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Fighter 20 Tacdyne
CLASS & LEVEL PLAYER NAME
Minotaur Gladiator 355,000
RACE BACKGROUND EXPERIENCE POINTS
—————— ———
y
ARMOR Max HP Current HP Temp HP
+3 17 204 --
INITIATIVE CLASS \ HIT POINTS
( " 20d10 1
Resistances - Damage Dealt By successes O=O=0O
Traps raures OO0
QA DEFENSES \ HIT DICE \ DEATH SAVES
INSPIRATION j ‘ === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Disguise Kit, Pan Flute
o === LANGUAGES ===
7 N Common, Minotaur

40 ft. (Walking)

SPEED

4 PROFICIENCIES & LANGUAGES

ACTIONS ===

Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,

Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

BONUS ACTIONS ===

Goring Rush

Immediately after you use the Dash action on your

turn and move at least 20 feet, you can make one
melee attack with your horns as a bonus action.

Hammering Horns

Immediately after you hit a creature with a melee

attack as part of the Attack action on vour turn, vou

can use a bonus action to attempt to shove that target
with your horns. The target must be no more than one
size larger than you and within 5 feet of you. Unless it
succeeds on a Strength saving throw (DC 19), you
push it up to 10 feet away from you.

Polearm Master - Bonus Attack

When you take the Attack action with a glaive,
halberd, quarterstaff, or spear, you can use a bonus
action to make a melee attack with the opposite end of
the weapon that uses the same ability modifier as the
primary attack and has a damage die of
<strong>d4</strong> (bludgeoning).

Second Wind ¢ 1/ Short Rest
Once per short rest. vou can use a bonus action to

ACTIONS

\

74

\\

15 PASSIVE WISDOM (PERCEPTION) Halberd, +1 +12 1d10+6 Slashing Martial, Heavy, Reach, Two-Handed
Longbow’ +1 +10 1d8+4 P|erc|ng Martial, Ammunition, Heavy, Range, Two-Handed, Range (150/600)

