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ﬁa +9  Strength \ 7/ \
ARMOR Max HP Current HP Temp HP |
[ STRENGTH \ O _+2_ Dexterity
2 O ©® +6 Constitution +2 12 84 —_
O -1 Intelligence
O _+1_ Wisdom INITIATIVE A \ HIT POINTS J
O +0 Charisma / . , \
10d10 successes O=O=0O
[ DEXTERITY O=O=O
FAILURES
Advantage on INT
14 Advantage on WIS \§ DEFENSES \ HIT DICE \ DEATH SAVES )
@ Advantage on CHA 3
K SAVING THROWS ) Y
HEROIC INSPIRATION
N 7 j === ARMOR ===
y \ =N Heavy Armor, Light Armor, Medium Armor,
[CONSTITUTION] (® +6  Acrobatics DEX \ ™~ Shields
14 | O _+1 Animal Handling wis PROFICIENCY BONUS j === WEAPONS ===
O 1 Arcana INT ~ Martial Weapons, Simple Weapons
® +9  Athletics STR = —r === TOOLS ===
O _+0  Deception CHA ABILITY SAVE DC | Cook's Utensils, Drum, Fiddle, Flute, Horn
o F— F—
J—\ 1 History INT J— ——
INTELLIGENCE LANGUAGES )
® _+5 Insight wis 7 N Common, Common Sign Language,
30 ft. (Walkin Gnomish
8 O +0 Intimidation CHA ( 9)
O _-1  Investigation INT
@ O _+1_ Medicine wis \ SPEED /
O -1 Nature INT ) PROFICIENCIES & TRAINING
I wisbom Y ® +5 Perception wis , N\
® _+4 Performance CHA === ACTIONS ===
12 _ Standard Actions === BONUS ACTIONS ===
O _*0_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, Hew
L Hide, Ready, Search, Utilize, Opportunity Attack, Immediately after you score a Critical Hit with a
O -1 Religion INT g
Grapple, Shove, Improvise, Two-Weapon Fighting, Melee weapon or reduce a creature to 0 Hit Points
O _*2_ Sleight of Hand DEX Interact with an Object, Study, Influence with one, you can make one attack with the same
weapon as a Bonus Action.
O _*2  Stealth DEX Superiority Dice * 5 / Short Rest
U CHARISMA O +1 Surival wis You learn maneuvers that are fueled by special Know Your Enemy ¢ 1/ Long Rest
dice called Superiority Dice. Many maneuvers You can discern the Immunities, Resistances, and
10 (@) enhance an attack in some way. You can use only one  Vulnerabilities of a creature you can see within 30 ft.
o - maneuver per attack. of you.
o You have 5d10 Superiority Dice, which are expended You can use this once per Long Rest, and can restore
—_— when used. You regain any expended Superiority Die a use of it by expending one Superiority Die (no action
when vou finish a Short or Lona Rest. required).
\ SKILLS J ACTIONS )
7 N
15 PASSIVE PERCEPTION Dagger +9 1d4+5 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
Dart +11 1d4+5 Piercing Simple, Finesse, Thrown, Vex, Range (20/60)
15 PASSIVE INSIGHT
Glaive +9 1d10+5 Slashing Martial, Heavy, Reach, Two-Handed, Graze
PASSIVE INVESTIGATION .
9 Light Hammer +9 1d4+5 Bludgeoning  Simple, Light, Thrown, Nick, Range (20/60)
Darkvision 60 ft. Longbow +8 1d8+2 Piercing  arial Ammuniton, Heavy, Range, Two-Handed, Slow, Range (150/600)
< Unarmed Strike +9 6 Bludgeoning
SENSES L N WEAPON ATTACKS & CANTRIPS y
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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

| Battle Master

* Combat Superiority « PHB-2024 93

You learn maneuvers that are fueled by special dice
called Superiority Dice. Many maneuvers enhance an
attack in some way. You can use only one maneuver
per attack.

You have 5d10 Superiority Dice, which are expended
when used. You regain any expended Superiority Die
when you finish a Short or Long Rest.

| Superiority Dice: 5 / Short Rest « 1 Action

* Student of War « PHB-2024 94

You gain proficiency with one type of Artisan’s Tools of
your choice, and in one skill of your choice from the
skills available to Fighters at level 1.

* Maneuver Options « PHB-2024 94

You know 7 maneuvers of your choice - many of which
enhance an attack in some way. You can only use one
maneuver per attack.

If a maneuver requires a saving throw, the DC equals
8 + Strength/Dexterity modifier (your choice) +
Proficiency Bonus.

| Commanding Presence ¢
When you make a Cha. (Intimidation, Performance, or
Persuasion) check, you can expend one Superiority
Die and add that die to the roll.

| Maneuver: Commanding Presence: Special

| Disarming Attack ¢
When you hit a creature with an attack roll, you can
expend one Superiority Die and add the die to the
attack’s damage roll. The target must succeed on a
Str. saving throw or drop one object of your choice that
it's holding, which lands in its space.

