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ARMOR Max HP Current HP Temp HP |
7 20 164 --
INITIATIVE CLASS \ HIT POINTS J
/4 /, / \
. . 16d10
Resistances - Necrotic successes OO0
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION j )\ ARMOR ===

=== WEAPONS ===
Martial Weapons, Simple Weapons

=== TOOLS ===
Leatherworker's Tools, Woodcarver's Tools

=== LANGUAGES ===
Abyssal, Common, Draconic

(Swimming)
\§ SPEED Y
) PROFICIENCIES & TRAINING
=== ACTIONS ===
Standard Actions === BONUS ACTIONS ===
Attack, Magic, Dash, Disengage, Dodge, Help, Hew

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 special
dice called Superiority Dice. Many maneuvers
enhance an attack in some way. You can use only one
maneuver per attack.

You have 6d10 Superiority Dice, which are expended
when used. You regain any expended Superiority Die
when vou finish a Short or Lona Rest.

Immediately after you score a Critical Hit with a
Melee weapon or reduce a creature to 0 Hit Points
with one, you can make one attack with the same
weapon as a Bonus Action.

Hungry Jaws * 5 / Long Rest

As a bonus action, you can make a special attack
with your bite. If it hits, it deals normal damage and
you gain +5 temporary HP. You can use this 5 times
per long rest.

Know Your Enemy ¢ 1/ Long Rest
You can discern the Immunities, Resistances. and

74

SKILLS ACTIONS
[ 7 N

16 PASSIVE PERCEPTION Handaxe +10 1d6+5 Slashing Simple, Light, Thrown, Vex, Range (20/60)
16 DASSIVE INSIGHT Javelin +10 1d6+5 Piercing Simple, Thrown, Slow, Range (30/120)
Maul +10 2d6+5 Bludgeoning Martial, Heavy, Two-Handed, Topple
9 PASSIVE INVESTIGATION Moon-Touched Sword, Greatsword ~ +10 2d6+5 Slashing Martial, Heavy, Two-Handed, Graze
Darkvision 60 ft. Vicious Halberd +10 1d10+5 Slashing  +2d6 Slashing, Martial, Heavy, Reach, Two-Handed, Cleave

Unarmed Strike +10 6 Bludgeoning

SENSES L N\

WEAPON ATTACKS & CANTRIPS y
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=== FIGHTER FEATURES ===

* Core Fighter Traits « PHB-2024 91

* Fighting Style « PHB-2024 91

You gain a Fighting Style feat of your choice, and
whenever you gain a Fighter level, you can replace the
feat you chose with a different Fighting Style feat.

* Second Wind « PHB-2024 91
As a Bonus Action, you can draw upon a limited well of
physical and mental stamina and regain 1d10+16 HP.

You can use this 4 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 4 / Long Rest « 1 Bonus Action
* Weapon Mastery « PHB-2024 91
* Action Surge « PHB-2024 91
On your turn you can take one additional action,

except the Magic action.

You can use this feature 1 time(s) until you finish a
Short or Long Rest.

| 1/ Short Rest « Special

* Tactical Mind « PHB-2024 91

When you fail an ability check, you can expend a use
of Second Wind, and instead of regaining HP, you roll
1d10 and add the result to the ability check. If the
check still fails, this use of Second Wind isn’t
expended.

| Special

* Fighter Subclass « PHB-2024 92

| Battle Master

* Combat Superiority « PHB-2024 93

You learn maneuvers that are fueled by special dice
called Superiority Dice. Many maneuvers enhance an
attack in some way. You can use only one maneuver
per attack.

You have 6d10 Superiority Dice, which are expended
when used. You regain any expended Superiority Die
when you finish a Short or Long Rest.

| Superiority Dice: 6 / Short Rest « 1 Action

* Student of War « PHB-2024 94

You gain proficiency with one type of Artisan’s Tools of
your choice, and in one skill of your choice from the
skills available to Fighters at level 1.

* Maneuver Options « PHB-2024 94

You know 9 maneuvers of your choice - many of which
enhance an attack in some way. You can only use one
maneuver per attack.

If a maneuver requires a saving throw, the DC equals
8 + Strength/Dexterity modifier (your choice) +
Proficiency Bonus.

| Ambush ¢
When you make a Dex. (Stealth) check or roll Initiative,
you can expend one Superiority Die and add the die to
the roll, unless you have the Incapacitated condition.

| Maneuver: Ambush: Special

| Bait and Switch
When you're within 5 ft. of a creature on your turn, you
can expend one Superiority Die and switch places with
the creature without provoke Opportunity Attacks,
provided that the creature is willing, and doesn’t have
the Incapacitated condition.

