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Variant Human Custom/Peasant Farmer  (Milestone)
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=== FIGHTER FEATURES ===
* Hit Points « PHB 71
* Proficiencies * PHB 71

* Fighting Style « PHB 72
You adopt a fighting style specialty.

| Great Weapon Fighting « PHB
You can reroll a 1 or 2 on damage dice with melee
weapons wielded with two hands.
* Second Wind « PHB 72

Once per short rest, you can use a bonus action to
regain 1d10 + 6 HP.

| 1/ Short Rest » 1 Bonus Action
* Action Surge * PHB 72

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

| 1/ Short Rest ¢ Special
* Martial Archetype * PHB 72
| Battle Master
* Combat Superiority « PHB 73
You learn maneuvers that are fueled by superiority

dice. Maneuvers enhance an attack in some way. You
have 4d8 superiority dice per short rest.

| Superiority Dice: 4 / Short Rest * 1 Action

* Student of War « PHB 73
You gain proficiency with one type of artisan’s tools.

* Maneuvers * PHB 74

| Goading Attack  PHB

When you hit with a weapon attack, you can expend
one superiority die to add the total to the damage roll
and the target must make a WIS saving throw (DC 13).
On failure, the target has disadvantage on all attack
rolls against targets other than you until the end of
your next turn.

| Maneuvers: Goading Attack: Special

| Maneuvering Attack * PHB
When you hit with a weapon attack, you can expend
one superiority die to add the total to the damage roll
and to allow a creature that can see or hear you to use
its reaction to move up to half its speed without
provoking opportunity attacks from the target of your
attack.

| Maneuvers: Maneuvering Attack: Special
| Menacing Attack « PHB
When you hit with a weapon attack, you can expend
one superiority die to add the total to the damage roll
and the target must make a WIS saving throw (DC 13).

On failure, it is frightened of you until the end of your
next turn.

| Maneuvers: Menacing Attack: Special
* Ability Score Improvement « PHB 72

* Extra Attack  PHB 72
You can attack twice whenever you take the Attack
action on your turn.

| Special

=== VARIANT HUMAN SPECIES TRAITS ===

* Languages ¢ BR 31

You can speak, read, and write Common and one
extra language.

* Ability Score Increase * BR 31
Two different ability scores of your choice increase by
1.

* Skills « BR 31
You gain proficiency in one skill of your choice.

* Feat * BR 31
You gain one feat of your choice.

=== FEATS ===

* Savage Attacker « PHB-2024 201

Once per turn when you hit a target with a weapon,
you can roll the weapon’s damage dice twice and use
either roll against the target.

* Defense « PHB-2024 209
You gain +1 to AC when wearing Light, Medium, or
Heavy armor.

* Resilient (Wisdom) ¢
Increase your WIS score by 1 and you gain proficiency
in WIS saving throws.
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EQUIPMENT

N\ FEATURES & TRAITS 7
QTY WEIGHT NAME

Shield 11 6 Ib

Leather 11 10 Ib.

Longsword 11 3lb.2

Handaxe 20 b. 4

Battleaxe 11 b. 2

Longbow 1 b. 1

Arrows 10 Ib. 5

Backpack 11 b. 7

Bedroll 10 b. 1

Mess Kit 1 Ib. 20

WEIGHT CARRIED Rations (1 day) Ib. 10
87 Ib.

Rope, Hempen (50 feet) b. 1

EBAGARED Tinderbox Ib. 10

Torch Ib. 5

PUSH/DRAG/LIFT Waterskin b.

420 Ib.
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Male 76 Medium 511" 160
Kiron Foster GENDER AGE HEIGHT WEIGHT
Old Man Kir Lawful Good Yargan Lightly tanned Brown Long gray hair
=l CHARACTER NAME ALIGNMENT FAITH EYES HAIR
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Y/ N
/Ijudge people by their actions, not their\
words.
When | set my mind to something, |
follow through no matter what gets in the
way.
PERSONALITY TRAITS
L~ -
[N ~"1
Aspiration. | work hard to be the best there is at my craft.
Al
f:{ens)gect. People deserve to be treated with dignity and
respect. (Good)
IDEALS
L~ 1
[N - "]
| worked the land, | love the land, and | will
protect the land.
Kiron is muscular but thin for his height. He
has long gray hair tied back and a gray beard
kept somewhat neat. He wears simple | BONDS oy
clothing, cracked leather armor, a rough, worn —_ -
cloak, and old, weathered boots. The shield | am friendly, but keep myself reserved. | am
on his back was made from the broken door of slow to truly trust and make friends.
his barn, where he stabled his horses.
\ CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS S FLaws .
! { \ /
y, y, \
Kiron is an old farmer who just wants to
brew his ale and farm his lands in peace.
Some young thugs stole his horses and he
ventured out to retrieve them, trying to track
the rogues.
Q CHARACTER BACKSTORY A ADDITIONAL NOTES Y,
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