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Vidar Bjornsen
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Fighter 3 darkcyril
CLASS & LEVEL PLAYER NAME
Variant Human Folk Hero (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
————— ———
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ARMOR Max HP Current HP Temp HP
+3 14 25 -
INITIATIVE CLASS \ HIT POINTS
/ / /
3d10 successes O=O=0O
FAILURES( )=< >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES
INSPIRATION j ‘ === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Cobbler's Tools, Painter's Supplies, Vehicles
pom— PN (Land)
7 N === LANGUAGES ===
30 ft. (Walking) Common, Dwarvish
A SPEED )

4 PROFICIENCIES & LANGUAGES

L SKILLS ),

=== 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

Superiority Dice * 4 / Short Rest

You learn maneuvers that are fueled by superiority
dice. Maneuvers enhance an attack in some way. You
have 4d8 superiority dice per short rest.

=== BONUS ACTIONS ===
Commander’s Strike

When you take the Attack action on your turn, you
can forgo one of your attacks and use a bonus action

to direct an ally that can see and hear you to strike
using its reaction, adding the superiority die to the
damage roll.

Polearm Master Attack

When you take the Attack action with only a glaive,
halberd, quarterstaff, or spear, you can use a bonus
action to make a melee attack with the opposite end of
the weapon that uses the same ability modifier as the
primary attack and has a damage die of d4
(bludgeoning).

Rally

On your turn, you can use a bonus action and
expend one superiority die to grant a friendly creature
who can see or hear vou temp HP eaual to the

74

ACTIONS
4 N
9 PASSIVE WISDOM (PERCEPTION) Halberd +4 1d10+2 Slashing Martial, Heavy, Reach, Two-Handed
9 PASSIVE WISOOM (INSIGHT) Handaxe +4 1d6+2 Slashing Simple, Light, Thrown, Range (20/60)
Handaxe +4 1d6+2 Slashing Simple, Light, Thrown, Range (20/60)
10 PASSIVE INTELLIGENCE (INVESTIGATION) Longbow +5 108+3 Piercing  ere: Anmunion Heaw, Rarge, Te-Handed, Range 150600
Warhammer +4 1d8+2 Bludgeoning Martial, Versatile
Unarmed Strike +4 3 Bludgeoning
SENSES A WEAPON ATTACKS & CANTRIPS /




Vidar Bjornsen
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Fighter 3 darkcyril
CLASS & LEVEL PLAYER NAME
Variant Human Folk Hero (Milestone)
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=== FIGHTER FEATURES ===

* Hit Points « PHB 71
* Proficiencies « PHB 71

* Fighting Style « PHB 72
You adopt a fighting style specialty.

| Great Weapon Fighting « PHB
You can reroll a 1 or 2 on damage dice with melee
weapons wielded with two hands.
* Second Wind « PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 3 HP.

| 1/ Short Rest « 1 Bonus Action
* Action Surge « PHB 72
Once per short rest, you can take one additional
action on your turn. [17th] Twice per short rest

| 1/ Short Rest « Special
* Martial Archetype « PHB 72

| Battle Master
* Combat Superiority « PHB 73
You learn maneuvers that are fueled by superiority
dice. Maneuvers enhance an attack in some way. You
have 4d8 superiority dice per short rest.

| Superiority Dice: 4 / Short Rest « 1 Action

* Student of War « PHB 73
You gain proficiency with one type of artisan’s tools.

* Maneuvers « PHB 74

| Commander’s Strike « PHB
When you take the Attack action on your turn, you can
forgo one of your attacks and use a bonus action to
direct an ally that can see and hear you to strike using
its reaction, adding the superiority die to the damage
roll.

| 1 Bonus Action

| Rally « PHB
On your turn, you can use a bonus action and expend
one superiority die to grant a friendly creature who can
see or hear you temp HP equal to the superiority die
roll + 2.

| 1 Bonus Action

| Trip Attack « PHB
When you hit with a weapon attack, you can expend
one superiority die to add the total to the damage roll,
and if the target is Large or smaller, it must make a
STR saving throw (DC 13). On failure, you knock the
target prone.

| Special

=== VARIANT HUMAN RACIAL TRAITS ===

* Languages * PHB 31
You can speak, read, and write Common and one
extra language.

* Ability Score Increase « PHB 31
Two different ability scores of your choice increase by
1.

* Skills « PHB 31
You gain proficiency in one skill of your choice.

* Feat » PHB 31

N

You gain one feat of your choice.

=== FEATS ===

* Polearm Master « PHB 168

When you take the Attack action with only a glaive,
halberd, quarterstaff, or spear, you can use a bonus
action to make a melee attack with the opposite end of
the weapon that uses the same ability modifier as the
primary attack and has a damage die of d4
(bludgeoning). While you are wielding a glaive,
halberd, pike, quarterstaff, or spear, other creatures
provoke an opportunity attack from you when they
enter your reach.

| Polearm Master Attack: 1 Bonus Action

FEATURES & TRAITS
\\
Leather 1 10 Ib. Tinderbox 1 11b.
Handaxe 1 21b. Torch 10 10 Ib.
Handaxe 1 21b. Waterskin 1 51b.
Halberd 1 6 Ib. Painter's Supplies 1 51b.
Warhammer 1 2 1b.
Longbow 1 2 lb.
Arrows 20 11b.
Backpack 1 5 lb.
Bedroll 1 7 Ib.
WEIGHT CARRIED Clothes, Common 1 31b.
107 Ib. Mess Kit 1 11b.
ENCUMBERED Pot, Iron 1 10 Ib.
210 Ib. Rations (1 day) 10 20 Ib.
PUSH/DRAG/LIFT Rope, Hempen (50 feet) 1 10 Ib.
420 Ib. Shovel 1 5 Ib.
EQUIPMENT ))
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Male 23 Medium 62" 220
GENDER AGE SIZE HEIGHT WEIGHT
Weathered Brown Brown
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

//
I'm confident in my own abilities
and do what | can to instill
confidence in others.

PERSONALITY TRAITS
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Sincerity. There’s no good in pretending to be
something I'm not. (Neutral)

IDEALS
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| protect those who cannot
protect themselves.

BONDS
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| have a weakness for the vices of the city,
especially hard drink.

\\ FLAWS

N
~"1

&

"

CHARACTER BACKSTORY

ADDITIONAL NOTES
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