N

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.

| Maneuver: Bait and Switch: Special

| Lunging Attack ¢
As a Bonus action, you can expend one Superiority
Die and take the Dash action. If you move at least 5 ft.
in a straight line before hitting with a melee attack as
part of the Attack action this turn, you can add the
Superiority Die to the attack’s damage roll.

| Maneuver: Lunging Attack: 1 Action
| Maneuver: Lunging Dash: 1 Bonus Action

| Maneuvering Attack ¢
When you hit a creature with an attack roll, you can
expend one Superiority Die and add the die to the
attack’s damage roll. You choose a willing creature
who can see or hear you, and that creature can use its
Reaction to move up to half its Speed without
provoking an Opportunity Attack from the target of your
attack.

| Maneuver: Maneuvering Attack: 1 Action
| Menacing Attack ¢

When you hit a creature with an attack roll, you can
expend one Superiority Die and add the die to the
attack’s damage roll. The target must succeed on a
Wis. saving throw, or have the Frightened condition
until the end of your next turn.

| Maneuver: Menacing Attack (Str.): 1 Action

| Maneuver: Menacing Attack (Dex.): 1 Action

| Precision Attack ¢

FEATURES & TRAITS
\\
Mantle of Spell Resistance 1 - Backpack 1 51b.
Potion of Heroism 1 - Pouch 1 11b.
Potion of Invisibility 1 - Handaxe 1 2 |b.
Potion of Healing (Greater) 3 151b. Handaxe 1 2 b.
Potion of Healing (Superior) 1 0.5 Ib. Clothes, Traveler's 1 4 1b.
Potion of Healing (Superior) 1 0.5 Ib. Chest 1 25 Ib.
Potion of Invulnerability 1 - Javelin 10 20 Ib.
Clockwork Amulet 1 - Belt of Lich's Champion 1 2 |b.
Tankard of Sobriety 1 - Orb of Time 1 --
WEIGHT CARRIED Moon-Touched Sword, Greatsword 1 6 Ib. spell Scroll: Revivify 1 -
315 Ib. Spellwrought Tattoo, 5th level 1 - Potion of Speed 2 --
ENCUMBERED Discord 1 65 Ib.
300 Ib. Broom of Flying 1 - Mantle of Spell Resistance 1 -
PUSH/DRAG/LIFT Cape of the Mountebank 1 - Broom of Flying 1 -
600 Ib. Horn of Silent Alarm 1 - Belt of Lich's Champion 1 2 1b.
EQUIPMENT ))
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When you miss with an attack roll, you can expend
one Superiority Die and add the die to the attack roll.

| Maneuver: Precision Attack: 1 Action

| Rally «
As a Bonus action, you can expend one Superiority
Die to bolster an ally within 30 ft. of you that can hear
or see you with Temporary HP equal to the Superiority
Die + 8.

| Maneuver: Rally: 1 Bonus Action

| Riposte
When a creature misses you with a melee attack roll,
you can take a Reaction to expend one Superiority die
to make a melee attack roll with a weapon or Unarmed
Strike against that creature. If you hit, add the
Superiority die to the attack’s damage.

| Maneuver: Riposte: 1 Reaction
| Trip Attack ¢

When you hit a creature with an attack using a weapon
or Unarmed Strike, you can expend one Superiority
Die and add the die to the attack’s damage roll. If the
target is Large or smaller, it must succeed on a Str.
saving throw or have the Prone condition.

| Maneuver: Trip Attack (Str.): 1 Action

| Maneuver: Trip Attack (Dex.): 1 Action
* 4: Weapon Mastery « PHB-2024 91
* Ability Score Improvement « PHB-2024 92
* Extra Attack « PHB-2024 92

You can attack 3 times instead of once whenever you
take the Attack action on your turn.

* Tactical Shift « PHB-2024 92
Whenever you activate your Second Wind with a
Bonus Action, you can move up to half your Speed
without provoking Opportunity Attacks.

| Second Wind: Tactical Shift: 1 Bonus Action
* 6: Ability Score Improvement « PHB-2024 92
* Know Your Enemy « PHB-2024 94
As a Bonus Action, you can discern the Immunities,
Resistances, and Vulnerabilities of a creature you can
see within 30 ft. of you.
You can use this once per Long Rest, and can restore
a use of it by expending one Superiority Die (no action
required).

| 1/Long Rest ¢ 1 Bonus Action
* 8: Ability Score Improvement « PHB-2024 92
* Tactical Master « PHB-2024 92
When you attack with a weapon whose mastery
property you can use, you can replace that property
with the Push, Sap, or Slow property for that attack.

| Tactical Master: Push: 1 Action

| Tactical Master: Sap: 1 Action

| Tactical Master: Slow: 1 Action

| 1 Action
* Indomitable « PHB-2024 92
If you fail a saving throw, you can reroll it with a +16
bonus. You must use the new roll.

