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-1 Charisma

Advantage against being charmed,
and magic can't put you to sleep
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Animal Handling wis

SAVING THROWS

-1 Arcana INT

+2  Athletics STR
-1 Deception CHA

-1 History INT

+0  Insight wis
+1  Intimidation CHA

-1 Investigation INT

+0  Medicine WIS

+1  Nature INT

Perception wis
-1 Performance CHA

-1 Persuasion CHA

+1  Religion INT

+5  Sleight of Hand DEX
+5  Stealth DEX

+2_ Survival wis
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Fighter 3 60nes
CLASS & LEVEL PLAYER NAME
Half-EIf Criminal (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
P — ——
/7 \
ARMOR Max HP Current HP Temp HP |
S 15 28 -
INITIATIVE CLASS \ HIT POINTS /
/4 / / \
. . 3d10
Immunities - Magical Sleep successes OO0
FAILURES( )=< >=< >
\ DEFENSES \ HIT DICE \ DEATH SAVES J
\
HEROIC INSPIRATION
=== ARMOR ===

Heavy Armor, Light Armor, Medium Armor,
Shields

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

e— === TOOLS ===
ABILITY SAVE DC | Thieves' Tools
o === LANGUAGES ===
/ N Common, Dwarvish, Elvish
30 ft. (Walking)
Q SPEED )
) PROFICIENCIES & TRAINING
/ N\

=== ACTIONS === === SPECIAL ===

Standard Actions

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 ===
Second Wind « 2 / Long Rest

You can draw upon a limited well of physical and
mental stamina and regain 1d10+3 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.

Action Surge * 1 / Short Rest
On your turn you can take one additional action,
except the Magic action.

You can use this feature limiteduse - No limited use
data available time(s) until you finish a Short or Long
Rest.

Tactical Mind

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.

74

SKILLS \ ACTIONS
[ 7 N
10 PASSIVE PERCEPTION Handaxe +4 1d6+2 Slashing Simple, Light, Thrown, Vex, Range (20/60)
Shortsword +5 1d6+3 Piercing Martial, Finesse, Light, Vex
10 PASSIVE INSIGHT
Unarmed Strike +4 3 Bludgeoning
9 PASSIVE INVESTIGATION
Darkvision 60 ft.
SENSES g WEAPON ATTACKS & CANTRIPS /




* 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+3 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
* Action Surge ¢ free-rules 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 « free-rules 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 ¢ free-rules 92

=== HALF-ELF SPECIES TRAITS ===

* Darkvision « BR 39
You can see in darkness (shades of gray) up to 60 ft.

* Fey Ancestry * BR 39
You have advantage on saving throws against being
charmed, and magic can’t put you to sleep.

* Skill Versatility « BR 39
You gain proficiency in two skills of your choice.

=== FEATS ===

* Two-Weapon Fighting ¢ free-rules 210

When you make an extra attack as a result of using a
weapon that has the Light property, you can add your
ability modifier to the damage of that attack if you
aren’t already adding it to the damage.

* Alert « free-rules 200
Initiative Proficiency. When you roll Initiative, add +2 to
the roll.

Initiative Swap. Immediately after you roll Initiative, you
can swap your Initiative with the Initiative of one willing
ally in the same combat. You can’t make this swap if
you or the ally has the Incapacitated condition.

* Criminal Ability Score Improvements « PHB-2024 179
| Increase three scores (+1/+1/+1) ¢

* Weapon Mastery « PHB-2024 91
| Hand Crossbow (Vex) ¢

Vex. If you hit a creature with a Hand Crossbow and

deal damage to it, you have Advantage on your next
attack roll against that creature before the end of your

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

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

| Vex (Hand Crossbow): 1 Action

| Vex (Handaxe): 1 Action

| Vex (Shortsword): 1 Action
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Melruin Velethuil
Half-EIf Criminal (Milestone)
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=== FIGHTER FEATURES === next turn.

EQUIPMENT

FEATURES & TRAITS
Studded Leather 1 13 Ib. Rope 1 51b.
Crossbow, Hand 1 31b. Tinderbox 1 11b.
Dagger 1 1lb. Torch 10 10 Ib.
Handaxe 1 21b. Waterskin 1 51b.
Shortsword 1 2 1b. Caltrops 20 2 |b.
Backpack 1 51b. Crowbar 1 51b.
Pouch 1 11b.
Pouch 1 11b.
Quiver 1 11b.
WEIGHT CARRIED Thieves' Tools 1 11b.
90 Ib. Arrows 20 11b.
ENCUMBERED Crowbar 1 51b.
225 |b. Traveler's Clothes 1 4 1b.
PUSH/DRAG/LIFT Oil 2 21b.
450 |b. Rations 10 20 Ib.
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Male 22 Medium average 130
GENDER AGE HEIGHT WEIGHT
Chaotic Good druidic wood el olive brown shaggy dark |
ALIGNMENT FAITH SKIN EYES HAIR
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=== Allies === 7 s \
Solemn, blunt, hedonistic,
Wood elf grove, elven dieties unpredictable, hotheaded,
righteous
PERSONALITY TRAITS
L~ .
[ "]
To preserve peace by any means
neccesary, and seek pleasure
IDEALS
L~ —~
[ "]
Wood elf forest village
Young adult Wood half elf man,
Slender but muscular, Unkempt like a BONDS
wild man, dressed like a poor criminal — g
hL_Jman ancestry_allows a stubble to bad with people, outsider,
cling to his face in patches. hotheaded, disheveled, haunted by
grief, poor, blunt, hedonist.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS N\ FLAWS .
) { )\ {
/, \
Mother was a wood elf captured by human slavers
and raped before being sold off alongside her
husband. Melruin, the product of that crime was
born in captivity. When he was older, almost a
man, they tried attacking their owners and
escaping but the mother was killed in the escape.
Melruin and his adopted elven father returned the
the grove he used to call home and thet lived there
for a while training and plotting their revenge.
Eventually they got their revenge on their former
owners and captors but Melruin couldnt fit in at the
peaceful grove as a half elf bastard child who has
seen so much bloodshed, so he moves to the city
and starts a life of mercenary work.
CHARACTER BACKSTORY ADDITIONAL NOTES
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