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_+6  Strength
_+2  Dexterity
_+5_ Constitution
_+1_Intelligence
_+1 Wisdom

+1  Charisma
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_*+6 Acrobatics DEX
_+1  Animal Handling wis
_+1 Arcana INT

_*6  Athletics STR

+5  Deception CHA

+1  History INT

+1  Insight wis
+5  Intimidation CHA
+1  Investigation INT

+1  Medicine WIS

+1  Nature INT

+5  Perception WIS

+1  Performance CHA

+1  Persuasion CHA

+1  Religion INT

+6  Sleight of Hand DEX

+6  Stealth DEX

+5  Survival wis
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RURIK_FROSTB3ARD

CLASS & LEVEL PLAYER NAME
Human Soldier 64000
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+6 17 74 --
INITIATIVE CLASS \ HIT POINTS J
1 10d10 1 \
Immunities - Poison*, successes OO0
Frightened* raiLures O=O=0
\§ 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 | Dice Set
- === L ANGUAGES ===
7 N Common, Common Sign Language, Elvish
30 ft. (Walking)
A SPEED )
i 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

=== BONUS ACTIONS ===
Second Wind ¢ 4 / Long Rest

You can draw upon a limited well of physical and
mental stamina and regain 1d10+10 HP.

You can use this 4 times per Long Rest, and can
regain one expended use when you finish a Short

Second Wind: Tactical Shift

Whenever you activate your Second Wind with a
Bonus Action, you can move up to half your Speed
without provoking Opportunity Attacks.

=== 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 you finish a
Short or Long Rest.

Improved Critical

74

SENSES

J— Rest. Your attack rolls with weapons and Unarmed
Strikes can score a Critical Hit on a d20 roll of 19 or
\ SKILLS / \ ACTIONS
r // \\
15 PASSIVE PERCEPTION Laser R|ﬂe +4 3d8+2 Rad'ant Firearms, Ammunition (Firearms), Range, Reload, Two-Handed, Slow, Range (100/300)
11 Unarmed Strike +6 3 Bludgeoning
PASSIVE INSIGHT
11 PASSIVE INVESTIGATION

'WEAPON ATTACKS & CANTRIPS
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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+10 HP.

You can use this 4 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 4 / 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

| Champion

* Improved Critical « PHB-2024 96
Your attack rolls with weapons and Unarmed Strikes
can score a Critical Hit on a d20 roll of 19-20.

| Special
* Remarkable Athlete « PHB-2024 96
You have Advantage on Initiative and Strength
(Athletic) checks.
Immediately after you score a Critical Hit, you can
move up to half your Speed without provoking
Opportunity Attacks.
* 4: Weapon Mastery « PHB-2024 91
* Ability Score Improvement « PHB-2024 92
* Extra Attack « PHB-2024 92
You can attack 2 times instead of once whenever you
take the Attack action on your turn.
* Tactical Shift « PHB-2024 92
Whenever you activate your Second Wind with a
Bonus Action, you can move up to half your Speed
without provoking Opportunity Attacks.
| Second Wind: Tactical Shift: 1 Bonus Action
* 6: Ability Score Improvement « PHB-2024 92
* Additional Fighting Style « PHB-2024 96
* 8: Ability Score Improvement « PHB-2024 92
* Tactical Master « PHB-2024 92
When you attack with a weapon whose mastery

property you can use, you can replace that property
with the Push, Sap, or Slow property for that attack.

| Tactical Master: Push: 1 Action
| Tactical Master: Sap: 1 Action
| Tactical Master: Slow: 1 Action
| 1 Action
* Indomitable « PHB-2024 92
If you fail a saving throw, you can reroll it with a +10
bonus. You must use the new roll.
You can use this feature 1 time(s) per Long Rest.
| 1/Long Rest ¢ Special
*10: Weapon Mastery » PHB-2024 91
* Heroic Warrior « PHB-2024 96
During combat, you can give yourself Heroic

Inspiration whenever you start your turn without it.

| 1 Action

=== HUMAN SPECIES TRAITS ===

* Creature Type « PHB-2024 194
You're a Humanoid.

* 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.

WEIGHT CARRIED
31 Ib.
ENCUMBERED

210 Ib.

PUSH/DRAG/LIFT

420 Ib.

FEATURES & TRAITS
Breastplate 1 20 Ib.
Dagger 1 11b.
Laser Rifle 1 7 Ib.
Grenade, Fragmentation 3 3lb

EQUIPMENT
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* 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.

=== FEATS ===

* Archery « PHB-2024 209
You gain a +2 bonus to attack rolls with Ranged
weapons.

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

* 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.

* Alert « PHB-2024 200
Initiative Proficiency. When you roll Initiative, add +4 to
the roll.

Initiative Swap. Immediately after you roll Initiative, you
can swap your Initiative with the Initiative of one willing
ally in the same combat. You can’t make this swap if
you or the ally has the Incapacitated condition.

* Grappler « BR 167

You have advantage on attack rolls against a creature
you are grappling. You can use your action to try to pin
a creature grappled by you by making another grapple
check. If you succeed, you and the creature are both
restrained until the grapple ends.

| Grappling Pin: 1 Action

* 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

| 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.

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

| Laser Rifle (Slow) ¢
Slow. If you hit a creature with a Laser 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.

| Vex (Laser Pistol): Special

| Nick (Dagger): 1 Action

| Slow (Laser Rifle): Special
* 4: Weapon Mastery « PHB-2024 91

| Shortsword (Vex) ¢
Vex. If you hit a creature with a Shortsword and deal
damage to it, you have Advantage on your next attack

roll against that creature before the end of your next
turn.

ADDITIONAL FEATURES & TRAITS

| Vex (Shortsword): 1 Action
* 10: Weapon Mastery « PHB-2024 91

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

| Sap (Antimatter Rifle): Special
* Soldier Ability Score Improvements « PHB-2024 185

| Increase two scores (+2 / +1) ¢

ADDITIONAL EQUIPMENT




— —
Unknown Medium 5'10" 170
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Evil The Emperor of Unknown Unkown Ukmown
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ L \
/
) / \
=== Allies === . \
Fanatical to the God
Kriegsmen
9 emperor
PERSONALITY TRAITS
L~ 1
[ "]
Die in the name of the Emperor to
reclaim our honor
IDEALS
L~ 1
[ "]
Comrades and the Emperor and
Krieg
BONDS
L~ 1
[N "]
Fanatical to the Emperor of
Mankind
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS N\ FLAWS .
) { )\ {
/ \
The Death Korps of Krieg is the name given to all
of the Astra Militarum regiments that originate from
the devastated, post-nuclear eath World of Krieg
in the Segmentum Tempestus. Krieg was the site
of a rebellion against the Imperium of Man over
1,500 standard years ago in the 40th Millennium
and was bombarded with nuclear weapons
followed by five hundred Terran years of grinding
warfare to purge the heretical rebels. After all
those years of nuclear destruction and bitter
trench warfare, Krieg was reduced to a scorched,
radioactive husk of a world composed of dust
and mud whose surviving people were forced
to retreat into underground hive cities to survive
the toxic planetary environment.
CHARACTER BACKSTORY ADDITIONAL NOTES
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