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Fighter 6 stormcrown07f03blcce
CLASS & LEVEL PLAYER NAME
Variant Human Knight of Solamnia 14,500
SPECIES BACKGROUND EXPERIENCE POINTS
—————— ———
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ARMOR Max HP Current HP Temp HP |
+2 22 70 --
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
.- .- . 6d10
Immunities - Critical Hits successes OO0
FAILURES( )=< >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
HEROIC INSPIRATION
j === ARMOR ===

=== WEAPONS ===
Martial Weapons, Simple Weapons

— === TOOLS ===
ABILITY SAVE DC | Cobbler's Tools
S==x N
=== LANGUAGES ===

7 N Common, Common Sign Language,

30 ft. (Walking) Dwarvish, Solamnic
\§ SPEED Y

) PROFICIENCIES & TRAINING
N\

=== ACTIONS ===
Standard Actions === BONUS ACTIONS ===

Attack, Magic, Dash, Disengage, Dodge, Help, Pole Strike

Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

Superiority Dice * 4 / Short Rest

You learn maneuvers that are fueled by special
dice called Superiority Dice. Many maneuvers
enhance an attack in some way. You can use only one
maneuver per attack.

You have 4d8 Superiority Dice, which are expended
when used. You regain any expended Superiority Die
when vou finish a Short or Lona Rest.

Immediately after you attack with a Quarterstaff, a
Spear, or a weapon with the Heavy and Reach
properties, you can use a Bonus Action to make a
melee attack. This deals 1d4 Bludgeoning damage.

Second Wind « 3/ Long Rest
You can draw upon a limited well of physical and
mental stamina and regain 1d10+6 HP.

You can use this 3 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

74

Unknown 5 ft.

SENSES

SKILLS ACTIONS
4 N
18 PASSIVE PERCEPTION Net +5 Bludgeoning Martial, Special, Thrown, Range (5/15)
10 Quarterstaff +8 1d6+5 Bludgeoning  Simple, Versatile, Topple
PASSIVE INSIGHT

Staff of Stl’iking +11 1d6+8 Bludgeoning  +1d6 Force, 5/10 Charges, Simple, Versatile, Topple
10 PASSIVE INVESTIGATION : .

Unarmed Strike +8 6 Bludgeoning

'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+6 HP.

You can use this 3 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 3/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

| Battle Master

* Combat Superiority « PHB-2024 93

You learn maneuvers that are fueled by special dice
called Superiority Dice. Many maneuvers enhance an
attack in some way. You can use only one maneuver
per attack.

You have 4d8 Superiority Dice, which are expended
when used. You regain any expended Superiority Die
when you finish a Short or Long Rest.

| Superiority Dice: 4 / Short Rest « 1 Action

* Student of War « PHB-2024 94

You gain proficiency with one type of Artisan’s Tools of
your choice, and in one skill of your choice from the
skills available to Fighters at level 1.

* Maneuver Options « PHB-2024 94

You know 3 maneuvers of your choice - many of which
enhance an attack in some way. You can only use one
maneuver per attack.

If a maneuver requires a saving throw, the DC equals
8 + Strength/Dexterity modifier (your choice) +
Proficiency Bonus.

| Disarming Attack ¢
When you hit a creature with an attack roll, you can
expend one Superiority Die and add the die to the
attack’s damage roll. The target must succeed on a
Str. saving throw or drop one object of your choice that
it's holding, which lands in its space.

| Maneuver: Disarming Attack (Dex.): 1 Action
| Maneuver: Disarming Attack (Str.): 1 Action

| Precision Attack ¢
When you miss with an attack roll, you can expend

N

one Superiority Die and add the die to the attack roll.

| Maneuver: Precision Attack: 1 Action

| Trip Attack ¢

When you hit a creature with an attack using a weapon
or Unarmed Strike, you can expend one Superiority
Die and add the die to the attack’s damage roll. If the
target is Large or smaller, it must succeed on a Str.
saving throw or have the Prone condition.

| Maneuver: Trip Attack (Str.): 1 Action

| Maneuver: Trip Attack (Dex.): 1 Action
* 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

=== VARIANT HUMAN SPECIES TRAITS ===
* Languages * BR
* Ability Score Increase « BR 31

Two different ability scores of your choice increase by
1.

FEATURES & TRAITS
\\
Bag of Holding 1 15 Ib. Playing Card Set 1 --
Ring of Protection 1 - Manacles 1 6 Ib.
Staff of Striking 1 - Clothes, Common 1 31b.
Adamantine Plate 1 65 Ib. Oil 2 2 |b.
Sentinel Shield 1 6 Ib. Rations 10 20 Ib.
Net 1 3lb. Rope 1 51b.
Pouch 1 11b. Tinderbox 1 11b.
Backpack 1 5 lb. Torch 10 10 Ib.
Pouch 1 11b. Waterskin 1 51b.
WEIGHT CARRIED Quiver 1 1lb. Crowbar 1 51b.
191 Ib. Quarterstaff 1 4 1b. Arrows 20 1lb.
ENCUMBERED Shortbow 1 2 1b.
300 Ib. Clothes, Common 1 31b. Ring of Protection 1 -
PUSH/DRAG/LIFT Net 1 31b. Staff of Striking 1 -
600 Ib. Manacles 4 24 b.
EQUIPMENT ))
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* Proficiencies * BR

* Feat » BR 31
You gain one feat of your choice.

