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Sir Gareth Hund
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CLASS & LEVEL PLAYER NAME
Human Knight of the Order 900
RACE BACKGROUND EXPERIENCE POINTS
—————— ———
/ \
ARMOR Max HP Current HP Temp HP |
+1 19 3 1 -
INITIATIVE CLASS \ HIT POINTS J
/7 /7 / \
3d10 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 | Three-Dragon Ante Set
o === LANGUAGES ===
7 N Common, Elvish, Sylvan
30 ft. (Walking)
A SPEED Y
PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

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

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

Unwavering Mark « 3 / Long Rest

When you hit with a melee weapon attack, you can
mark the creature until the end of your next turn (or if
you are incapacitated or you die, or if someone else
marks the creature).

While it is within 5 ft. of you, a marked creature has

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

regain 1d10 + 3 HP.

=== SPECIAL ===

Action Surge ¢ 1 / Short Rest

You can take one additional action on your turn.
This can be used 1 times per short rest.

disadvantage on any attack roll that doesn't target

you. If the marked creature deals damage to anyone
else, you can make a special melee attack against it

on your next turn as a bonus action with advantage
and +1 extra damage. You can make this attack 3
times per long rest.

74

ACTIONS
7' N
10 PASSIVE WISDOM (PERCEPTION) Handaxe +5 1d6+3 Slashing Simple, Light, Thrown, Range (20/60)
Lance +5 1d12+3 Piercing Martial, Reach, Special
10 PASSIVE WISDOM (INSIGHT)
Radiant Longsword +6 1d8+4 Slashing Martial, Versatile
10 PASSIVE INTELLIGENCE (INVESTIGATION) Unarmed Strlke +5 4 BIUdgeOning
SENSES A WEAPON ATTACKS & CANTRIPS /




e — —
Fighter 3 naturaltwentygames
H CLASS & LEVEL PLAYER NAME
Sir Gareth Hund
Human Knight of the Order 900
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
—_— —
7 N
=== FIGHTER FEATURES === When you hit with a melee weapon attack, you can
mark the creature until the end of your next turn (or if
* Hit Points « PHB 71 you are incapacitated or you die, or if someone else
marks the creature).
* Proficiencies « PHB 71
While it is within 5 ft. of you, a marked creature has
* Fighting Style « PHB 72 disadvantage on any attack roll that doesn't target you.
You adopt a fighting style specialty. If the marked creature deals damage to anyone else,
you can make a special melee attack against it on your
| Defense « PHB next turn as a bonus action with advantage and +1
While you are wearing armor, you gain a +1 bonus to extra damage. You can make this attack 3 times per
AC. long rest.
* Second Wind ¢« PHB 72 | 3/ Long Rest « Special
Once per short rest, you can use a bonus action to
regain 1d10 + 3 HP.
=== HUMAN RACIAL TRAITS ===
| 1/ Short Rest « 1 Bonus Action
* Ability Score Increase ¢« PHB 31
* Action Surge « PHB 72
You can take one additional action on your turn. This * Languages « PHB 31
can be used 1 times per short rest. You can speak, read, and write Common and one
extra language.
| 1/ Short Rest « Special
* Martial Archetype « PHB 72
| Cavalier
* Bonus Proficiency « XGtE 30
You gain proficiency in an additional skill of your
choice.
* Born to the Saddle « XGtE 30
You have advantage on saving throws made to avoid
falling off your mount. If you fall off your mount and
descend no more than 10 ft., you can land on your feet
if you're not incapacitated. Mounting or dismounting a
creature only costs you 5 ft. of movement.
* Unwavering Mark « XGtE 30
FEATURES & TRAITS
\\
Shield 1 6 Ib. Riding Horse 1 --
Half Plate 1 40 Ib. Saddlebags 1 8 Ib.
Lance 1 6 Ib. Saddle, Military 1 30 Ib.
Handaxe 1 2 1b.
Handaxe 1 2 1b.
Backpack 1 5 lb.
Bedroll 1 7 Ib.
Clothes, Traveler's 1 4 1b.
Mess Kit 1 11b.
Rations (1 day) 10 20 Ib.
WEIGHT CARRIED
155 Ib Rope, Hempen (50 feet) 1 10 Ib.
ENCUMBERED Tinderbox 1 11b.
240 Ib. Torch 3 31b. Radiant Longsword 1 31b.
PUSH/DRAG/LIFT Waterskin 1 51b.
480 Ib. Horn 1 2 Ib.
EQUIPMENT )




CHARACTER APPEARANCE
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Male 24 Medium 511" 178
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good Torm Fair Green Brown
ALIGNMENT FAITH SKIN EYES HAIR
— —
\
7 ) \
I'm haunted by memories of war. |
can'’t get the images of violence out
of my mind.
I’'m always polite and respectful.
PERSONALITY TRAITS
L~ 1
[ "]
Nation. My city, nation, or people are all
that matter. (Any)
IDEALS
L~ 1
[ "]
Those who fight beside me are those
worth dying for.
BONDS
L~ 1
[N ~~"]
I have little respect for anyone who is not a
proven warrior.
\\ FLAWS //

ALLIES & ORGANIZATIONS

"

CHARACTER BACKSTORY

ADDITIONAL NOTES /,




SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
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