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Fighter 10 Lioneljohnson
CLASS & LEVEL PLAYER NAME
Elf Farmer (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
—————— ———
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ARMOR Max HP Current HP Temp HP |
+7 18 75 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
.. . 10d10
Immunities - Magical Sleep successes OO0
FAILURES( )=( >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
HEROIC INSPIRATION j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Firearms, Martial Weapons, Simple Weapons
— e— === TOOLS ===
ABILITY SAVE DC | Carpenter's Tools, Tinker's Tools
- === L ANGUAGES ===
7 N Common, Dwarvish, Elvish
30 ft. (Walking)
A SPEED )

4 PROFICIENCIES & TRAINING

=== ACTIONS ===
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 ===
Quick Search
You can take the Search action as a Bonus Action.

Rapid Repair
You can spend a grit point to attempt to repair a
misfired (but not broken) firearm as a bonus action.

Second Wind « 4 / Lona Rest

ACTIONS

You can draw upon a limited well of physical and
mental stamina and regain 1d10+10 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.

Second Wind: Tactical Shift

Whenever you activate your Second Wind with a
Bonus Action, you can move up to half your Speed
without provoking Opportunity Attacks.

=== SPECIAL ===
Action Surge ¢ 1 / Short Rest

On your turn you can take one additional action,
except the Maaic action.
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20 PASSIVE PERCEPTION Mosquete de Syleneth +11 101247 PIETCING e ot s e o e s s e st
PlStOl +9 1d10+5 Piercing Martial, Ammunition (Firearms), Range, Loading, Vex, Range (30/90)
12 PASSIVE INSIGHT
Scimitar +7 1d6+3 Slashing Martial, Silvered, Finesse, Light, Nick
15 PASSIVE INVESTICATION Shortsword +7 1d6+3 Piercing Martial, Silvered, Finesse, Light, Vex
Darkvision 60 ft. Unarmed Strike +2 0 Bludgeoning
SENSES L N\ WEAPON ATTACKS & CANTRIPS "/
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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+10 HP.

You can use this 4 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 4 / 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

| Gunslinguer (2024)

* Firearm Proficiency
You gain proficiency with firearms.

* Gunsmith ¢

You gain proficiency with Tinker's Tools and can use
them to craft ammunition at half cost, repair firearms,
and create new ones.

* Adept Marksman

You learn trick shots that enhance a firearm attack in
some way. You gain 2 grit points that you regain after
a short rest. You also regain 1 when you roll a 20 on
firearm attacks or you deal a killing blow to a
significant threat (DM's discretion). Your saving throws
for trick shots have a DC of 15.

| 3/Long Rest ¢ Special
* Trick Shots

| Dazing Shot ¢
When you make a firearm attack against a creature,
you can expend 1 grit point. On a hit, the creature
takes damage and must make a CON saving throw
(DC 15) or suffer disadvantage on attacks until the end
of their next turn.

| Deadeye Shot «
When you make a firearm attack against a creature,
you can expend 1 grit point to gain advantage on the
attack roll.

| Special
| Piercing Shot ¢

When you make a firearm attack against a creature,
you can expend 1 grit point to attempt to fire through

multiple opponents. The initial attack gains a +1 to the
firearm’s misfire score. On a hit, the creature takes
damage and you make an attack roll with
disadvantage against every creature in a line directly
behind the target within your first range increment.
Only the initial attack can misfire.

| Special

| Violent Shot
When you make a firearm attack against a creature,
you can expend 1 or more grit points. For each grit
point expended, the attack gains a +2 to the firearm’s
misfire score. If the attack hits, you can roll one
additional weapon damage die per grit point spent.

| Special

* Ability Score Improvement « free-rules 92
* Extra Attack « free-rules 92
You can attack 2 times instead of once whenever you
take the Attack action on your turn.
* Tactical Shift « free-rules 92
Whenever you activate your Second Wind with a
Bonus Action, you can move up to half your Speed
without provoking Opportunity Attacks.

| Second Wind: Tactical Shift: 1 Bonus Action
* 6: Ability Score Improvement « free-rules 92
* Quickdraw ¢
You add your proficiency bonus (+4) to your initiative.
You can also stow a firearm, then draw another firearm
as a single object interaction on your turn.

