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ATTACKS & SPELLCASTING

FEATURES & TRAITS

NAME ATK BONUS DAMAGE/TYPE

 

ARMOR
CLASS

CURRENT HIT POINTS

TEMPORARY HIT POINTS

INITIATIVE SPEED

DEATH SAVESHIT DICE

Hit Point Maximum

Total SUCCESSES

FAILURES

CHARACTER NAME

PROFICIENCY BONUS

SAVING THROWS

SKILLS

  Acrobatics (Dex)

  Animal Handling ( Wis)

  Arcana ( Int)

  Athletics (Str)

  Deception (Cha)

  History ( Int)

  Insight ( Wis)

  Intimidation (Cha)

  Investigation ( Int)

  Medicine ( Wis)

  Nature ( Int)

  Perception ( Wis)

  Performance (Cha)

  Persuasion (Cha)

  Religion ( Int)

  Sleight of Hand (Dex)

  Stealth (Dex)

  Survival ( Wis)

  Strength

 Dexterity

  Constitution

  Intelligence

 Wisdom

 Charisma

PASSIVE WISDOM

(PERCEPTION)

STRENGTH

DEXTERITY

CONSTITUTION

INTELLIGENCE

WISDOM

CHARISMA
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RACE

SIZE DESCRIPTION PLAYER

LEVEL & CLASS

Pre-generated character sheet and recontextualized Steampunk rules prepared by joe.nittoly.ca

Bayonette 3 +5 1D4+3 PIERCING

Fighting Style: Marksman
(i.e. “Fighting Style: Archery”)

You gain a +2 bonus to attack rolls 
made with ranged weapons (already 
noted in your sheet).

Second Wind

On your turn, you can use a bonus 
action to regain 1d10+3 hit points. You 
can use this feature once per short 
or long rest. 

Action Surge

On your turn, you can take on 
eadditional action on top of your 
regular action and a possible bonus 
action. You can use this feature once 
per short or long rest.

Improved Critical

Your weapon attacks score a critical 
hit on a roll of 19 or 20.

Feat: Tough

Your hit point maximum increases by 
6 hit points (already noted in your 
sheet). 

Half plate (disadvantage on Stealth)
Bolt-action Rifle
Revolver
Saber
Bayonette

1 You can fire your rifle 300 ft. or up to 
1200 ft. with disadvantage on your attack 
roll. 

2 Buttstrike: You can make attacks of 
opportunity by striking adversaries with the 
the butt of your rifle, inflicting 1d4+2 
bludgeoning damage on a hit. 

3 You can use a bonus action to fix your 
bayonette to the end of your rifle or use 
it separately as a dagger.

4 You can fire your revolver 30 ft., or up to 
90 ft. with disadvantage on the attack roll.

Proficiencies. All Armour & Shields, 
handguns, long guns, simple weapons, 
martial weapons. 

Languages. Common, Aionian, Batavian
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Human

Medium

3rd-Level Soldier

+4

+4

34

3D10

Bolt Action Rifle 1,2 +7 1D10+3 PIERCING

Revolver 4 +5 1D6+3 PIERCING

Saber +5 1D6+3 SLASHING

17 +3 30
FEET

You’re a soldier, hardened by warfare and 
trained in weapons and armour. You keep 
your cool under fire and your eye on the target. 

*The Soldier is a recontextualized Fighter.
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