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+2  Acrobatics DEX
+2_ Animal Handling wis
-1 Arcana INT
+5  Athletics STR
+1  Deception CHA
-1 History INT
+0  Insight wis
+3  Intimidation CHA
-1 Investigation INT
+0  Medicine WIS
-1 Nature INT
+0  Perception WIS
+1  Performance CHA
+1  Persuasion CHA
-1 Religion INT
+2_ Sleight of Hand DEX
+2_ Stealth DEX
+2_ Survival wis
SKILLS ),
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CLASS & LEVEL PLAYER NAME
Orc Soldier (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
—————— ———
y
ARMOR Max HP Current HP Temp HP
+2 16 12
INITIATIVE CLASS \ HIT POINTS
/7 /7 /
1d10 successes O=O=0O
FAILURES( )=( >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES
3
HEROIC INSPIRATION j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC Three-Dragon Ante Set
=== LANGUAGES ===
7 N Common, Common Sign Language, Orc
30 ft. (Walking)
\§ SPEED Y
) PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

You can draw upon a limited well of physical and

mental stam

Attack, Magic, Dash, Disengage, Dodge, Help,

Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,

Interact with an Object, Study, Influence

=== BONUS ACTIONS ===
Adrenaline Rush « 2 / Short Rest

As a Bonus Action, you can take the Dash action.

When you do, you gain 2 Temporary HP.

ina and regain 1d10+1 HP.

You can use this limiteduse - No limited use data
available times per Long Rest, and can regain one

expended use when you finish a Short Rest.

=== SPECIAL ===
Relentless Endurance * 1 / Long Rest

Once per Long Rest, when you're reduced to 0 HP

but not killed outright, you can drop to 1 HP instead.

You can use this trait 2 times, and you regain all uses

after a Short or Long Rest.

Second Wind « 2 / Lona Rest

ACTIONS

74

Darkvision 120 ft.

10 PASSIVE PERCEPTION
10 PASSIVE INSIGHT
9 PASSIVE INVESTIGATION

SENSES

//

Flail +5
Greatsword +5
Javelin +5
Shortbow +4
Spear +5
Unarmed Strike +5

1d8+3 Bludgeoning
2d6+3 Slashing
1d6+3 Piercing
1d6+2 Piercing
1d6+3 Piercing
4 Bludgeoning

'WEAPON ATTACKS & CANTRIPS

\\

Martial, Sap

Martial, Heavy, Two-Handed, Graze
Simple, Thrown, Slow, Range (30/120)
Simple, Ammunition, Range, Two-Handed, Vex, Range (80/320)

Simple, Thrown, Versatile, Sap, Range (20/60)
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=== FIGHTER FEATURES ===
* Core Fighter Traits « free-rules 91
* Fighting Style « free-rules 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 « free-rules 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 e free-rules 91

=== ORC SPECIES TRAITS ===

* Creature Type ¢ PHB-2024 195
You're a Humanoid.

* Size « PHB-2024 195
Your Size is Medium.

* Speed « PHB-2024 195
Your Speed is 30 ft.

* Adrenaline Rush « PHB-2024 195
As a Bonus Action, you can take the Dash action.
When you do, you gain 2 Temporary HP.

You can use this trait 2 times, and you regain all uses
after a Short or Long Rest.

| 2/ Short Rest « 1 Bonus Action

* Darkvision « PHB-2024 195
You have Darkvision with a range of 120 ft.

* Relentless Endurance « PHB-2024 195
Once per Long Rest, when you're reduced to 0 HP but
not killed outright, you can drop to 1 HP instead.

| 1/Long Rest ¢ Special

* 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 ===

* Great Weapon Fighting * free-rules 209

When you roll damage for an attack you make with a
Melee weapon that has the Two-Handed or Versatile
properties, you can treat any 1 or 2 on a damage die
asa3.

* Weapon Mastery « PHB-2024 91

| 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.

| Greatsword (Graze) «
Graze. If your attack roll with a Greatsword misses a
creature, you can deal damage to it equal to the ability
modifier used to make the attack. This damage is the
same type dealt by the Greatsword, and can only be
increased by increasing the ability modifier.

| Javelin (Slow) «
Slow. If you hit a creature with a Javelin and deal
damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Graze (Greatsword): 1 Action

| Nick (Dagger): 1 Action

| Slow (Javelin): 1 Action
* Savage Attacker ¢ free-rules 201
Once per turn when you hit a target with a weapon,
you can roll the weapon’s damage dice twice and use
either roll against the target.

* Soldier Ability Score Improvements « PHB-2024 185

| Increase two scores (+2 / +1) ¢

CLASS & LEVEL PLAYER NAME
Orc Soldier (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
P — —
7 N

EQUIPMENT

FEATURES & TRAITS
Chain Mail 1 55 Ib. Tinderbox 1 11b.
Javelin 8 16 Ib. Torch 10 10 Ib.
Spear 1 3lb. Waterskin 1 51b.
Shortbow 1 2 1b. Caltrops 20 2 |b.
Flail 1 2 1b. Crowbar 1 51b.
Greatsword 1 6 Ib.
Backpack 1 51b.
Quiver 1 11b.
Three-Dragon Ante 1 -
WEIGHT CARRIED Arrows 20 11b.
148 |b. Healer's Kit 1 31b.
ENCUMBERED Traveler's Clothes 1 4 1b.
255 |b. Oil 2 21b.
PUSH/DRAG/LIFT Rations 10 20 Ib.
510 Ib. Rope 1 51b.




CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS
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Male 25 Medium 5'5" 203
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Neutral Tempus - God ¢ Green Black Black
ALIGNMENT FAITH SKIN EYES HAIR
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ENTHUSIASTIC — When the goal is right, 1 apply all of my gifts to something
that | believe will make a real, positive difference in people’s lives — whether
that's fighting poverty with a global initiative or simply making a customer's
day.

SUPPORTIVE - | truly enjoy helping others, and | happily share my

knowledge, attention, and expertise with anyone who needs it. | strive for
win-win situations, choosing teamwork over competition whenever

PERSONALITY TRAITS
L~ ]
N ~

THE HIGHEST STANDARDS - | am known for my humility, and | rarely
seek the spotlight. For me, “good enough” is rarely good enough. | can be
meticulous to the point of perfectionism. | take my responsibilities
personally, consistently going above and beyond and doing everything
that | can to exceed others’ expectations.

IDEALS
L~

o~
~]

[
Those who fight beside me are those
worth dying for.

BONDS

L~ 1
" ~"1
RELUCTANT TO CHANGE - | struggle the most with change. Breaking
with tradition isn’'t easy for me, especially since | place great value on
history and precedent. Even when change is necessary, | may wait until
the situation reaches a breaking point before altering course.

\\ FLAWS //

I'm a half-orc of formidable stature and unwavering
resolve. Raised in the harsh realities of the Sword
Coast, my early years were marked by the trials
faced by a half-orc in a world that often
misunderstood my kind.

My path to destiny unfolded when | enlisted in the
military, finding purpose and camaraderie among
the ranks. | embraced the discipline and order
inherent in the military lifestyle. My tenacity,
coupled with my natural strength, led me to
become an infantry soldier and an expert with a
greatsword, a weapon that reflected my
determination on the battlefield.

My military career was defined by relentless
pursuit of excellence. My prowess with the
greatsword set me apart in my unit, earning me
respect and recognition. In one conflict, |
singlehandedly defended a narrow chokepoint,
killing over a hundred bandits so that my unit could
escape and reposition to win the battle. Rising
through the ranks, | became a symbol of
steadfastness and commitment to those who
served alongside me. The military bestowed upon
me a rank that would forever mark my identity: a
half-orc samurai with a purpose.

My relentless nature, coupled with my military
rank, bestowed upon me a unique authority that
lingered even beyond my time in service. Soldiers
loyal to my former organization recognized my
influence, deferring to my leadership if of a lower
rank. | could invoke my military standing to exert
influence over other soldiers, requisition simple
equipment or horses for temporary use, and gain
access to friendly military encampments and
fortresses where my rank was acknowledged.

Driven by the belief that those who fight beside me
are worth dying for, | embodied my chosen
profession with enthusiasm. My commitment to
making a positive difference in people's lives
extended beyond the battlefield. Whether it was

CHARACTER BACKSTORY

Tempus

Alignment: Neutral

Alternate Names: The Foehammer, The Lord of
Battles

Category: None

Domains: War

Pantheon: FaerGnian

Symbol: Upright flaming sword

Tempus is a war god concerned with brave conduct
during war, using force of arms over talk for settling
disputes, and encouraging bloodshed. The god of
war is random in his favors, meaning that his chaotic
nature favors all sides equally. Lord Tempus might
be an army's ally one day, and its enemy the next.
He might seem to manifest before a battle,
appearing to one side or the other. If he is seen
riding a white mare (Veiros), then the army will
succeed. If he rides a black stallion (Deiros), then
defeat is certain. Most often he appears to be riding
with one foot in each mount's stirrup, signifying the
unpredictable nature of battle. In such visions,
Tempus is always a powerfully built warrior dressed
for battle in the style of those who envision him.

Tempus's favor might be randomly distributed, but
over the centuries his priests have made an effort to
spread and enforce a common code of warfare - to
make war a thing of rules, respect for reputations,
and professional behavior. This code, called
Tempus's Honor, has the purpose of making
conflicts brief, decisive, and as safe as possible for
those not directly involved. The rules in the code
include the following: arm anyone who has need of a
weapon; disparage no foe; acquit oneself with
bravery; train all for battle; and don't engage in
feuds. Those who poison wells, taint fields, kill
noncombatants, or engage in torture in the name of
war are all considered sinners.

Worshipers of Tempus are legion, and his name is
often on the lips of soldiers. His priests are
tacticians, often skilled in the art of war. Many of his

ordained don't serve in temples, but as battlefield
chaplains with armies and mercenary companies,
encouraging their fellow soldiers with both word and
blade. Priests of Tempus teach that war conducted
properly is fair in that it oppresses all sides equally,
and that in any given battle, a mortal might be slain
or might become a great leader among his or her
companions. Mortals shouldn't fear war but should
see it as a natural force, the storm that civilization
brings about by its very existence.

ADDITIONAL NOTES
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