D&D
1B ENOINID)

—

INTJ Ariel Stormarrow

STRENGTH

DEXTERITY
CONSTITUTION

+2

INTELLIGENCE

+1

'O

WISDOM

+1

o

CHARISMA

+0

CHARACTER NAME

ﬁa
o

O O0OO0O©o

\

s
3
=4
1
s

+0

Strength
Dexterity
Constitution
Intelligence
Wisdom

Charisma

SAVING THROWS

y

/ N
® _+5  Acrobatics DEX \
O _*1_ Animal Handling wis
O +1 Arcana INT
® +1 Athletics STR
O _+0  Deception CHA
O _+1  History INT
O _+L Insight wis
® +2 Intimidation CHA
O _*1  Investigation INT
O +1  Medicine wis
O _+1  Nature INT
® _+3  Perception Wis
QO _+0  Performance CHA
QO _+0  Persuasion CHA
O _*1  Religion INT
QO _*3  Sleight of Hand DEX
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O _+1  Survival wis
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CLASS & LEVEL PLAYER NAME
Variant Human Soldier (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
P — —
/7 \
ARMOR Max HP Current HP Temp HP |
+3 14 1 2 _—
INITIATIVE CLASS \ HIT POINTS J
// /7 / \
1d10 successes O=O=0O
FAILURES( )=( >=( >
QA DEFENSES \ HIT DICE \ DEATH SAVES /
INSPIRATION j ‘ === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— e— === TOOQOLS ===
ABILITY SAVE DC Dragonchess Set, Vehicles (Land)
o === LANGUAGES ===
/7 N Common, Elvish
30 ft. (Walking)
A SPEED )

PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

BONUS ACTIONS ===
Second Wind « 1 / Short Rest

regain 1d10 + 1 HP.

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

Once per short rest, you can use a bonus action to

ACTIONS

74
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13 PASSIVE WISDOM (PERCEPTION) AITOW, Walloping +7 1d8+3 Piercing Martial, Ammunition, Heavy, Range, Two-Handed, Range (150/600)
CrOSSbOW, ||ght +7 1d8+3 P|erc|ng Simple, Ammunition, Loading, Range, Two-Handed, Range (80/320)

11 PASSIVE WISDOM (INSIGHT)
Dagger +5 1d4+3 Piercing Simple, Finesse, Light, Thrown, Range (20/60)

PASSIVE INTELLIGENCE (INVESTIGATION R s q q

11 ( ) Double-Bladed Scimitar +1 2d4-1 Slashing Martial, Special, Two-Handed

LOngboW +7 1d8+3 Piercing Martial, Ammunition, Heavy, Range, Two-Handed, Range (150/600)
< Rapier +5 1d8+3 Piercing Martial, Finesse
SENSES LN WEAPON ATTACKS & CANTRIPS /
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Fighter 1 BrodyBerkhout
: CLASS & LEVEL PLAYER NAME
INTJ Ariel Stormarrow
Variant Human Soldier (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
P — —
7 N

=== FIGHTER FEATURES ===
* Hit Points « PHB 71
* Proficiencies « PHB 71

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

| Archery « PHB
You gain a +2 bonus to attack rolls you make with
ranged weapons.

* Second Wind ¢« PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 1 HP.

| 1/ Short Rest « 1 Bonus Action

=== VARIANT HUMAN RACIAL TRAITS ===

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

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

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

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

* Sharpshooter « PHB 170
Attacking at long range doesn't impose disadvantage

on your ranged weapon attack rolls and your ranged
weapon attacks ignore half cover and three-quarters
cover. Before you make an attack with a ranged
weapon that you are proficient with, you can choose to
take a -5 penalty to the attack roll to add +10 to the
attack's damage.

FEATURES & TRAITS
Arrow, Walloping 1 0.8 Ib. Rations (1 day) 10 20 Ib.
Leather 1 10 Ib. Rope, Hempen (50 feet) 1 10 Ib.
Dagger 1 11b. Tinderbox 1 11b.
Crossbow, light 1 5 lb. Torch 10 10 Ib.
Rapier 1 2 1b. Waterskin 1 51b.
Longbow 1 2 lb.
Double-Bladed Scimitar 1 6 Ib.
Arrows 20 11b.
Crossbow Bolts 20 1.51b.
WEIGHT CARRIED Backpack 1 5lb.
94.3 Ib. Clothes, Common 1 31b.
ENCUMBERED Healer's Kit 1 31b.
120 Ib. Playing Card Set 1 -
PUSH/DRAG/LIFT Bedroll 1 7lb.
240 Ib. Mess Kit 1 11lb.

EQUIPMENT
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Female 35 Medium 55" 130
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Tymora - God o Olive Blue Dirty blonde
ALIGNMENT FAITH SKIN EYES HAIR
—— —
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/INDEPENDENT — Conformity is more or less synonymous with \
mediocrity. Creative and self-motivated, | strive to do things my way. | can
imagine few things more frustrating than allowing arbitrary rules or
conventions to stand in the way of my success.
DETERMINED - | am known for being ambitious and goal-oriented. |
won't rest until I've achieved my own definition of success — which usually
entails mastering the subjects and pursuits that matter to me.
PERSONALITY TRAITS
L~ 1
[ "]
P THE CHESS GAME OF LIFE
Life is like a giant game of chess. Relying on strategy rather than chance, |
contemplate the strengths and weaknesses of each move before | make it.
And | never lose faith that, with enough ingenuity and insight, | can find a way
to win — no matter what challenges might arise along the way.
IDEALS
L~ 1
[ "]
I'll never forget the crushing defeat
my company suffered or the
enemies who dealt it.
BONDS
L~ 1
[N "]
ARROGANT - | might be knowledgeable, but | am not infallible. My
self-assurance can blind me to useful input from other people — especially
anyone | deem to be intellectually inferior. | can also come across as
needlessly harsh or single-minded in trying to prove others wrong.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS \\ FLAWS //
) { )\ {
/ \
In the grand tapestry of life, was born to defy the
shackles of conformity. Independence is my
guiding star, and | find little patience for arbitrary
rules or conventions that hinder my success.
Creative and self-motivated, | navigate the world
on my terms, setting my sights on goals that
demand ambition and determination.
Life, to me, is a chess game—a strategic
endeavor where each move is a calculated step
toward success. | contemplate the strengths and
weaknesses of every decision, never losing faith
that ingenuity and insight will pave the way to
victory, regardless of the challenges that emerge.
The bitter taste of defeat lingers in my memories,
a crushing blow dealt by orc enemies. | carry a
dagger, a memento from my best friend who fell in
that conflict, the weight of his loss forever etched
in my heart. He died in my arms, a stark reminder
of the price paid in the pursuit of glory.
My prowess in archery is unmatched, bordering on
the magical. As a sharpshooter, | make shots that
defy the laws of probability, my arrows finding their
mark with uncanny precision. It's a skill that sets
me apart, a testament to the hours spent honing
my craft.
Once an officer, | bear a military rank—a symbol
of authority and influence. Soldiers loyal to my
former organization recognize my standing,
deferring to my command if of lower rank. This
recognition grants me access to military
encampments and fortresses, where my rank
holds sway.
Arrogance is a shadow that lingers within me.
While knowledgeable, my self-assurance blinds
me to valuable input from others, especially those
| deem intellectually inferior. This arrogance can
manifest as harshness or single-minded
determination to prove others wrong. Yet, |
continue my journey, a lone archer in pursuit of
CHARACTER BACKSTORY ADDITIONAL NOTES
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