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CLASS & LEVEL PLAYER NAME
Custom Lineage Shadowmasters Exile (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
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/ \
ARMOR Max HP Current HP Temp HP |
*2 19 28 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
3d10 successes O=O=0O
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
3
HEROIC INSPIRATION
j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS
j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Thieves' Tools
S==x N
=== LANGUAGES ===
7 N Common, Sylvan
30 ft. (Walking)
\§ SPEED Y
) PROFICIENCIES & TRAINING
/ N\
=== ACTIONS === === REACTIONS ===
Standard Actions Protection

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+3 HP.

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

When a creature you can see attacks a target other
than you that is within 5 ft. of you, you can take a
Reaction to interpose your Shield if you're holding
one. You impose Disadvantage on the triggering
attack roll and all other attack rolls against the target
until the start of your next turn if you remain within 5 ft.
of the target.

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

On your turn you can take one additional action,
except the Magic action.

You can use this feature 1 time(s) until vou finish a

74

Darkvision 60 ft.

SENSES

\ ACTIONS
4 N
11 PASSIVE PERCEPTION Battleaxe +5 1d8+3 Slashing Martial, Versatile, Topple
13 PASSIVE INSIGHT Warhammer +5 1d8+3 Bludgeoning Martial, Versatile, Push
Unarmed Strike +5 4 Bludgeoning
9 PASSIVE INVESTIGATION

A WEAPON ATTACKS & CANTRIPS "/
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=== FIGHTER FEATURES === | Cavalier (XGtE) * Variable Trait « TCoE 8
* Core Fighter Traits « PHB-2024 91 * Bonus Proficiency « XGtE | Darkvision ¢

* 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+3 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
* Action Surge « PHB-2024 91
On your turn you can take one additional action,

except the Magic action.

You can use this feature 1 time(s) until you finish a
Short or Long Rest.

| 1/ Short Rest « Special

* Tactical Mind « PHB-2024 91

When you fail an ability check, you can expend a use
of Second Wind, and instead of regaining HP, you roll
1d10 and add the result to the ability check. If the
check still fails, this use of Second Wind isn’t
expended.

| Special

* Fighter Subclass « PHB-2024 92

You gain proficiency in an additional skill of your
choice.

* Born to the Saddle « XGtE

You have advantage on saving throws made to avoid
falling off your mount. If you fall off your mount and
descend no more than 10 ft., you can land on your feet
if you're not incapacitated. Mounting or dismounting a
creature only costs you 5 ft. of movement.

* Unwavering Mark « XGtE

When you hit with a melee weapon attack, you can
mark the creature until the end of your next turn (or if
you are incapacitated or you die, or if someone else
marks the creature).

While it is within 5 ft. of you, a marked creature has
disadvantage on any attack roll that doesn't target you.
If the marked creature deals damage to anyone else,
you can make a special melee attack against it on your
next turn as a bonus action with advantage and +1
extra damage. You can make this attack 3 times per
long rest.

| 3/ Long Rest « Special

=== CUSTOM LINEAGE SPECIES TRAITS ===

* Creature Type * TCOE 9

You are a humanoid. You determine your appearance
and whether you resemble any of your kin.

* Size « TCoE 8
You are Small or Medium (your choice).

* Feat» TCOE 8

Darkvision with a range of 60 ft.

* Languages * TCoE 8

=== FEATS ===

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

* Protection « PHB-2024 209

When a creature you can see attacks a target other
than you that is within 5 ft. of you, you can take a
Reaction to interpose your Shield if you're holding one.
You impose Disadvantage on the triggering attack roll
and all other attack rolls against the target until the
start of your next turn if you remain within 5 ft. of the
target.

| 1 Reaction
* Weapon Mastery « PHB-2024 91

| Battleaxe (Topple) ¢
Topple. If you hit a creature with a Battleaxe, you can
force it to make a Con. saving throw (DC 8 + 2 + the
ability modifier used to make the attack). On a failed
save, the creature has the Prone condition.

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

| Warhammer (Push) ¢

FEATURES & TRAITS
Shield 1 6 1b.
Chain Mail 1 55 Ib.
Javelin 8 16 Ib.
Battleaxe 1 41b.
Warhammer 1 51p.
Backpack 1 5 Ib.
Oil 2 2Ib.
Rations 10 20 1b.
Rope 1 51b.
WEIGHT CARRIED Tinderbox 1 11lb.
141 Ib. Torch 10 101b.
ENCUMBERED Waterskin 1 51b.
255 Ib. Caltrops 20 21b.
Crowbar 1 51b.

PUSH/DRAG/LIFT

510 Ib.

EQUIPMENT
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Push. If you hit a creature with Warhammer, you can
push the creature up to 10 ft. straight away from you if
it's Large or smaller.

| Push (Warhammer): 1 Action

| Topple (Battleaxe): 1 Action

| Slow (Javelin): 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.

* Shadowmasters Exile Ability Score Increase
FRHoF

ADDITIONAL FEATURES & TRAITS

Q ADDITIONAL EQUIPMENT
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