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=== FIGHTER FEATURES ===
* Hit Points « PHB 71
* Proficiencies « PHB 71

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

| Superior Technique * TCoE 41
You learn one maneuver of your choice from among
those available to the Battle Master archetype. If a
maneuver you use requires your target to make a
saving throw to resist the maneuver’s effects, the
saving throw DC equals 8 + your proficiency bonus +
your Strength or Dexterity modifier (your choice).
You gain one superiority die, which is a d6 (this die is
added to any superiority dice you have from another
source). This die is used to fuel your maneuvers. A
superiority die is expended when you use it. You
regain your expended superiority dice when you finish
a short or long rest.

* Second Wind « PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 4 HP.
11/ 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.
11/ Short Rest * Special
* Martial Archetype « PHB 72

| Scofflaw

* Bonus Proficiency * HCS 41
At 3rd level, you gain proficiency in one of the

skills of your choice: Deception, Insight, Intimidation,
Sleight of Hand, or Stealth. Alternatively, you may
learn Thieves’ Cant.

| Choose Deception, Insight, Intimidation, Sleight of
Hand, or Stealth - HCS
Choose Deception, Insight, Intimidation, Sleight of
Hand, or Stealth.

* Intimidating Banter « HCS 41

At 3rd level, so long as you are in combat, you may
choose to use Strength or Dexterity to make Charisma
ability checks.

* Brutal Brawler « HCS 41

At 3rd level, you have proficiency with improvised
weapons, and treat any improvised weapon you
handle as if it has the finesse quality.

At 10th level, when you spend your bonus action to
break an improvised weapon over your opponent, add
an additional 2d6 to the weapon’s base damage dice.

At 18th level, you have advantage on attacks you
make with improvised weapons.

* Ability Score Improvement « PHB 72

=== BARD FEATURES ===

* Hit Points « PHB 52

* Proficiencies « PHB 52

* Spellcasting « PHB 52

You can cast known bard spells using CHA as your
spellcasting modifier (Spell DC 13, Spell Attack +5)
and known bard spells as rituals if they have the ritual

tag. You can use a musical instrument as a
spellcasting focus.

* Bardic Inspiration « PHB 53

As a bonus action, a creature (other than you) within
60 ft. that can hear you gains an inspiration die (1d6).
For 10 minutes, the creature can add it to one ability
check, attack roll, or saving throw. This can be added
after seeing the roll, but before knowing the outcome.

|1 2 /Long Rest + 1 Bonus Action

=== REBORN RACIAL TRAITS ===

* Ability Score Increases * VRGtR 15

When determining your ability scores, you increase
one of those scores by 2 and increase a different
score by 1, or you increase three different scores by
1.

| Increase three scores (+1/+1/+1) «
Increase three different scores by 1.

* Languages * VRGtR 15

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 * VRGtR 21
You are a Humanoid.

* Size + VRGtR 21
You are Medium or Small. You choose the size when
you gain this lineage.

* Speed * VRGtIR 21
Your walking speed is 30 feet.

* Ancestral Legacy * VRGtR 21

If you replace a race with this lineage, you can keep
the following elements of that race: any skill
proficiencies you gained from it and any climbing,
flying, or swimming speed you gained from it.

FEATURES & TRAITS
Leather 1 10 Ib. Rations (1 day) 10 20 Ib.
Handaxe 1 21b. Rope, Hempen (50 feet) 1 10 Ib.
Handaxe 1 21b. Tinderbox 1 1 lb.
Whip 1 31b. Torch 10 10 Ib.
Blowgun 1 11lb. Waterskin 1 5 Ib.
Longbow 1 21lb.
Arrows 20 1 1b.
Book 1 51b.
Ink (1 ounce bottle) 1 -
WEIGHT CARRIED Ink Pen ! -
95 |b Backpack 1 5 Ib.
ENCUMBERED Clothes, Traveler's 1 4 lb.
240 Ib. Carpenter's Tools 1 6 Ib.
PUSH/DRAG/LIFT Bedroll 1 71b.
480 |b. Mess Kit 1 11b.
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* Deathless Nature * VRGtR 21

You have advantage on saving throws against
disease and being poisoned, and you have resistance
to poison damage.

You have advantage on death saving throws.

You don’t need to eat, drink, or breathe.

You don’t need to sleep, and magic can’t put you to
sleep. You can finish a long rest in 4 hours if you
spend those hours in an inactive, motionless state,
during which you retain consciousness.

* Knowledge from a Past Life - VRGtR 21

When you make an ability check that uses a skill, you
can roll a <strong>d6</strong> immediately after
seeing the number on the <strong>d20</strong> and
add the number on the <strong>d6</strong> to the
check. You can use this feature 3 times, and you
regain all expended uses when you finish a long rest.

1 3/Long Rest * Special
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=== CANTRIPS === (At Will)
O Minor lllusion Bard -- 1A  3oftsit.cue S,M 1 minute PHB D: 1m, 5 ft. Cube, S/M
O Vicious Mockery Bard WIS 1A 60 ft. \Y Instantaneous  PHB Vv
=== 1st LEVEL === 2 Slots OO
O Speak with Animals [R] Bard - 1A Self V,S 10 minutes PHB D: 10m, V/S
O Tasha’s Hideous Laughter <C> Bard WIS 1A 30 ft. V,S,  Soncemtatonwpto  pHB D: 1m, V/S/M
O Distort Value Bard -- 1m  Touch ft \'% 8 hours Al 75 D: 8h, 1 ft. Cube, V
O Animal Friendship Bard WIS 1A 30ft. V.S, 24 hours PHB D: 24h, V/ISIM
SPELLS
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