10 PASSIVE WISDOM (INSIGHT)
Fire Bolt +9 4d10 Fire VIS

24 PASSIVE INTELLIGENCE (INVESTIGATION) Unarmed Strike +11 6 Bludgeoning

Unknown 5 ft. Horns +11 1d6+5 Piercing
Polearm Master - Opportunity Attack ~ +11
SENSES A WEAPON ATTACKS & CANTRIPS /
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=== FIGHTER FEATURES === | Special
| Special
* Hit Points « PHB 71
* Ability Score Improvement « PHB 72 === MINOTAUR RACIAL TRAITS ===
* Proficiencies « PHB 71
* Extra Attack « PHB 72 * Ability Score Increase « GGtR
* Fighting Style « PHB 72 You can attack four times whenever you take the
You adopt a fighting style specialty. Attack action on your turn. * Horns * GGtR
Your horns are natural melee weapons, which you can
| Great Weapon Fighting « PHB | Special use to make unarmed strikes. If you hit with them, you
You can reroll a 1 or 2 on damage dice with melee deal piercing damage equal to 1d6 +5, instead of the
weapons wielded with two hands. * War Magic « PHB 75 bludgeoning damage normal for an unarmed strike.
When you use your action to cast a cantrip, you can
* Second Wind ¢« PHB 72 make one weapon attack as a bonus action. | 1 Action
Once per short rest, you can use a bonus action to
regain 1d10 + 20 HP. | Special * Goring Rush « GGtR
Immediately after you use the Dash action on your turn
| 1/ Short Rest * 1 Bonus Action * Indomitable « PHB 72 and move at least 20 feet, you can make one melee
You can reroll a saving throw that you fail - you must attack with your horns as a bonus action.
* Action Surge « PHB 72 use the new roll. You can use this 3 times per long
You can take one additional action on your turn. This rest. | 1 Bonus Action
can be used 2 times per short rest.
| 3/Long Rest ¢ Special * Hammering Horns « GGtR
| 2/ Short Rest « Special Immediately after you hit a creature with a melee
* Eldritch Strike « PHB 75 attack as part of the Attack action on your turn, you
* Martial Archetype « PHB 72 When you hit a creature with a weapon attack, it has can use a bonus action to attempt to shove that target
disadvantage on the next saving throw it makes with your horns. The target must be no more than one
| Eldritch Knight against a spell you cast before the end of your next size larger than you and within 5 feet of you. Unless it
turn. succeeds on a Strength saving throw (DC 19), you
* Spellcasting * PHB 75 push it up to 10 feet away from you.
You can cast known wizard spells using INT as your * Arcane Charge * PHB 75
spellcasting modifier (Spell DC 17, Spell Attack +9). You can teleport up to 30 ft. to an unoccupied space | 1 Bonus Action
you can see when you use your Action Surge either
* Weapon Bond ¢ PHB 75 before or after the additional action. * Imposing Presence « GGtR
You can perform a 1 hour ritual to create a magical You have proficiency in one of the following skills of
bond between yourself and one weapon. Once | Special your choice: Intimidation or Persuasion.
completed, you can't be disarmed of the weapon
unless you are incapacitated, and you can summon it * Improved War Magic * PHB 75 * Languages * GGtR
as a bonus action to your hand (if it's on the same When you use your action to cast a spell, you can
plane of existence). You can have up to two bonded make one weapon attack as a bonus action.
weapons. === FEATS ===
FEATURES & TRAITS
\
Chain Mail, +1 1 55 Ib. Clothes, Costume 1 4 b.
Halberd, +1 1 6 Ib. Cartographer's Tools 1 6 Ib.
Longbow, +1 1 21b. Component Pouch 1 2 |b.
Handaxe 1 2 lb. Disguise Kit 1 3b.
Amulet of Proof against Detection and Location 1 -- Healer's Kit 1 31b.
Bag of Holding 1 15 Ib. Insect Repellent-Incense 20 -
Arrows 40 2 lb. Insect Repellent-Salve 20 --
Ink (1 ounce bottle) 1 - Magnifying Glass 1 --
Ink Pen 1 - Manacles 1 6 Ib.
WEIGHT CARRIED Parchment (one sheet) 5 -- Mirror, Steel 1 0.51b.
153.8 b Alchemist's Fire (flask) 2 21b. Oil (flask) 2 2 1b.
ENCUMBERED Backpack 1 5 lb.
300 Ib. Case, Map or Scroll 1 11b.
PUSH/DRAG/LIFT Chalk (1 piece) 4 -
600 Ib. Pan Flute 1 2 1b.
\ EQUIPMENT ))
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* Polearm Master « PHB 168

When you take the Attack action with only a glaive,
halberd, quarterstaff, or spear, you can use a bonus
action to make a melee attack with the opposite end of
the weapon that uses the same ability modifier as the
primary attack and has a damage die of d4
(bludgeoning). While you are wielding a glaive,
halberd, pike, quarterstaff, or spear, other creatures
provoke an opportunity attack from you when they
enter your reach.

| Polearm Master - Bonus Attack: 1 Bonus Action
| Polearm Master - Opportunity Attack: 1 Reaction

* Sentinel « PHB 169

When you hit a creature with an opportunity attack, the
creature's speed becomes 0 for the rest of the turn.
Creatures provoke opportunity attacks from you even if
they take the Disengage action. When a creature
within 5 ft. of you makes an attack against a target
other than you, you can use your reaction to make a
melee weapon attack against the attacking creature.

| Sentinel Attack: 1 Reaction

* Sharpshooter « PHB 170

Attacking at long range doesn't impose disadvantage
on your ranged weapon attack rolls and your ranged
weapon attacks ignore half cover and three-quarters
cover. Before you make an attack with a ranged
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.

* Dungeon Delver « PHB 166

You have advantage on Perception and Investigation
checks made to detect the presence of secret doors
and on saving throws made to avoid or resist traps.
You have resistance to the damage dealt by traps and

traveling at a fast pace doesn't impose the normal -5
penalty on your passive Wisdom (Perception) score.

