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Hit Point Maximum
  Strength

  Dexterity

  Constitution

  Intelligence

  Wisdom

  Charisma

CP

EP

PP

GP

SP

PASSIVE WISDOM (PERCEPTION)

EQUIPMENTOTHER PROFICIENCIES & LANGUAGES

ATTACKS & SPELLCASTING

FEATURES & TRAITS

  Acrobatics (Dex)

  Animal Handling (Wis)

  Arcana (Int)

  Athletics (Str)

  Deception (Cha)

  History (Int)

  Insight (Wis)

  Intimidation (Cha)

  Investigation (Int)

  Medicine (Wis)

  Nature (Int)

  Perception (Wis)

  Performance (Cha)

  Persuasion (Cha)

  Religion (Int)

  Sleight of Hand (Dex)

  Stealth (Dex)

  Survival (Wis)
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SAVING THROWS
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	ClassLevel: Battle Master Fighter - Level 5
	Background: Soldier
	PlayerName: 
	CharacterName: 
	Race : Mountain Dwarf
	Alignment: 
	XP: 
	Inspiration: 
	STR: +4
	ProfBonus: +3
	AC: 16
	Initiative: +1
	Speed: 25
	PersonalityTraits : 
	STRmod: 18
	ST Strength: +7
	DEX: +1
	Ideals: 
	DEXmod : 12
	Bonds: 
	CON: +3
	HDTotal: 5d10
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: 16
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: 
	Flaws: 
	INT: +2
	ST Dexterity: +1
	ST Constitution: +6
	ST Intelligence: +2
	ST Wisdom: +0
	ST Charisma: -1
	Acrobatics: +1
	Animal: +0
	Athletics: +7
	Deception : -1
	History : +5
	Wpn Name: Greatsword
	Wpn1 AtkBonus: +7
	Wpn1 Damage: 2d6+4 slashing
	Insight: +3
	Intimidation: +2
	Wpn Name 2: Handaxe*
	Wpn2 AtkBonus : +7
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Check Box 11: Yes
	Check Box 18: Off
	Check Box 19: Yes
	Check Box 20: Off
	Check Box 21: Off
	Check Box 22: Off
	INTmod: 14
	Wpn2 Damage : 1d6+4 slashing
	Investigation : +5
	WIS: +0
	Arcana: +2
	Perception : +0
	WISmod: 10
	CHA: -1
	Nature: +2
	Performance: -1
	Medicine: +0
	Religion: +2
	Stealth : +1
	Check Box 23: Off
	Check Box 24: Off
	Check Box 25: Off
	Check Box 26: Yes
	Check Box 27: Off
	Check Box 28: Yes
	Check Box 29: Yes
	Check Box 30: Yes
	Check Box 31: Yes
	Check Box 32: Off
	Check Box 33: Off
	Check Box 34: Off
	Check Box 35: Off
	Check Box 36: Off
	Check Box 37: Off
	Check Box 38: Off
	Check Box 39: Off
	Check Box 40: Off
	Persuasion: -1
	HPMax: 48
	HPCurrent: 
	HPTemp: 
	Wpn3 Damage : 
	SleightofHand: +1
	CHamod: 8
	Survival: +0
	AttacksSpellcasting: *You can throw a handaxe 20 feet, or up to 60 feet with disadvantage on the attack roll.
	Passive: 10
	CP: 
	ProficienciesLang: Languages: Common, DwarvishArmour: All Armour, ShieldsWeapons: Simple, MartialTools: Dragon Chess, Smith's ToolsVehicles: Land
	SP: 
	EP: 
	GP: 
	PP: 
	Equipment: - Greatsword- 2x Hand Axe- Chainmail- Backpack, Bedroll,Mess Kit, Tinderbox- 10 Torches- Waterskin- 50ft Hempen Rope- 10 Rations
	Features and Traits: Fighter: Action Surge. | Once per restYou can push yourself beyond your normal limits for a moment. On your turn, you can take one additional action on top of your regular action and possible bonus action.Fighter: Second Wind. | Once per restOn your turn, you can use a bonus action to regain hit points equal to 1d10 + your fighter level.Fighter: Extra AttackBeginning at 5th level, you can attack twice, instead of once, whenever you take the Attack action on your turn.Fighter: Great Weapon FightingYou can reroll a 1 or 2 on damage dice with melee weapons wielded with two hands. Battle Master: ManeuversYou are a tactician on the battlefield and understand tactics. You can select from the 3 options below. You can use only one maneuver per attack.Maneuver: 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 one of your companions to strike. When you do so, choose a friendly