* 8: Ability Score Improvement « free-rules 92

* Tactical Master ¢ free-rules 92

FEATURES & TRAITS
Boots of Elvenkind 1 - Chest 1 25 Ib.
Joya de la esperanza (Despierta) 1 - Musket bullets Veraplata 5 --
Mosquete de Syleneth 1 10 Ib. Sending Stones 1 --
Brazales de Arqueria 1 -- Arrows, Walloping 10 --
Chime of Opening 1 - Acero y plomo (Pack para hacer balas) 11 -
Periapt of Health 1 - Almanaque del quesero 1 --
Breastplate 1 20 Ib. Especias picantes 1 --
Scimitar 1 31b. Gema espiritual 1 --
Shortsword 1 21b. Libro de D.W. 1 -
WEIGHT CARRIED Pistol 1 31b. Pocion de resistencia al frio 1 --
1405 Ib. Bolsa municion rifle 1 51b. Material para hacer balas de plata 6 -
ENCUMBERED Clothes, Traveler's 1 4 1b.
105 Ib. Backpack 1 51b. Joya de la esperanza (Despierta) 1 -
PUSH/DRAG/LIFT Bolsa municion rifle 1 51b. Brazales de Arqueria 1 -
210 Ib. Bolsa municion pistola 1 5 lb. Periapt of Health 1 --

EQUIPMENT
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When you attack with a weapon whose mastery
property you can use, you can replace that property
with the Push, Sap, or Slow property for that attack.
| Tactical Master: Push: 1 Action
| Tactical Master: Sap: 1 Action
| Tactical Master: Slow: 1 Action
| 1 Action
* Indomitable  free-rules 92
If you fail a saving throw, you can reroll it with a +10
bonus. You must use the new roll.
You can use this feature 1 time(s) per Long Rest.
| 1/ Long Rest « Special
* Rapid Repair ¢
You can spend a grit point to attempt to repair a

misfired (but not broken) firearm as a bonus action.

| 1 Bonus Action

=== ELF SPECIES TRAITS ===

* Creature Type « free-rules 190
You are a Humanoid.

* Size « free-rules 190
You are Medium.

* Speed ¢ free-rules 190
Your speed is 30 ft.

* Darkvision ¢ free-rules 190
You have Darkvision with a range of 60 ft.

* Elven Lineage ° free-rules 190
Choose a lineage from the Elven Lineages table. You
gain the level 1 benefit of that lineage.

| High EIf Lineage
You gain the spells outlined in the Elven Lineages
table, and whenever you finish a Long Rest, you can
replace the cantrip at level 1 with a different cantrip
from the Wizard spell list.

* Elven Lineage Spells « free-rules 189
| High EIf - Wisdom «

* Fey Ancestry e free-rules 190
You have Advantage on saving throws you make to
avoid or end the Charmed condition.

* Keen Senses « free-rules 190
You have proficiency in the Insight, Perception, or
Survival skill.

* Trance ¢ free-rules 190

You don't need to sleep, and magic can’t put you to
sleep. You can finish a Long Rest in 4 hours if you
spend those hours in a trancelike meditation, during
which you retain consciousness.

* Languages ° free-rules 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 ===
* Archery e free-rules 209

You gain a +2 bonus to attack rolls with Ranged
weapons.

ADDITIONAL FEATURES & TRAITS

* Skill Expert « PHB-2024 207
Ability Score Increase. One ability score of your choice
increased by 1.

Skill Proficiency. You gain proficiency in one skill of
your choice.

Expertise. Choose one skill in which you have
proficiency but lack Expertise. You gain Expertise with
that skill.

* Observant « PHB-2024 205
Ability Score Increase. Int. or Wis. increased by 1.

Keen Observer. Choose one of the following skills:
Insight, Investigation, or Perception. If you lack
proficiency with the chosen skill, you gain proficiency
in it, and if you already have proficiency in it, you gain
Expertise in it.

Quick Search. You can take the Search action as a
Bonus Action.

| Proficiency
| Quick Search: 1 Bonus Action

* Piercer « PHB-2024 206
Ability Score Increase. Str. or Dex. increased by 1.

Puncture. Once per turn, when you hit a creature with
an attack that deals Piercing damage, you can reroll
one of the attack's damage dice, and you must use the
new roll.

Enhanced Critical. When you score a Critical Hit that
deals Piercing damage to a creature, you can roll one
additional damage die when determining the extra
Piercing damage the target takes.

N

Mazo de muchas cosas
Potion of Healing

Pistol (Exandria) Bullets
Musket (Exandria) Bullets
Iron Pot

Bedroll

Tinker's Tools

Musket (Exandria) Bullets
Pistol (Exandria) Bullets
Studded Leather
Shortsword

Fishing Tackle

Oil (flask)

Rations (1 day)

Acero y plomo (Pack para hacer balas)

1 - Almanaque del quesero 1 --
1 0.51b Especias picantes 1 --
30 - Gema espiritual 1 --
40 - Libro de D.W. 1 --
1 10 Ib. Pocion de resistencia al frio 1 --
1 7 lb. Material para hacer balas de plata 6 --
1 10 Ib. Mazo de muchas cosas 1 -
20 -

20 -

1 13 Ib.

1 2 lb.

1 4 1b.

1 1lb.

3 6 Ib.

