Soldier - Infantry

Battle Master Fighter 3
CLASS & LEVEL

Kilgore Fireforge
CHARACTER NAME

BACKGROUND

Mountain Dwarf

LN

RACE

ALIGNMENT

Juce
PLAYER NAME

EXPERIENCE POINTS

INSPIRATION

STRENGTH

+3

18
2

ARMOR
CLASS

PROFICIENCY BONUS

+2

25

INITIATIVE

SPEED

I'm always polite and
respectful.
PERSONALITY TRAITS

17
●

DEXTERITY

+2

●

15

5

Strength

2

Dexterity

5

Constitution

-1

Intelligence

-1

Wisdom

-1

Charisma

CONSTITUTION

Hit Point Maximum 31

Responsibility - I do what I must
and obey just authority. (Lawful)
CURRENT HIT POINTS

Those who fight beside me
are those worth dying for.

SAVING THROWS

TEMPORARY HIT POINTS

+3
4

Acrobatics (Dex)

-1

Animal Handling (Wis)

-1

Arcana (Int)

5

Athletics (Str)

-1

-1

Deception (Cha)

-1

History (Int)

8

-1

Insight (Wis)

●

17
INTELLIGENCE

●

1

Intimidation (Cha)

WISDOM

Investigation (Int)

-1

-1

Medicine (Wis)

-1

Nature (Int)

-1

Perception (Wis)

-1

Performance (Cha)

-1

Persuasion (Cha)

-1

Religion (Int)

2

Sleight of Hand (Dex)

2

Stealth (Dex)

1

Survival (Wis)

8
CHARISMA

-1
8

●

Total

2d10

2

Common, and Dwarven
OTHER PROFICIENCIES & LANGUAGES

I made a terrible mistake in battle cost many
lives - and I would do anything to keep that
mistake secret.
FLAWS

ATK BONUS DAMAGE/TYPE

+5

1d8+5

Handaxes

+5

1d6+5

Fighting Style: Dueling
When you are wielding a melee weapon in one
hand and no other weapons, you gain a +2 bonus
to damage rolls with that weapon.
Second Wind
You have a limited well of stamina that you can
draw on to protect yourself from harm. On your
turn, you can use a bonus action to regain hit
points equal to 1d10+fighter level.
Once you use this feature, you must finish a short
or long rest before you can use it again.

ATTACKS & SPELLCASTING

CP

Dice Set
Smithing Tools
Mason's Tools

BONDS

DEATH SAVES

Battleaxe

PASSIVE WISDOM (PERCEPTION)

All Weapons, Armor, and
Shields

FAILURES

NAME

SKILLS

9

SUCCESSES

HIT DICE

-1

●

IDEALS

SP

EP

GP

PP

10

Chain Mail (16 AC),
Shield (+2 AC),
Battleaxe, 2 Handaxes,
Explorer's Pack,
Backpack, Bedroll,
Mess Kit, Tinderbox, 10
Torches, 10 Days
Rations, Waterskin, 50ft
Hempen Rope, Rank
Insignia, Enemy Trophy,
Bone Dice, Common
Clothes, Belt Pouch

Action Surge
Starting at 2nd level, you can push yourself
beyond your normal limits for a moment. On your
turn, you can take one additional action on top of
your regular action and a bonus action.
Once you use this feature, you must finish a short
or long rest before you can use it again. Starting at
17th level, you can use it twice before a rest, but
only once on the same turn.
Martial Archetype Battle Master
Maneuvers
Feinting Attack (Bonus action to feint choosing a
creature within 5ft. Advantage on next attack, if hit
add superiority die to damage)
Parry (Reaction to parry damage superior die
+dex)
Riposte (Reaction to attack, if hit add superiority
die)
Superiority Dice
[ ] [ ] [ ] [ ] D8
Maneuver Save DC 8 + Prof + Str or Dex
DC 13
Student of War
At 3rd level, you gain proficiency with one type of
artisan's tools of your choice.
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FEATURES & TRAITS

Kilgore Fireforge
CHARACTER NAME

72

4'6"

AGE

HEIGHT

200
WEIGHT

Fire Red

Bronze

Fire Red

EYES

SKIN

HAIR

Kilgore is a member of the
Fireforge Clan. Cousin to Dain
Fireforge. Kilgore was a
member of the King's Army.

NAME

SYMBOL

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

Kilgore has seen a few battles
and has usually triumphed but
once made a huge mistake
when he failed to cover the
flank and it led to hundreds of
fellow Dwarves being slain in
battle. It was Kilgore's
responsibility to blow the horn
if anything seemed wrong on
the flank. Instead Kilgore
rushed up and tried to be the
hero and gave up his position.
It is a mistake he lives with
every day and vows to never
do again.

Darkvision
Accustomed to life underground, you have superior vision in dark and dim conditions. You can see in dim
light within 60ft of you as if it were bright light, and in darkness as if it were dim light. You can't discern
color in darkness, only shades of gray.
Dwarven Resilience
You have advantage on saving throws against poison, and you have resistance against poison damage.
Dwarven Combat Training
You have proficiency with the battleaxe, handaxe, throwing hammer, and warhammer.
Tool Proficiency
You gain proficiency with the artisan's tools of your choice: smith's tools, brewers supplies, or mason's
tools.
Stonecunning
Whenever you make an Intelligence (History) check related to the origin of stonework, you are considered
proficient in the History skill and add double your proficiency bonus to the check, instead of your normal
proficiency.
Dwarven Armor Training
You have proficiency in Light and Medium Armor.
ADDITIONAL FEATURES & TRAITS

He has come to Chult to seek
out of cousin Dain and bring
him home for atonement. The
family has found a Priest who
can cleanse Dain of his
Warlock ways. They then
want to assign Dain to the
King's Army.

CHARACTER BACKSTORY

TREASURE
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SPELLCASTING
ABILITY

SPELLCASTING
CLASS

0

SPELL
LEVEL

CANTRIPS

SLOTS TOTAL

3

ED

PR

6

SLOTS EXPENDED

1
EPAR

SPELL SAVE DC

7
SPELL NAME

SPELLS KNOWN

4

8

2

5
9
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SPELL ATTACK
BONUS

