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Fighter 15

CLASS & LEVEL PLAYER NAME
Half-Orc Entertainer
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
*2 18 154 --
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
15d10 successes O=O=0O
FAILURES( )=( >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
HEROIC INSPIRATION
j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS
j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Disguise Kit, Hand Drum, Smith's Tools
S==x N
=== LANGUAGES ===
7 N Common, Orc
30 ft. (Walking)
A SPEED )
i 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

Superiority Dice * 6 / Short Rest

You learn maneuvers that are fueled by superiority
dice. Maneuvers enhance an attack in some way. You
have 6d10 superiority dice per short rest.

=== BONUS ACTIONS ===
Maneuvers: Feinting Attack

You can expend one superiority die and use a
bonus action on your turn to add the total to the

damage roll and to gain advantage on your next attack

roll against a chosen creature within 5 ft. this turn.

Second Wind « 1/ Short Rest
Once per short rest, you can use a bonus action to
regain 1d10 + 15 HP.

=== REACTIONS ===
Maneuvers: Parry

When another creature damages you with a melee
attack, you can use your reaction and expend one
superiority die to reduce the damage by the number
you roll on your superiority die +2.

Maneuvers: Riposte
When a creature misses vou with a melee attack.

\

74

SKILLS ACTIONS
4 N
11 PASSIVE PERCEPTION Flail +10 1d8+7 Bludgeoning Maurtial
Handaxe +10 1d6+7 Slashing Simple, Light, Thrown, Range (20/60)
11 PASSIVE INSIGHT
Net +5 Bludgeoning Martial, Special, Thrown, Range (5/15)
PASSIVE INVESTIGATION . .
9 Unarmed Strike +10 6 Bludgeoning
Darkvision 60 ft.
SENSES L N WEAPON ATTACKS & CANTRIPS y
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=== FIGHTER FEATURES ===
* Hit Points « PHB 71
* Proficiencies « PHB 71

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

| Dueling »« PHB
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 « PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 15 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 6d10 superiority dice per short rest.

| Superiority Dice: 6 / Short Rest « 1 Action

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

* Maneuvers ¢« PHB 74

| Disarming Attack « PHB
When you hit with a weapon attack, you can expend
one superiority die to add it to the damage and to

disarm the target if it fails a STR saving throw (DC 18).

| Maneuvers: Disarming Attack: Special

| Distracting Strike « PHB
When you hit with a weapon attack, you can expend
one superiority die to add the total to the damage roll
and the next attack roll against the target by an
attacker other than you has advantage if the attack is
made before the start of your next turn.

| Maneuvers: Distracting Strike: Special

| Feinting Attack « PHB
You can expend one superiority die and use a bonus
action on your turn to add the total to the damage roll
and to gain advantage on your next attack roll against
a chosen creature within 5 ft. this turn.

| Maneuvers: Feinting Attack: 1 Bonus Action
| 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 18).

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
| 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 18).

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

| Maneuvers: Menacing Attack: Special

| Parry « PHB
When another creature damages you with a melee
attack, you can use your reaction and expend one
superiority die to reduce the damage by the number
you roll on your superiority die + 2.

| Maneuvers: Parry: 1 Reaction

| Pushing Attack « PHB
When you hit with a weapon attack, you can expend
one superiority die to add the total to the damage roll,
and if the target is Large or smaller, it must make a
STR saving throw (DC 18). On failure, you push the
target up to 15 ft. away from you.

| Maneuvers: Pushing Attack: Special

| Riposte « PHB
When a creature misses you with a melee attack, you
can use your reaction and expend one superiority die
to make a melee weapon attack against it (add the
superiority die to the attack’s damage roll on hit).

| Maneuvers: Riposte: 1 Reaction

| Trip Attack « PHB
When you hit with a weapon attack, you can expend
one superiority die to add the total to the damage roll,
and if the target is Large or smaller, it must make a
STR saving throw (DC 18). On failure, you knock the
target prone.

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

* Extra Attack « PHB 72
You can attack three times whenever you take the

FEATURES & TRAITS
Shield 1 6 Ib. Waterskin 1 51b.
Chain Mail 1 55 Ib.
Handaxe 1 21b.
Handaxe 1 2 1b.
Flail 1 2 1b.
Net 1 31b.
Backpack 1 5 lb.
Clothes, Costume 1 4 1b.
Horn 1 21b.
WEIGHT CARRIED Bedroll 1 71b.
135 Ib. Mess Kit 1 11b.
ENCUMBERED Rations (1 day) 10 20 Ib.
300 Ib. Rope, Hempen (50 feet) 1 10 Ib.
PUSH/DRAG/LIFT Tinderbox 1 1lb.
600 Ib. Torch 10 10 Ib.

EQUIPMENT
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Attack action on your turn.
| Special

* Know Your Enemy * PHB 73

If you spend at least 1 minute observing or interacting
with another creature outside combat, you can learn
information about its capabilities compared to your
own: Strength score, Dexterity score, Constitution
score, Armor Class, current HP, total class levels (if
any), fighter class levels (if any)

| 1 Minute
* Indomitable « PHB 72
You can reroll a saving throw that you fail - you must
use the new roll. You can use this 2 times per long
rest.

| 2/ Long Rest « Special

* Improved Combat Superiority « PHB 74
Your superiority dice turn into d10s.

* Relentless « PHB 74
When you roll initiative and have no superiority dice
remaining, you regain one superiority die.

| Special

=== HALF-ORC SPECIES TRAITS ===

* Ability Score Increase * BR 41

Your Strength score increases by 2, and your
Constitution score increases by 1.

* Darkvision « BR 41
You can see in darkness (shades of gray) up to 60 ft.

* Menacing * BR 41

You gain proficiency in the Intimidation skill.

* Relentless Endurance « BR 41
When you are reduced to 0 HP but not killed, you can
drop to 1 HP instead once per long rest.

| 1/Long Rest « Special
* Savage Attacks ¢« BR 41
When you score a critical hit, roll one of the weapon’s

dice one additional time and add it to the extra
damage.

ADDITIONAL FEATURES & TRAITS

ADDITIONAL EQUIPMENT
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