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CLASS & LEVEL PLAYER NAME
Variant Human City Watch / Investigator 34,000
RACE BACKGROUND EXPERIENCE POINTS
—————— ———
y
ARMOR Max HP Current HP Temp HP
+3 18 66 -
INITIATIVE CLASS \ HIT POINTS
/ / /
8d10 successes O=O=0O
FAILURES( )=( >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES
INSPIRATION j ‘ === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Cartographer's Tools
- === L ANGUAGES ===
7 N Common, Dwarvish, Elvish, Gnomish
30 ft. (Walking)
A SPEED )
i PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

Superiority Dice ¢ 5 / Short Rest

You learn maneuvers that are fueled by superiority
dice. Maneuvers enhance an attack in some way. You
have 5d8 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 + 8 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 +3.

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

ACTIONS

\

74

15 PASSIVE WISDOM (PERCEPTION)
15 PASSIVE WISDOM (INSIGHT)
13 PASSIVE INTELLIGENCE (INVESTIGATION)

SENSES

//

Frost Longsword +8
Rhythm Blade Shortsword +8
Unarmed Strike +7

'WEAPON ATTACKS & CANTRIPS

\\
1d8+5 Slashing Martial, Versatile

1d6+5 Piercing Martial, Dual Wield, Finesse, Light

5 Bludgeoning
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=== FIGHTER FEATURES ===

* Fighting Style Options * TCoE 41
* Hit Points « PHB 71

* Proficiencies « PHB 71

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

| Two-Weapon Fighting « PHB
When you engage in two-weapon fighting, you can add
your ability modifier to the damage of the second
attack.

* Second Wind ¢ PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 8 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 5d8 superiority dice per short rest.

| Superiority Dice: 5/ Short Rest « 1 Action

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

* Maneuvers « PHB 74

| Bait and Switch « TCoE 42
When you're within 5 ft. of a creature on your turn, you
can expend one superiority die and switch places with
that creature, provided you spend at least 5 ft. of
movement and the creature is willing and isn’t
incapacitated. This movement doesn’t provoke
opportunity attacks.
Roll the superiority die. Until the start of your next turn,
you or the other creature (your choice) gains a bonus
to AC equal to the number rolled.

| Maneuvers: Bait and Switch: 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

| 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 + 3.

| Maneuvers: Parry: 1 Reaction
| Precision Attack « PHB
When you make a weapon attack roll, you can expend
one superiority die to add it to the roll before or after
the roll but before any effects are applied.

| Maneuvers: Precision Attack: Special

| Riposte « PHB
When a creature misses you with a melee attack, you

N
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

* Martial Versatility « TCoE 42

Whenever you reach a level in this class that grants
the Ability Score Improvement feature, you can do one
of the following, as you shift the focus of your martial
practice:

- Replace a fighting style you know with another
fighting style available to fighters.

- If you know any maneuvers from the Battle Master
archetype, you can replace one maneuver you know
with a different maneuver.

* Ability Score Improvement « PHB 72

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

=== VARIANT HUMAN RACIAL TRAITS ===

* Languages ¢ BR 31
You can speak, read, and write Common and one
extra language.

WEIGHT CARRIED
69.2 Ib.
ENCUMBERED

270 Ib.

PUSH/DRAG/LIFT

540 Ib.

FEATURES & TRAITS
Eladrin Chain 1 55 Ib.
Rhythm Blade Shortsword 1 21b.
Frost Longsword 1 3lb.
Bracers of Escape 1 -
Cartographer's Tools 1 6 Ib.

EQUIPMENT
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* 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

* Sentinel « PHB 169

When you hit a creature with an opportunity attack, the
creature's speed becomes 0 for the rest of the turn.
Creatures provoke opportunity attacks from you even if
they take the Disengage action. When a creature
within 5 ft. of you makes an attack against a target
other than you, you can use your reaction to make a
melee weapon attack against the attacking creature.

| Sentinel Attack: 1 Reaction

* Dual Wielder « PHB 165

You add a +1 bonus to AC while you are wielding a
separate melee weapon in each hand, can use
two-weapon fighting even when the one-handed melee
weapons you are wielding aren't light, and can draw or
stow two one-handed weapons when you would
normally be able to draw or stow only one.

* Slasher « TCoE 81
You can reduce a creature's speed when you deal
slashing damage. You also gain the ability to wound a
creature on a critical hit.

| Slasher: Reduce Speed: Special

| Slasher: Critical Hit: Special

* Athlete « PHB 165

Increase your STR or DEX score by 1, and when you
are prone, standing up uses only 5 feet of your
movement. Climbing doesn't cost you extra movement,
and you can make a running long jump or a running
high jump after moving only 5 ft. on foot, rather than 10
ft.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT




CHARACTER APPEARANCE

Male 20 Medium 6 foot 4 inches
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Good Pale Brown Brown
ALIGNMENT FAITH SKIN EYES HAIR
\
| 7 N
Always polite and
respectful.
Faces problems head-on.
PERSONALITY TRAITS
L~ 1
[ ~"1]

ALLIES & ORGANIZATIONS

Greater Good. Our lot is to lay down our lives in
defense of others. (Good)

IDEALS

"

L~ —~
[ ~"1
Always looks to protect others -
especially the underdog.
BONDS
L~ —~
[N ~~"]
Somewhat vain.
Over curious.
Often speaks before thinking.
\\ FLAWS //

CHARACTER BACKSTORY

ADDITIONAL NOTES /,
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