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CLASS & LEVEL PLAYER NAME
Warforged Soldier (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
—————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+1 22 34 -
INITIATIVE CLASS \ HIT POINTS /
( ( 3d10 1 \
Resistances - Poison, Bludgeoning, successes O=O=0O
Piercing, and Slashing from
Nonmagical Attacks raures OO0
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
3
INSPIRATION
j === ARMOR ===

=== WEAPONS ===

Martial Weapons, Simple Weapons

=== TOOLS ===

Cook's Utensils, Playing Card Set, Vehicles
(Land)

=== LANGUAGES ===
Common, Draconic, Dwarvish

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

Psionic Power: Telekinetic Movement « 1 / Short Rest
You can move an object or a creature with your
mind. As an action, you target one loose object that is

Large or smaller or one willing creature, other than
yourself. If you can see the target and it is within 30 ft.
of you, you can move it up to 30 ft. to an unoccupied
space you can see. Alternatively, if it is a Tiny object,
you can move it to or from your hand. Either way, you
can move the taraet horizontally, vertically, or both.

Once you take this action, you can’t do so again until
you finish a short or long rest, unless you expend a
Psionic Energy die to take it again.

=== BONUS ACTIONS ===
Psionic Power: Recovery « 1 / Short Rest

As a bonus action, you can regain one expended
Psionic Energy die, but you can’t do so again until you
finish a short or long rest.

Second Wind ¢ 1/ Short Rest
Once per short rest, you can use a bonus action to
regain 1d10 + 3 HP.

=== REACTIONS ===
Psionic Power: Protective Field

74

SENSES

SKILLS ACTIONS
4 N
13 PASSIVE WISDOM (PERCEPTION) Dagger +5 1d4+3 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
11 PASSIVE WISOOM (INSIGHT) Handaxe +5 1d6+3 Slashing Simple, Light, Thrown, Range (20/60)
Handaxe +5 1d6+3 Slashing Simple, Light, Thrown, Range (20/60)
12 PASSIVE INTELLIGENCE (INVESTIGATION) Longsword +5 1d8+3 Slashing Martial, Versatile
Darkvision 60 ft. Unarmed Strike +5 4 Bludgeoning

'WEAPON ATTACKS & CANTRIPS
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=== FIGHTER FEATURES === Rest ¢ 1 Action
* Hit Points « PHB 71 | Psionic Power: Recovery: 1/ Short Rest ¢ 1 Bonus
Action
* Proficiencies « PHB 71
* Fighting Style « PHB 72 === WARFORGED RACIAL TRAITS ===
You adopt a fighting style specialty.
* Constructed Resilience « ERftLW 36
| Defense « PHB You have advantage on saving throws against being
While you are wearing armor, you gain a +1 bonus to poisoned, and you have resistance to poison damage.
AC. You don't need to eat, drink, or breathe. You are
immune to disease. You don’t need to sleep, and
* Second Wind « PHB 72 magic can’'t put you to sleep.
Once per short rest, you can use a bonus action to
regain 1d10 + 3 HP. * Sentry’s Rest « ERftLW 36
When you take a long rest, you must spend at least six
| 1/ Short Rest * 1 Bonus Action hours in an inactive, motionless state, rather than
sleeping. In this state, you appear inert, but it doesn’t
* Action Surge « PHB 72 render you unconscious, and you can see and hear as
You can take one additional action on your turn. This normal.
can be used 1 times per short rest.
* Integrated Protection « ERftLW 36
| 1/ Short Rest « Special You gain a +1 bonus to Armor Class. To don or doff
armor other than a shield takes 1 hour, and you must
* Martial Archetype « PHB 72 be proficient with the armor.
While you live, your incorporated armor can't be
| Psi Warrior removed from your body against your will.
* Psionic Power » TCOE 43
You have 4 Psionic Energy dice (1d6), and they fuel
various psionic powers you have.
| Psionic Power: Protective Field: 1 Reaction
| Psionic Power: Psionic Energy: 4 / Long Rest ¢
Special
| Psionic Power: Psionic Strike: Special
| Psionic Power: Telekinetic Movement: 1 / Short
FEATURES & TRAITS
Armor of Invulnerability 1 65 Ib.
Belt of Dwarvenkind 1 -
Shield 1 6 Ib.
Dagger 1 1lb.
Longsword 1 3lb.
Handaxe 1 21b.
Handaxe 1 21b.
Backpack 1 5 lb.
Crowbar 1 51b.
Hammer 1 31b.
WEIGHT CARRIED
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
240 |b. Armor of Invulnerability 1 65 Ib.
PUSH/DRAG/LIFT Belt of Dwarvenkind 1 -
480 Ib.
EQUIPMENT
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