* Observant « PHB 168

Increase your INT or WIS score by 1. If you can see a
creature's mouth while it is speaking a language you
understand, you can interpret what it's saying by
reading its lips. You have a +5 bonus to your passive
Perception and passive Investigation scores.

* Mobile « PHB 168

Your speed increases by 10 feet. When you use the
Dash action, difficult terrain doesn't cost you extra
movement on that turn. When you make a melee
attack against a creature, you don't provoke
opportunity attacks from that creature for the rest of
the turn, whether you hit or not.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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ADDITIONAL FEATURES & TRAITS J
/,
Olisuba Leaf -
Quiver 1lb.
Quiver 1lb.
Rope, Silk (50 feet) 5 lb.
Sack 0.5 Ib.
Sack 0.5 Ib.
Small Knife -
Soap -
Theki Root -
Mess Kit 11b.
Rations (1 day) 14 Ib.
Tinderbox 11b.
Torch 6 Ib.
Waterskin 51b.
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Male 16 Medium 72" 380
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Ruddy Black Chestnut
ALIGNMENT FAITH SKIN EYES HAIR
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ALLIES & ORGANIZATIONS

Despite my noble birth, | do not place
myself above other folk. We all have
the same blood.

The common folk love me for my

kindness and neneronsitv

PERSONALITY TRAITS
|~

oy

[ ~"1

Tradition. The stories, legends, and

songs of the past must never be

forgotten, for they teach us who we
IDEALS

|~

N
~]

[N
The common folk must see me as a hero of the people.

I idolize a hero of the old tales and measure my deeds against that
person’s.

BONDS
L~

[N "]
| have trouble keeping my true
feelings hidden. My sharp tongue
lands me in trouble.

\\ FLAWS //

"

CHARACTER BACKSTORY

ADDITIONAL NOTES /,
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SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
S —
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=== CANTRIPS === (At Will)
O Acid Splash Fighter DEX 17 1A 60 ft. V,S Instantaneous  PHB 211  V/S
O Mage Hand Fighter -- 1A 30 ft. V,S 1 minute PHB 256 D: 1m, VIS
QO Fire Bolt Fighter +9 1A 120 ft. V,S Instantaneous  PHB 242 VIS

=== 1st LEVEL === 4 Slots OO00
QO Chromatic Orb Fighter +9 1A 90 ft. V,S,M Instantaneous PHB 221 V/SIM
O Feather Fall Fighter - 1R 60 ft. V.M 1 minute PHB 239 D:1m,V/M
O Jump Fighter -- 1A Touch V,S,M 1 minute PHB 254 D:1m, V/ISIM
O Sleep Fighter -- 1A 90 ft./20 ft. Sphere V,S,M 1 minute PHB 276  D:1m, 20 ft. Sphere, V/S/M

===2nd LEVEL === 3 Slots 000
O Knock Fighter -- 1A 60 ft. \Y Instantaneous  PHB 254 V
O Gentle Repose Fighter -- 1A Touch V,S,M 10 days PHB 245  D: 10d, V/SIM
O Darkvision Fighter - 1A Touch V,S,M 8 hours PHB 230 D:8h, VISIM
O Misty Step Fighter - 1BA  Self \Y Instantaneous  PHB 260 V

===3rd LEVEL === 3 Slots 000
O Counterspell Fighter - 1R 60 ft. S Instantaneous  PHB 228  Special: (See Description)*, S
O Animate Dead Fighter - im 10 ft. V,S,M Instantaneous PHB 212 V/S/M
O Remove Curse Fighter - 1A Touch V,S Instantaneous  PHB 271 VIS
O Water Breathing Fighter - 1A 30 ft. V,S,M 24 hours PHB 287 D: 24h, VISIM

=== 4th LEVEL === 1 Slots O
O Dimension Door Fighter -- 1A 500 ft. \ Instantaneous  PHB 233 V

SPELLS
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