, ability

N
check, or saving throw, you can reroll the die and must
use the new roll.

* Brave * BR 28
You have advantage on saving throws against being
frightened.

* Halfling Nimbleness « BR 28
You can move through the space of any creature that
is of a size larger than yours.

* Ability Score Increase « SCAG
Your Wisdom score increases by 1.

* Silent Speech « SCAG
You can speak telepathically to any one creature you
share a language with within 30 ft.

FEATURES & TRAITS
Hide 1 12 Ib. Waterskin 1 51b.
Crossbow, Light 1 5 lb.
Lance 1 6 Ib.
Shortsword 1 2 1b.
Crossbow Bolts 20 1.51b.
Backpack 1 5 lb.
Clothes, Traveler's 1 4 1b.
Hunting Trap 1 25 Ib.
Pouch 1 11b.
WEIGHT CARRIED Bedroll L 71b.
115.5 Ib. Mess Kit 1 11b.
ENCUMBERED Rations (1 day) 10 20 Ib.
240 Ib. Rope, Hempen (50 feet) 1 10 Ib.
PUSH/DRAG/LIFT Tinderbox 1 11lb.
480 Ib. Torch 10 10 Ib.

EQUIPMENT
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Female 25 Small 34" 60
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Good Sepia skin tone Dark Brown Long and blac
ALIGNMENT FAITH SKIN EYES HAIR
— —
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| have a lesson for every
situation, drawn from observing
nature.
PERSONALITY TRAITS
L~ 1
[ "]
Honor. If | dishonor myself, | dishonor
my whole clan. (Lawful)
Greater Good. It is each person’s
IDEALS
L~ 1
[ "]
My family, clan, or tribe is the most
important thing in my life, even
when they are far from me.
BONDS
L~ 1
[N "]
| am too enamored of ale, wine, and
other intoxicants.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS 7
\ /4 /4

Fiori was born in a hidden glade village, a quiet
enclave deep within the forest. Her people thrived
in secrecy, relying on peace and community to
preserve balance and avoid the outside world’s
chaos.

From a young age, she excelled in the physical
arts, sparring with wooden weapons, learning the
movement of beasts, and devising clever traps.
She was fascinated by patterns in combat, the
cause-and-effect of tactics, the ways even small
adjustments could turn the tide of a fight.

The calm of her village changed the night
something came from beyond.

A band of armed poachers stumbled upon her
village’s border, hunting the clan's giant owls. Fiori
led the defense, coordinating her kin through silent
thoughts, laying ambushes, turning every root and
vine to their advantage. They repelled the
outsiders...but only just barely.

Afterward, the truth struck her: They were
unprepared. Their warriors were skilled in tradition,
but the world was evolving. Swords. Formations.
Siege weapons. Tactics her people had no
knowledge of.

So, with the quiet blessing of her elders, Fiori left
the grove and walked into the world beyond to
learn.

She now travels from village to village, hiring
herself out for small missions, escorting caravans,
defending settlements, settling disputes. But each
job is more than a paycheck: it's a lesson. She
studies fighting styles, picks up new techniques,
and watches how other cultures prepare for
danger.

She carries a tactical journal, a thick,
weather-worn tome where she sketches diagrams
of formations, sword stances, and battlefield
maneuvers. She even writes notes on armor
fittings and terrain usage.

Her ultimate goal is to return to her village, not just
as a better warrior, but as a teacher, one who can
prepare her people for a world that grows louder
and more dangerous each year.

CHARACTER BACKSTORY

ADDITIONAL NOTES /,
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