creature who can see or hear you and expend one superiority die. That creature can immediately use its reaction to make one weapon attack, adding the superiority die to the attack's damage roll.Maneuver: Feinting Attack. You can expend one superiority die and use a bonus action on your turn to feint, choosing one creature within 5 feet of you as your target. You have advantage on your next attack roll this turn against that creature. If that attack hits, add the superiority die to the attack's damage roll.The advantage is lost if not used on the turn you gain it.Maneuver: Riposte. When a creature misses you with a melee attack, you can use your reaction and expend one superiority die to make a melee weapon attack against the creature. If you hit, you add the superiority die to the attack's damage roll.Battle Master: Superiority Dice | 4 uses per restYou have four superiority dice, which are d8s. A superiority die is expended when you use it. You regain all of your expended superiority dice when you finish a short or long rest.Dwarf: DarkvisionYou can see in darkness (shades of gray) up to 60ft. Dwarf: Dwarven ResilienceYou have advantage on saves against poison and resistance against poison damage. Dwarf: StonecunningWhenever you make an INT (History) check related to the origin of stonework, you are considered proficient in the History skill and add double your proficiency bonus to the check. Armour: Heavy ArmourDisadvantage on stealth checks.
	Weight: 
	Height: 
	Age: 
	CharacterName 2: 
	Hair: 
	Skin: 
	Eyes: 
	CharacterPortrait: 
	Allies: 
	FactionName: 
	FactionName 1: 
	Feat+Traits: 
	Backstory: 
	Treasure: 
	SpellAtkBonus 2: +5
	SpellSaveDC  2: 13
	SpellcastingAbility 2: INT
	Spellcasting Class 2: Fighter
	SlotsTotal 21: 
	SlotsRemaining 21: 
	SlotsTotal 24: 
	SlotsRemaining 24: 
	Spells 1014: Fire Bolt
	Spells 1048: 
	Spells 1083: 
	Spells 1016: Shocking Grasp
	Spells 1082: 
	Spells 1047: 
	Spells 1017: 
	Spells 1049: 
	Spells 1084: 
	Spells 1018: 
	Spells 1085: 
	Spells 1050: 
	Spells 1019: 
	Spells 1051: 
	Spells 1086: 
	Spells 1020: 
	Spells 1052: 
	Spells 1087: 
	Spells 1021: 
	Spells 1053: 
	Spells 1088: 
	Spells 1022: 
	Spells 1054: 
	Spells 1089: 
	Spells 1055: 
	Spells 1090: 
	Spells 1056: 
	SlotsRemaining 19: 
	SlotsTotal 19: 3
	SlotsTotal 25: 
	SlotsRemaining 25: 
	Spells 1057: 
	Spells 1058: 
	Spells 1059: 
	Spells 1092: 
	Spells 1091: 
	Spells 1015: Burning Hands
	SlotsRemaining 22: 
	SlotsTotal 22: 
	Spells 1023: Expeditious Retreat
	Spells 1093: 
	Spells 1024: False Life
	Spells 1094: 
	Spells 1061: 
	Spells 1025: Shield
	Spells 1095: 
	Spells 1060: 
	Spells 1026: 
	Spells 1096: 
	Spells 1062: 
	Spells 1027: 
	Spells 1097: 
	Spells 1063: 
	Spells 1028: 
	Spells 1098: 
	Spells 1064: 
	Spells 1099: 
	Spells 1029: 
	Spells 1065: 
	Spells 1030: 
	Spells 1066: 
	SlotsRemaining 26: 
	SlotsTotal 26: 
	Spells 1031: 
	Spells 1067: 
	Spells 1032: 
	Spells 1068: 
	Spells 1033: 
	Spells 10101: 
	Spells 1069: 
	Spells 10100: 
	Spells 1070: 
	SlotsTotal 20: 
	SlotsRemaining 20: 
	Spells 10102: 
	Spells 1071: 
	Spells 10103: 
	Spells 1072: 
	Spells 10104: 
	Spells 1046: 
	Spells 10105: 
	Spells 1034: 
	SlotsRemaining 23: 
	SlotsTotal 23: 
	Spells 10106: 
	Spells 1035: 
	Spells 1036: 
	SlotsRemaining 27: 
	SlotsTotal 27: 
	Spells 1074: 
	Spells 1037: 
	Spells 1073: 
	Spells 1038: 
	Spells 1075: 
	Spells 1039: 
	Spells 10108: 
	Spells 1076: 
	Spells 10107: 
	Spells 1040: 
	Spells 1077: 
	Spells 1041: 
	Spells 10109: 
	Spells 1078: 
	Spells 1042: 
	Spells 101010: 
	Spells 1079: 
	Spells 1043: 
	Spells 101011: 
	Spells 1080: 
	Spells 1044: 
	Spells 101012: 
	Spells 1081: 
	Spells 101013: 
	Spells 1045: 


