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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+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

=== HUMAN SPECIES TRAITS ===

* 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.

* 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.

* Languages ¢ PHB-2024 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

=== FEATS ===

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

* Tough « PHB-2024 202

When you take this feat, your HP maximum increases
by 2. Whenever you gain a character level thereafter,
your HP maximum increases an additional 2 HP.

* 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.

| 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.

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

| Sap (Spear): 1 Action

| Topple (Battleaxe): 1 Action

| Nick (Dagger): 1 Action
* Noble Ability Score Improvements « PHB-2024 182
* 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.

FEATURES & TRAITS

Potion of Healing 1 05 Ib.
Shield 1 6 1b.

Chain Mail 1 55 Ib.
Dagger 1 11b.
Longsword 1 3 1b.
Greataxe 1 7 1.
Backpack 1 5 Ib.

Bolts 1 0.08 Ib.

oil 1 11b.
WEIGHT CARRIED Rations 1 2 lb.
93.58 Ib. Rope 1 51b.
ENCUMBERED Bedroll 1 7 1b.
0 Ib. Tinderbox 1 11b.

PUSH/DRAG/LIFT

0 lb.

EQUIPMENT
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Trait: “| treat others witheir
station.”
PERSONALITY TRAITS
L~ 1
[ "]
Ideal: “Nobility lies not in birth,
but in action.”
IDEALS
L~ 1
[ "]
Bond: “I will bring honor to my house and prove
myself worthy of its name.”
BONDS
L~ 1
[N "]
Flaw: “I struggle to trust those who live
outside noble society "
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS .
\ /4 /4

=U Backstory:

Born into a noble house, your fighter was raised
with privilege—but also great responsibility. From
a young age, they were trained in swordsmanship,
tactics, and the code of honor that nobles are
expected to uphold. Their family believed in
strength through discipline and honor through
action.

Though they dined in castles and studied with elite
tutors, your fighter never looked down on
commoners. They admired the strength of
soldiers, the loyalty of servants, and the bravery of
those who fought without title.

When war threatened their lands, they rode into
battle beside seasoned knights. It was there—on
blood-soaked fields—they learned that tittles mean
little if you can't survive the fight.

Now, your noble fighter travels not as a pampered
heir, but as a warrior seeking real glory, away from
court politics and empty pride. They carry their
house’s crest not for fame, but to bring honor to
their family name through deeds, not words.

CHARACTER BACKSTORY

ADDITIONAL NOTES
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