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j === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
PROFICIENCY BONUS . .
j Martial Weapons, Simple Weapons
=== TOOLS ===
I — Dragonchess Set, Smith's Tools, Thieves'
ABILITY SAVE DC | Tools
=== LANGUAGES ===
7 N Common, Infernal, Thieves’ Cant
30 ft. (Walking), 20 ft. (Climbing)
A SPEED )
) 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 * 4 / Short Rest

You learn maneuvers that are fueled by superiority
dice. Maneuvers enhance an attack in some way. You
have 4d8 superiority dice per short rest.

=== BONUS ACTIONS ===
Cunning Action

You can take a bonus action on each of your turns
to take the Dash, Disenaade, or Hide action.

ACTIONS

Maneuvers: Grappling Strike

Immediately after you hit a creature with a melee
attack on your turn, you can expend one superiority
die and then try to grapple the target as a bonus
action. Add the superiority die to your Strength
(Athletics) check.

Rage * 3/ Long Rest
As a bonus action enter a rage for up to 1 minute
(20 rounds).

You gain advantage on STR checks and saving
throws (not attacks), +2 melee damage with STR
weapons, resistance to bludgeoning, piercing,
slashina damaae. You can't cast or concentrate on

74

7 N
13 PASSIVE WISDOM (PERCEPTION) Unarmed Strike +6 3 Bludgeoning
Claws +6 1d4+2 Slashing
13 PASSIVE WISDOM (INSIGHT)
11 PASSIVE INTELLIGENCE (INVESTIGATION)
Darkvision 60 ft.
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=== ROGUE FEATURES ===
* Hit Points « PHB 95
* Proficiencies « PHB 95

* Expertise « PHB 96

Your proficiency bonus is doubled for any ability check
you make for two chosen proficiencies. [6th] Choose
two additional proficiencies.

* Sneak Attack « PHB 96

Once per turn, you can deal an extra 2d6 damage to
one creature you hit with an attack with a finesse or
ranged weapon if you have advantage on the attack
roll. You don’t need advantage on the attack roll if
another enemy of the target is within 5 ft. of it, that
enemy isn't incapacitated, and you don’t have
disadvantage on the attack roll.

| Special

* Thieves’ Cant « PHB 96

You have learned thieves’ cant, a secret mix of dialect,
jargon, and code that allows you to hide messages in
seemingly normal conversation. It takes four times
longer to convey such a message than it does to
speak the same idea plainly.

* Cunning Action « PHB 96
You can take a bonus action on each of your turns to
take the Dash, Disengage, or Hide action.
| 1 Bonus Action
* Roguish Archetype « PHB 96

| Swashbuckler

* Fancy Footwork « SCAG 47
During your turn, if you make a melee attack against a

creature, that creature can’t make opportunity attacks
against you for the rest of your turn.

* Rakish Audacity « SCAG 47

You add your CHA modifier (+0) to your initiative rolls.
You don’t need advantage on the attack roll to use
your Sneak Attack against a creature if you are within
5 ft. of it, no other creatures are within 5 ft. of you, and
you don’t have disadvantage on the attack roll.

=== BARBARIAN FEATURES ===
* Hit Points « PHB 47
* Proficiencies « PHB 47

* Rage * PHB 48
As a bonus action enter a rage for up to 1 minute (10
rounds).

You gain advantage on STR checks and saving throws
(not attacks), +2 melee damage with STR weapons,
resistance to bludgeoning, piercing, slashing damage.
You can't cast or concentrate on spells while raging.

Your rage ends early if you are knocked unconscious
or if your turn ends and you haven't attacked a hostile
creature since your last turn or taken damage since
then. You can also end your rage as a bonus action.

| 3/ Long Rest « 1 Bonus Action

* Unarmored Defense « PHB 48
While not wearing armor, your AC equals 10 + DEX
modifier + CON modifier + any shield bonus.

* Reckless Attack « PHB 48

When you make your first attack on your turn, you can
decide to attack recklessly, giving you advantage on
melee weapon attack rolls using STR during this turn,
but attack rolls against you have advantage until your

FEATURES & TRAITS

next turn.

* Danger Sense * PHB 48

You have advantage on DEX saving throws against
effects that you can see while not blinded, deafened,
or incapacitated.

* Primal Path « PHB 48

| Path of the Zealot
* Divine Fury ¢« XGtE 11
While you're raging, the first creature you hit on each
of your turns with a weapon attack takes 1d6 + 1
necrotic or radiant damage.

| Necrotic « XGtE
The extra damage you deal with Divine Fury is
necrotic.

| Divine Fury: Special

* Warrior of the Gods « XGtE 11
If a spell to restore your life is cast on you, the caster
doesn't need material components for that spell.
=== 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

N

WEIGHT CARRIED
0 lb.
ENCUMBERED

210 Ib.

PUSH/DRAG/LIFT

420 Ib.

EQUIPMENT




—

Inigo Montoya

Rogue 3/ Barbarian 3 / Fighter 3
CLASS & LEVEL

—

Hollywood Rolls
PLAYER NAME

Once per short rest, you can use a bonus action to
regain 1d10 + 3 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 4d8 superiority dice per short rest.

| Superiority Dice: 4 / Short Rest « 1 Action

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

* Maneuvers « PHB 74

| Grappling Strike « TCoE 42
Immediately after you hit a creature with a melee
attack on your turn, you can expend one superiority die
and then try to grapple the target as a bonus action.
Add the superiority die to your Strength (Athletics)
check.

| Maneuvers: Grappling Strike: 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
| 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

=== TABAXI RACIAL TRAITS ===
* Ability Score Increase ¢ VGtM

* Age * VGtM

* Alignment ¢ VGtM

* Size « VGIM

* Speed * VGtM

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

* Feline Agility « VGIM

When you move on your turn in combat, you can
double your speed until the end of the turn. Once you
use this trait, you can’t use it again until you move 0
feet on one of your turns.

| 1/ Other « Special

* Cat's Claws * VGtM

You have a climbing speed of 20 ft. and your claws are

natural weapons that deal 1d4 +2 slashing damage,
instead of the normal bludgeoning damage for an
unarmed strike.
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| Claws: 1 Action
* Cat's Talent « VGtM
You have proficiency in the Perception and Stealth
skills.

* Languages ¢ VGtM

ADDITIONAL EQUIPMENT
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