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Fighter 5

CLASS & LEVEL PLAYER NAME
Bugbear Guard
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+4 20 4 4 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
5d10 successes O=O=0O
FAILURES( )=< >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
HEROIC INSPIRATION
j === ARMOR ===
' Heavy Armor, Light Armor, Medium Armor,
N .
Shields
PROFICIENCY BONUS j
- === WEAPONS ===
Martial Weapons, Simple Weapons
ABILITY SAVE DC | === TOOLS ===
> S Woodcarver's Tools, Smith's Tools
/ N\
30 ft. (Walking) === LANGUAGES ===
Common, Giant, Goblin
A SPEED )
) 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 ===
Frost Rune « 1/ Short Rest

You can invoke the rune as a bonus action to
increase your sturdiness. For 10 minutes, you gain a
+2 bonus to all ability checks and saving throws that
use STR or CON. Once you invoke this rune, you
can’t do so again until you finish a short or long rest.

Giant's Miaght « 3/ Lona Rest

As a bonus action, you magically gain the following
benefits, which last for 1 minute:
- If you are smaller than Large, you become Large,
along with anything you are wearing. If you lack the
room to become Large, your size doesn’t change.
- You have advantage on Strength checks and
Strength saving throws.
- Once on each of your turns, one of your attacks with
a weapon or an unarmed strike can deal an extra 1d6
damage to a target on a hit.

Second Wind ¢ 3/ Long Rest
You can draw upon a limited well of physical and
mental stamina and regain 1d10+5 HP.

You can use this 3 times per Lona Rest. and can

\

74

Darkvision 120 ft.

SENSES

SKILLS \ ACTIONS
74 <\
14 PASSIVE PERCEPTION Spear +7 1d6+4 Piercing Simple, Thrown, Versatile, Sap, Range (20/60)
14 Unarmed Strike +7 5 Bludgeoning
PASSIVE INSIGHT
9 PASSIVE INVESTIGATION
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=== FIGHTER FEATURES ===
* Core Fighter Traits « PHB-2024 91

* Fighting Style « PHB-2024 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 « PHB-2024 91
As a Bonus Action, you can draw upon a limited well of
physical and mental stamina and regain 1d10+5 HP.

You can use this 3 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 3/Long Rest « 1 Bonus Action
* Weapon Mastery « PHB-2024 91
* Action Surge « PHB-2024 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 « PHB-2024 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 « PHB-2024 92

| Rune Knight (TCoE)

* Bonus Proficiencies « TCoE
You gain proficiency with smith’s tools, and you learn
to speak, read, and write Giant.

* Rune Carver « TCoE

You can use magic runes to enhance your gear. You
learn 2 runes of your choice, from among the runes
described below, and each time you gain a level in this
class, you can replace one rune you know with a
different one from this feature.

| Frost Rune «
While wearing or carrying an object inscribed with this
rune, you have advantage on WIS (Animal Handling)
checks and CHA (Intimidation) checks.
You can invoke the rune as a bonus action to increase
your sturdiness. For 10 minutes, you gain a +2 bonus
to all ability checks and saving throws that use STR or
CON. Once you invoke this rune, you can’'t do so again
until you finish a short or long rest.

| 1/ Short Rest » 1 Bonus Action

| Stone Rune «
You have advantage on WIS (Insight) checks, and you
have darkvision of 120 ft.
When a creature you can see ends its turn within 30 ft.
of you, you can use your reaction to force the creature
to make a WIS saving throw (DC:13). Unless the save
succeeds, the creature is charmed by you for 1 minute.
While charmed in this way, the creature has a speed of
0 and is incapacitated, descending into a dreamy
stupor. The creature repeats the saving throw at the
end of each of its turns, ending the effect on a
success. Once you invoke this rune, you can’'t do so
again until you finish a short or long rest.

| 1/ Short Rest » 1 Reaction

* Giant’s Might « TCoE

As a bonus action, you magically gain the following
benefits, which last for 1 minute:

- If you are smaller than Large, you become Large,
along with anything you are wearing. If you lack the
room to become Large, your size doesn’t change.

- You have advantage on Strength checks and
Strength saving throws.

- Once on each of your turns, one of your attacks with
a weapon or an unarmed strike can deal an extra 1d6
damage to a target on a hit.