You can use this feature 2 time(s) per Long Rest.

ADDITIONAL FEATURES & TRAITS

| 2/ Long Rest « Special
* 10: Weapon Mastery « PHB-2024 91

* Improved Combat Superiority « PHB-2024 94
Your Superiority Die becomes a d10.

*12: Ability Score Improvement « PHB-2024 92
* Studied Attacks « PHB-2024 92
If you make an attack roll against a creature and miss,
you have Advantage on your next attack roll against
that creature before the end of your turn.
| 1 Action
* 14: Ability Score Improvement « PHB-2024 92
* Relentless « PHB-2024 94
Once per turn, when you use a maneuver, you can roll
1d8 instead of expending a Superiority Die.
| 1 Action
* 16: Ability Score Improvement « PHB-2024 92

* 16: Weapon Mastery » PHB-2024 91

=== LIZARDFOLK SPECIES TRAITS ===

* Ability Score Increases ¢ MotM 5

When determining your character’s ability scores,
increase one score by 2 and increase a different score
by 1, or increase three different scores by 1.

| Increase two scores (+2 / +1) ¢
Increase one of these scores by 2 and a different
score by 1.

* Languages * MotM 5

N

Vicious Halberd
Portable Hole

Maul

Bedroll

Mess Kit

Rations (1 day)

Rope, Hempen (50 feet)
Tinderbox

Torch

Waterskin
Arrow-Catching Shield
Bracers of Archery
Bracers of Defense
Cloak of Protection

Ring of Evasion

1 61b Ring of Regeneration

1 - Belt of Stone Giant Strength
1 10 Ib. Plate, +1

1 7 Ib. Glaive, +2

1 11b. Potion of Invulnerability

8 16 Ib. Potion of Vitality

1 10 Ib. Balance of Harmony

1 1lb. Capa de las Arenas

2 21b. Woe

1 51b. Potion of Healing

1 6 Ib. Anstruth Harp

1 - Iron Bands of Bilarro

1 - Necklace of Fireballs

1 - Periapt of Wound Closure
1 - Potion of Invisibility

ADDITIONAL EQUIPMENT

1 65 Ib.
1 6 Ib.

1 31b.
1 0.5 Ib.
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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 * MotM 26
You are a Humanoid.

* Size « MotM 26
You are Medium.

* Speed * MotM 26
Your walking speed is 30 ft., and you have a swimming
speed equal to your walking speed.

* Bite « MotM 26

You have a fanged maw that you can use to make
unarmed strikes. When you hit with them, you deal
1d6+5 slashing damage.

| 1 Action

* Hold Breath « MotM 26
You can hold your breath for up to 15 minutes at a
time.

* Hungry Jaws ¢ MotM 26

As a bonus action, you can make a special attack with
your bite. If it hits, it deals normal damage and you
gain +5 temporary HP. You can use this 5 times per
long rest.

| 5/Long Rest « 1 Bonus Action

* Natural Armor « MotM 26

When you aren’t wearing armor, your base AC is 15. If
your natural armor is higher than the AC of the armor
you're wearing, you can use your natural armor
instead. A shield’s benefits apply as normal.

* Nature’s Intuition « MotM 26
You gain proficiency with two of the following skills of

your choice: Animal Handling, Medicine, Nature,
Perception, Stealth, or Survival.

=== FEATS ===

* Great Weapon Fighting « PHB-2024 209

When you roll damage for an attack you make with a
Melee weapon that has the Two-Handed or Versatile
properties, you can treat any 1 or 2 on a damage die
asa3.

* Polearm Master « PHB-2024 206
Ability Score Increase. Increase your Dex. or Str. by 1.

Pole Strike. Immediately after you attack with a
Quarterstaff, a Spear, or a weapon with the Heavy and
Reach properties, you can use a Bonus Action to
make a melee attack. This deals 1d4 Bludgeoning
damage.

Reactive Strike. While holding a a Quarterstaff, a
Spear, or a weapon with the Heavy and Reach
properties, you can take a Reaction to make one
melee attack against a creature that enters into that
weapon's reach.

| Pole Strike: 1 Bonus Action
| Reactive Strike: 1 Reaction

* Great Weapon Master « PHB-2024 204
Ability Score Increase. Your Str. is increased by 1.

Heavy Weapon Mastery. When you hit a creature with
a weapon that has the Heavy property as part of the
Attack action on your turn, you can cause the weapon
to deal an extra 5 damage to the target.

