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CLASS & LEVEL PLAYER NAME
Aarakocra (Milestone)
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HEROIC INSPIRATION j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
- - === LANGUAGES ===
ABILITY SAVE DC | Common
/ N\
30 ft. (Walking), 30 ft. (Flying)
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 « 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.

ACTIONS
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12 PASSIVE PERCEPTION Unarmed Strike +4 3 Bludgeoning
Talons +4 1d6+2 Slashing
12 PASSIVE INSIGHT
9 PASSIVE INVESTIGATION
SENSES L N WEAPON ATTACKS & CANTRIPS /




Antchromancer

CHARACTER NAME

e — —
Fighter 1 Watchoutforants04240
CLASS & LEVEL PLAYER NAME
Aarakocra (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
P — —

//
=== 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

=== AARAKOCRA SPECIES TRAITS ===

* Ability Score Increases * MotM 5

When determining your character’s ability scores,
increase one score by 2 and increase a different score
by 1, or increase three different scores by 1.

* Languages * MotM 5

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type * MotM 6
You are a Humanoid.

* Size « MotM 6
Your size is Medium.

* Speed * MotM 6

Your walking speed is 30 ft.

* Flight « MotM 6

You have a flying speed equal to your walking speed.
You can't use this flying speed if you're wearing
medium or heavy armor.

* Talons * MotM 6

You have talons that you can use to make unarmed
strikes. When you hit with them, you deal 1d6+2
slashing damage.

| 1 Action

* Wind Caller « MotM 6

Once per long rest, you can cast gust of wind without
requiring a material component. You can also cast this
spell normally using any spell slots of 2nd level or
higher.

Your spellcasting modifier is either Intelligence,
Wisdom, or Charisma (choose when you select this
race).

=== FEATS ===

* Weapon Mastery « PHB-2024 91

N

PUSH/DRAG/LIFT

450 Ib.

FEATURES & TRAITS
Chain Mail 1 55 Ib.
Greatsword 1 61lb.
Flail 1 21b.
Javelin 8 16 Ib.
Backpack 1 51p.
Caltrops 20 2 Ib.
Crowbar 1 5 Ib.
oil 2 21lb.
Rations 10 20 Ib.
WEIGHT CARRIED Rope 1 5 Ib.
134 Ib. Tinderbox 1 11b.
ENCUMBERED Torch 10 10 Ib.
225 |b. Waterskin 1 5 b

EQUIPMENT
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