You can use this feature 3 times, and you regain all
expended uses of it when you finish a long rest.

| 3/Long Rest ¢ 1 Bonus Action
* 4: Weapon Mastery « PHB-2024 91
* Ability Score Improvement « PHB-2024 92
* Extra Attack « PHB-2024 92
You can attack 2 times instead of once whenever you
take the Attack action on your turn.
* Tactical Shift « PHB-2024 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

=== BUGBEAR SPECIES TRAITS ===

* Languages ¢ MotM 5

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type  MotM 8
You are a Humanoid. You are also considered a

FEATURES & TRAITS
Shield 1 6 Ib. Caltrops 20 2 |b.
Splint 1 60 Ib.
Handaxe 1 21b.
Handaxe 1 2 1b.
Handaxe 1 2 1b.
Handaxe 1 21b.
Spear 1 31b.
Battleaxe 1 4 1b.
Halberd 1 6 Ib.
WEIGHT CARRIED ROpe 1 5 Ib.
129 Ib. Smith's Tools 1 8 Ib.
ENCUMBERED Playing Cards 1 -
540 Ib. Grappling Hook 1 41b.
PUSH/DRAG/LIFT Manacles 3 18 Ib.
1080 Ib. Crowbar 1 5 Ib.

EQUIPMENT




you to be a goblinoid.

* Size « MotM 8
Your size is Medium.

* Speed * MotM 8
Your walking speed is 30 ft.

* Darkvision « MotM 8

You can see in dim light within 60 ft. of you as if it were
bright light and in darkness as if it were dim light. You
discern colors in that darkness only as shades of gray.

* Fey Ancestry « MotM 8
You have advantage on saving throws you make to
avoid or end the charmed condition on yourself.

* Long-Limbed ¢ MotM 8
When you make a melee attack on your turn, your
reach for it is 5 ft. greater than normal.

* Powerful Build « MotM 8

You count as one size larger when determining your
carrying capacity and the weight you can push, drag,
or lift.

* Sneaky ¢« MotM 8

You are proficient in the Stealth skill. In addition,
without squeezing, you can move through and stop in
a space large enough for a Small creature.

* Surprise Attack « MotM 8

If you hit a creature that has not taken a turn yet in the
current combat with an attack roll, it takes an extra 2d6
damage.

| Special

=== FEATS ===

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

* Sentinel « PHB-2024 207
Ability Score Increase. Increase your Str. or Dex. by 1.

Guardian. Immediately after a creature within 5 ft. of
you takes the Disengage action or hits a target other
than you with an attack, you can make an Opportunity
Attack against that creature.

Halt. When you hit a creature with an Opportunity
Attack, the creature’s Speed becomes 0 for the rest of
the current turn.

* Alert « PHB-2024 200
Initiative Proficiency. When you roll Initiative, add +3 to
the roll.

Initiative Swap. Immediately after you roll Initiative, you
can swap your Initiative with the Initiative of one willing
ally in the same combat. You can’t make this swap if
you or the ally has the Incapacitated condition.

* Weapon Mastery « PHB-2024 91

| Battleaxe (Topple) ¢
Topple. If you hit a creature with a Battleaxe, you can
force it to make a Con. saving throw (DC 8 + 3 + the
ability modifier used to make the attack). On a failed
save, the creature has the Prone condition.

| Halberd (Cleave) «
Cleave. Once per turn, if you hit a creature with a
melee attack using a Halberd, you can make another
melee attack with it against a second creature within 5
ft. of the first that's within your reach. On a hit, the
second creature takes the Halberd’s damage, but
without your ability modifier (unless the modifier is

ADDITIONAL FEATURES & TRAITS

| 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.

| Topple (Battleaxe): 1 Action

| Vex (Handaxe): 1 Action

| Cleave (Halberd): 1 Action
*4: Weapon Mastery « PHB-2024 91

| Spear (Sap) *
Sap. If you hit a creature with a Spear, that creature
has Disadvantage on its next attack roll before the
start of your next turn.

| Sap (Spear): 1 Action
* Guard Ability Score Improvements « PHB-2024 181

| Increase two scores (+2/ +1) ¢
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CHARACTER APPEARANCE
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