Hew. Immediately after you score a Critical Hit with a
Melee weapon or reduce a creature to 0 HP with one,

ADDITIONAL FEATURES & TRAITS

you can make one attack with the same weapon as a
Bonus Action.

| Hew: 1 Bonus Action
| Heavy Weapon Mastery: 1 Action

* Sentinel « PHB-2024 207
Ability Score Increase. Increase your Str. or Dex. by 1.

Guardian. Immediately after a creature within 5 ft. of
you takes the Disengage action or hits a target other
than you with an attack, you can make an Opportunity
Attack against that creature.

Halt. When you hit a creature with an Opportunity
Attack, the creature’s Speed becomes 0 for the rest of
the current turn.

* Slasher « PHB-2024 208
Ability Score Increase. Str. or Dex. increased by 1.

Hamstring. Once per turn when you hit a creature with
an attack that deals Slashing damage, you can reduce
the Speed of that creature by 10 ft. until the start of
your next turn.

Enhanced Critical. When you score a Critical Hit that
deals Slashing damage to a creature , it has
Disadvantage on attack rolls until the start of your next
turn.

* Resilient « PHB-2024 206

Ability Score Increase. Choose one ability in which
you lack saving throw proficiency and increase the
chosen ability score by 1.

Saving Throw Proficiency. You gain saving throw
proficiency with the chosen ability.

| Wisdom «

N

ADDITIONAL EQUIPMENT
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Increase your WIS score by 1 and you gain proficiency
in WIS saving throws.

* Heavy Armor Master « PHB-2024 204
Ability Score Increase. Con. or Str. increased by 1.

Damage Reduction. When you're hit by an attack
while you're wearing Heavy armor, any Bludgeoning,
Piercing, and Slashing damage dealt to you by that
attack is reduced by 5.

* Alert « PHB-2024 200
Initiative Proficiency. When you roll Initiative, add +5 to
the roll.

Initiative Swap. Immediately after you roll Initiative, you
can swap your Initiative with the Initiative of one willing
ally in the same combat. You can’t make this swap if
you or the ally has the Incapacitated condition.

* Weapon Mastery « PHB-2024 91

| Halberd (Cleave) «
Cleave. Once per turn, if you hit a creature with a
melee attack using a Halberd, you can make another
melee attack with it against a second creature within 5
ft. of the first that’s within your reach. On a hit, the
second creature takes the Halberd’s damage, but
without your ability modifier (unless the modifier is
negative).

| Handaxe (Vex) ¢
Vex. If you hit a creature with a Handaxe and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Maul (Topple) ¢
Topple. If you hit a creature with a Maul, you can force
it to make a Con. saving throw (DC 8 + 5 + the ability
modifier used to make the attack). On a failed save,

the creature has the Prone condition.
| Topple (Maul): 1 Action
| Vex (Handaxe): 1 Action
| Cleave (Halberd): 1 Action

*4: Weapon Mastery « PHB-2024 91

| Greatsword (Graze) *
Graze. If your attack roll with a Greatsword misses a
creature, you can deal damage to it equal to the ability
modifier used to make the attack. This damage is the
same type dealt by the Greatsword, and can only be
increased by increasing the ability modifier.

| Graze (Greatsword): 1 Action
* 16: Weapon Mastery « PHB-2024 91

| Glaive (Graze) *
Graze. If your attack roll with a Glaive misses a
creature, you can deal damage to it equal to the ability
modifier used to make the attack. This damage is the
same type dealt by the Glaive, and can only be
increased by increasing the ability modifier.

| Graze (Glaive): 1 Action
*10: Weapon Mastery « PHB-2024 91

| Javelin (Slow) «
Slow. If you hit a creature with a Javelin and deal
damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Slow (Javelin): 1 Action

ADDITIONAL FEATURES & TRAITS
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ADDITIONAL EQUIPMENT
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=== Allies ===

Tribu en Lizard Marsh
Saik Puffen

ALLIES & ORGANIZATIONS

/ N
/I’m driven by a wanderlust that Ied\
me away from home.
| watch over my friends as if they
were a litter of newborn pups.

PERSONALITY TRAITS
|~

]

[ ~"1

Greater Good. It is each person’s

responsibility to make the most

happiness for the whole tribe.
IDEALS

"

L~ —~

[ ~"1
A mysterious curse drove me away
from my tribe. | never discovered
what really happened.

BONDS

L~ —~

[N ~~"]
There’s no room for caution in a life
lived to the fullest. Sometimes my
cravings are too strong for me.

\\ FLAWS //

CHARACTER BACKSTORY

ADDITIONAL NOTES
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