11 -

ADDITIONAL EQUIPMENT
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* Farmer Ability Score Improvements « PHB-2024 180
| Increase two scores (+2/ +1) ¢
* Weapon Mastery « PHB-2024 91
| Musket (Slow) ¢
Slow. If you hit a creature with a Musket 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.

| Pistol (Vex) ¢
Vex. If you hit a creature with a Pistol and deal

roll against that creature before the end of your next
turn.

| Shortsword (Vex) ¢
Vex. If you hit a creature with a Shortsword and deal

roll against that creature before the end of your next
turn.

| Slow (Musket): 1 Action

| Vex (Shortsword): 1 Action

| Vex (Pistol): 1 Action
* 4: Weapon Mastery « PHB-2024 91

| Scimitar (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.

| Nick (Scimitar): 1 Action

damage to it, you have Advantage on your next attack

damage to it, you have Advantage on your next attack

*10: Weapon Mastery « PHB-2024 91

| Light Hammer (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.

| Nick (Light Hammer): 1 Action
* Tough « PHB-2024 202
When you take this feat, your HP maximum increases

by 20. Whenever you gain a character level thereafter,
your HP maximum increases an additional 2 HP.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT




e —
Female 89 Medium
GENDER AGE SIZE

Neutral Good Sylvanus: el pac White elf skin
ALIGNMENT FAITH SKIN

5,50' (1,68m)
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Me llamo Syleneth Minh Rad, hija de panaderos...
y guerreros, aunque tardé mucho en entender lo
gue eso significaba. Creci en Dinea, un pequefio
pueblo pesquero en la costa de Nauplia, donde el
aire siempre huele a sal y mi casa a pan recién
horneado.

En Dinea, todo era simple y repetitivo, y quiza por
eso era tan reconfortante. Las mafianas
empezaban temprano en la panaderia de mis
padres, La Thorifish, que era famosa en toda la
comarca, incluso en Cristalcross, por el pan de
gambas. Mientras mi hermana gemela, Adlera, y
yo atendiamos a los primeros clientes, el dia
avanzaba sin grandes sobresaltos. Siempre
venian los mismos: la sefiora Aneth, que, aunque
insistia en hacer su propio pan, nunca podia
resistirse al nuestro, o Fynir, el pescador, que nos
traia los camarones mas frescos del puerto. Dinea
era ese tipo de lugar donde las vidas de todos
estaban entrelazadas, y donde sabias que al final
del dia, la familiaridad de las caras conocidas te
haria sentir seguro.

Mi hermana y yo crecimos inmersas en esa rutina,
pero, mientras yo me conformaba con la vida que
teniamos, Adlera siempre queria mas. Aunque
éramos gemelas, habia algo en ella que no podia
quedarse quieto, como el viento que siempre
soplaba en la costa. Pasaba horas explorando los
bosques, las calas escondidas y los acantilados
cercanos, buscando algo que solo ella parecia
entender. Volvia a casa con historias y pequefias
maravillas: conchas de colores y piedras curiosas.
Yo, en cambio, encontraba consuelo en la vida
cotidiana, en la simplicidad de la panaderia 'y en
las pequefias charlas con los aldeanos.

Era una vida tranquila, casi monétona, pero nunca
me molesté. Sin embargo, todo cambié una noche
de hace poco més de dos afios.

Recuerdo esa noche en la panaderia con una
nitidez que me asusta. Era tarde, ya estabamos

\ CHARACTER BACKSTORY
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=== CANTRIPS === (At Will)
O Blade Ward Elven Lineage Spells -- 1A Self V,S Concenration, up to L minute - PHB-2024 247 D: 1m, V/S
=== 1st LEVEL ===
QO Detect Magic Elven Lineage Spells -- 1A Self/30 ft. Sphere  V,S Concentration, up o 20 minutes free-rules 262 1/LR, D: 10m, 30 ft. Sphere, V/S
O Detect Magic Elven Lineage Spells -- 1A Self/30 ft. Sphere  V,S Concentraion,upto 1ominutes  free-rules 262 D: 10m, 30 ft. Sphere, V/S
===2nd LEVEL ===
O Invisibility Joya de la esperanza (Despierta) -- 1A Touch V,S,M  concentration, up to 1 hour  free-rules 289 1 Charge (5/5), D: 1h, V/S/IM
O Knock Chime of Opening -- 1A 60 ft. \Y Instantaneous  free-rules 290 1 Charge (8/10), V
O Misty Step Elven Lineage Spells - 1BA  Self \% Instantaneous  free-rules 299 1/LR, V
O Misty Step Elven Lineage Spells -- 1BA  Self \Y Instantaneous  free-rules 299 'V
=== 3rd LEVEL ===
O Sending Sending Stones - 1A Unlimited V,S,M 1 round PHB 274 1 Charge (Used), D: 1Rnd, V/S/M
SPELLS
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