=== FEATS ===

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

* Shield Master « PHB-2024 207
Ability Score Increase. Increase your Str. by 1.

Shield Bash. If you attack a creature within 5 ft. of you
as part of the Attack action with a Melee weapon, you
can immediately bash the target with your Shield if it's
equipped. The target must make a DC 16 Str. saving
throw. On a failed save, you either push the target 5 ft.
from you or cause it to have the Prone condition (your
choice). You can use this once per turn.

Interpose Shield. If you're subjected to an effect that
allows you to make a Dexterity saving throw to take
only half damage, you can take a Reaction to take no
damage if you succeed on the saving throw and are
holding a Shield.

| Shield Bash: Special
| Interpose Shield: Special

* Polearm Master « PHB-2024 206
Ability Score Increase. Increase your Dex. or Str. by 1.

Pole Strike. Immediately after you attack with a
Quarterstaff, a Spear, or a weapon with the Heavy and
Reach properties, you can use a Bonus Action to
make a melee attack. This deals 1d4 Bludgeoning
damage.

Reactive Strike. While holding a a Quarterstaff, a
Spear, or a weapon with the Heavy and Reach
properties, you can take a Reaction to make one
melee attack against a creature that enters into that
weapon's reach.

| Pole Strike: 1 Bonus Action
| Reactive Strike: 1 Reaction

* Sentinel « PHB 169

When you hit a creature with an opportunity attack, the
creature's speed becomes 0 for the rest of the turn.
Creatures provoke opportunity attacks from you even if
they take the Disengage action. When a creature
within 5 ft. of you makes an attack against a target
other than you, you can use your reaction to make a
melee weapon attack against the attacking creature.

| Sentinel Attack: 1 Reaction

* Squire of Solamnia ¢ SotDQ 34
Your training in the ways of the Knights of Solamnia
grants you these benefits:

Mount Up. Mounting or dismounting costs you only 5
ft. of movement.

Precise Strike. Once per turn, when you make a
weapon attack roll against a creature, you can cause
the attack roll to have advantage. If the attack hits, you
roll a d8 and add the number rolled as a bonus to the
attack’s damage roll. You can use this benefit 3 times
per long rest, but a use is expended only if the attack
hits.

| Squire of Solamnia: Precise Strike: 3/ Long Rest ¢
Special

* Weapon Mastery « PHB-2024 91

ADDITIONAL FEATURES & TRAITS

N

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

| Pike (Push) ¢
Push. If you hit a creature with Pike, you can push the
creature up to 10 ft. straight away from you if it's Large
or smaller.

| Quarterstaff (Topple) ¢
Topple. If you hit a creature with a Quarterstaff, you
can force it to make a Con. saving throw (DC 8 + 3 +
the ability modifier used to make the attack). On a
failed save, the creature has the Prone condition.

| Sap (Mace): 1 Action

| Push (Pike): 1 Action

| Topple (Quarterstaff): 1 Action
*4: Weapon Mastery « PHB-2024 91

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

turn.

| Vex (Shortbow): 1 Action

ADDITIONAL EQUIPMENT
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Male 22 Medium 6’ 220
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Good Tempus Caucasian Dark brown Black
ALIGNMENT FAITH SKIN EYES HAIR
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=== Allies === /" B n n
Est Sularus oth Mithas", or "My
Knights Paladins Solamnic Knights and most good honor is my life."
aligned people otherwise very helpfull and happy
=== Organizations ===
PERSONALITY TRAITS
Active scout for Knights pf Solamnia. Has 200 S
achieved ranking in Knights of the sword and [ ~]
Knights of the Crown in Krynn, Named after the You have trained to be a valorous
founder of the knights of Solamnia at the Krynn warrior known as a Knight of Solamnia.
orphanage he has extesively trained since ; : ;
childhood to uphold the lifestyle of honor and Strict rules guide your every action, and
courage. IDEALS
Solamnus has been sent away from Krynn to S ke
assist in turmoil happening in Faerun, He meets [~ ~]
Jasper on a transdimentional travel to Faerun
BONDS
L~ ]
[N "]
courageous to the point of stupidity
always defending and fighting to
the end.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS N\ FLAWS .
) { )\ {
/ \
Inducted as a young boy into the Solamnic Knights Charger Mobility heavy Armor mastery Tavern
by his family Solamnus was named by the order Brawler are some skills he is looking to get for
and developed a particular skill set as a Pole Arm himself
Specialist Sentinal Shield Master Battlemaster.
He doesnt talk much but his actions in battle have
astounded many of his trainers. His family lineage
and unique fighting path has made Solamnus
unpopular with some less special skilled but more
experienced members within the Order of te Rose.
He has been sent away to scout far away from
Krynn to evaluate other realms in peril. After
arriving on Faerun he has indentured himself to
Jasper Stormbeard as his compatriot and body
guard. Solamnus intends to become a paladin
next level 7
CHARACTER BACKSTORY ADDITIONAL NOTES
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