N
| Maneuver: Disarming Attack (Dex.): 1 Action
| Maneuver: Disarming Attack (Str.): 1 Action

| Evasive Footwork ¢
As a Bonus Action, you can expend one Superiority
Die to take the Disengage action, rolling the die and
adding the result to your AC until the start of your next
turn.

| Maneuver: Evasive Footwork: 1 Bonus Action

| Parry ¢
When another creature damages you with a melee
attack, you can take a Reaction to expend one
Superiority die to reduce the damage by the number
rolled plus your Str. or Dex. maodifier (your choice.)

| Maneuver: Parry (Dex.): 1 Reaction
| Maneuver: Parry (Str.): 1 Reaction

| Riposte ¢
When a creature misses you with a melee attack roll,
you can take a Reaction to expend one Superiority die
to make a melee attack roll with a weapon or Unarmed
Strike against that creature. If you hit, add the
Superiority die to the attack’'s damage.

| Maneuver: Riposte: 1 Reaction
| Tactical Assessment ¢
When you make an Int. (History or Investigation) or
Wis. (Insight) check, you can expend and roll one
Superiority Die and add the die to the ability check.

| Maneuver: Tactical Assessment: Special

| Trip Attack
When you hit a creature with an attack using a weapon

FEATURES & TRAITS
\\
Plate 1 65 Ib. Tinderbox 1 11b.
Glaive 1 6 Ib. Torch 10 10 Ib.
Dagger 1 1lb. Waterskin 1 51b.
Light Hammer 1 2 1b. Caltrops 20 2 |b.
Dart 10 251b. Crowbar 1 51b.
Longbow 1 21b.
Perfume 1 -
Backpack 1 5 lb.
Flute 1 11b.
WEIGHT CARRIED Mirror L 0.51b.
147 |b. Costume 2 8 Ib.
ENCUMBERED Traveler's Clothes 1 4 1b.
0 lb. Oil 2 21b.
PUSH/DRAG/LIFT Rations 10 20 Ib.
0 Ib. Rope 1 51b.
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or Unarmed Strike, you can expend one Superiority
Die and add the die to the attack’s damage roll. If the
target is Large or smaller, it must succeed on a Str.
saving throw or have the Prone condition.

| Maneuver: Trip Attack (Str.): 1 Action
| Maneuver: Trip Attack (Dex.): 1 Action
* 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

* Know Your Enemy « PHB-2024 94

As a Bonus Action, you can discern the Immunities,
Resistances, and Vulnerabilities of a creature you can
see within 30 ft. of you.

You can use this once per Long Rest, and can restore
a use of it by expending one Superiority Die (no action
required).

| 1/ Long Rest « 1 Bonus Action
* 8: Ability Score Improvement ¢ free-rules 92
* Tactical Master « free-rules 92
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
* Improved Combat Superiority « PHB-2024 94
Your Superiority Die becomes a d10.
=== GNOME SPECIES TRAITS ===

* Creature Type « PHB-2024 191
You are a Humanoid.

* Size « PHB-2024 191
You are Small.

* Speed « PHB-2024 191
Your Speed is 30 ft.

* Darkvision « PHB-2024 191
You have Darkvision with a range of 60 ft.

* Gnomish Cunning * PHB-2024 191
You have Advantage on Intelligence, Wisdom, and
Charisma saving throws.

* Gnomish Lineage * PHB-2024 191

ADDITIONAL FEATURES & TRAITS

N

| Forest Gnome ¢
* Gnomish Lineage Spells « PHB-2024 191
| Forest Gnome - Wisdom ¢

* 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 ===

* Archery ¢ free-rules 209
You gain a +2 bonus to attack rolls with Ranged
weapons.

* Great Weapon Master « PHB-2024 204
Ability Score Increase. Your Str. is increased by 1.

Heavy Weapon Mastery. When you hit a creature with
a weapon that has the Heavy property as part of the
Attack action on your turn, you can cause the weapon
to deal an extra 4 damage to the target.

Hew. Immediately after you score a Critical Hit with a
Melee weapon or reduce a creature to 0 HP with one,
you can make one attack with the same weapon as a
Bonus Action.

| Hew: 1 Bonus Action

| Heavy Weapon Mastery: 1 Action

* Mage Slayer « PHB-2024 205
Ability Score Increase. Increase your Str. or Dex. by 1.

Concentration Breaker. When you damage a creature

ADDITIONAL EQUIPMENT
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that is concentrating, it has Disadvantage on the
saving throw it makes to maintain Concentration.

Guarded Mind. If you fail an Int., Wis., or Cha. saving
throw, you can cause yourself to succeed instead. You
can't use this again until after a Short or Long Rest.

| Guarded Mind: 1 / Short Rest « Special

* Heavy Armor Master « PHB-2024 204
Ability Score Increase. Con. or Str. increased by 1.

Damage Reduction. When you're hit by an attack
while you're wearing Heavy armor, any Bludgeoning,
Piercing, and Slashing damage dealt to you by that
attack is reduced by 4.

* Entertainer Ability Score Improvements « PHB-2024
180

| Increase two scores (+2 / +1) ¢
* 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.

| Glaive (Graze) *
Graze. If your attack roll with a Glaive 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 Glaive, and can only be
increased by increasing the ability modifier.

| 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.

| Graze (Glaive): 1 Action

| Nick (Dagger): 1 Action

| Nick (Light Hammer): 1 Action
*4: Weapon Mastery « PHB-2024 91

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

| Vex (Dart): 1 Action
*10: Weapon Mastery « PHB-2024 91

| 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.

| Vex (Handaxe): 1 Action
* Musician « PHB-2024 201
Instrument Training. You gain proficiency with three
Musical Instruments of your choice.
Encouraging Song. As you finish a Short or Long Rest,
you can play a song on a Musical Instrument with

which you have proficiency and give Heroic Inspiration
to up to 4 allies who hear the song.
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=== CANTRIPS ===

Minor lllusion

=== 1st LEVEL ===
Speak with Animals

Speak with Animals

(At Will)

Gnomish Lineage Spells

Gnomish Lineage Spells

Gnomish Lineage Spells

1A

1A
1A

30 ft./5 ft. Cube S,M

Self
Self

SPELLS

V.S
V.S

1 minute

10 minutes

10 minutes

free-rules 298 D: 1m, 5 ft. Cube, S/IM

free-rules 318 1 Use (4/4), D: 10m, V/S

free-rules 318 D: 10m, V/S

> 4

N




