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=== FIGHTER FEATURES ===

* Hit Points « PHB 71
* Proficiencies « PHB 71

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

| Interception « TCoE 41
When a creature you can see hits a target, other than
you, within 5 ft. of you with an attack, you can use your
reaction to reduce the damage the target takes by
<strong>1d10</strong>+4 (to a minimum of 0
damage). You must be wielding a shield or a simple or
martial weapon to use this reaction.

| Fighting Style: Interception: 1 Reaction

* 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

| 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

| 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 15).
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
| Grappling Strike « TCoE 42

Immediately after you hit a creature with a melee
attack on your turn, you can expend one superiority die

N
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

| 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 15).
On failure, it is frightened of you until the end of your
next turn.

| Maneuvers: Menacing Attack: Special

* 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
=== 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
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Handy Haversack 1 5 lb. Mess Kit 2 2 b.
Ring of Water Walking 1 - Rations (1 day) 5 10 Ib.
Shield, +1 1 6 Ib. Rope, Hempen (50 feet) 1 10 Ib.
Greatsword, +1 1 6 Ib. Tinderbox 1 11b.
Handaxe, +1 1 2 1b. Torch 5 51b.
Handaxe, +1 1 21b. Waterskin 1 51b.
Breastplate 1 20 Ib. Pan Flute 1 2 b.
Potion of Healing (Greater) 10 51b.
Leather 1 10 Ib.
WEIGHT CARRIED Maul L 101b.
118 Ib. Longbow 1 2 lb.
ENCUMBERED Arrows 20 11b.
240 Ib. Bedroll 1 7 1b.
PUSH/DRAG/LIFT Clothes, Traveler's 1 4 1b.
480 Ib. Healer's Kit 1 31b.
EQUIPMENT ))
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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.

| 2/ Long Rest « 1 Bonus Action

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

=== TABAXI RACIAL 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 three scores (+1/+1/+1)
Increase three different scores by 1.

* Languages * MotM 5

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 33
You are a Humanoid.

* Size « MotM 33
You are Medium or Small. You choose the size when
you select this race.

Your walking speed is 30 ft., and you have a climbing
speed equal to your walking speed.

* Cat's Claws » MotM 33

You can use your claws to make unarmed strikes.
When you hit with them, you deal
<strong>1d6</strong>+3 slashing damage.

| 1 Action

* Cat’s Talent « MotM 33
You're proficient in Perception and Stealth.

* Darkvision « MotM 33

You can see in dim light within 60 ft. of you as if it were
bright light and in darkness as if it were dim light, only
discerning colors in that darkness as shades of gray.

* Feline Agility « MotM 33

When you move on your turn in combat, you can
double your speed until the end of the turn. Once
used, you can't use this trait again until you move O ft.
on one of your turns.

| 1/ Other * Special

=== FEATS ===

* Tough » PHB 170
Your HP maximum increases by 18.

* Crusher « TCoE 79

Once per turn, when you hit a creature with an attack
that deals bludgeoning damage, you can move it 5 feet
to an unoccupied space, provided the target is no
more than one size larger than you.

When you score a critical hit that deals bludgeoning
damage to a creature, attack rolls against that creature
are made with advantage until the start of your next

ADDITIONAL FEATURES & TRAITS

H CLASS & LEVEL PLAYER NAME
Lillemore
Tabaxi Far Traveler (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
P — —
7 N
rounds). * Speed « MotM 33 turn.

| Special

| Crusher: Critical: Special

ADDITIONAL EQUIPMENT




e — —
Female 42 Small 4'0" 80
GENDER AGE SIZE HEIGHT WEIGHT
Yellow Lepparc Green Long Red
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ L A
// \
// \\
PERSONALITY TRAITS
L~ 1
[ ~"1
IDEALS
L~ —~
[ ~"1
BONDS
L~ —~
[N ~~"]
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS .
! { ! {
/, \
CHARACTER BACKSTORY ADDITIONAL NOTES




	CharacterName: Lillemore
	CLASS  LEVEL: Fighter 8 / Barbarian 1
	PLAYER NAME: Samme
	RACE: Tabaxi
	BACKGROUND: Far Traveler
	EXPERIENCE POINTS: (Milestone)
	STR: +3
	STRmod: 16
	DEX: +2
	DEXmod : 14
	CON: +3
	CONmod: 17
	INT: -1
	INTmod: 8
	WIS: +0
	WISmod: 11
	CHA: +1
	CHamod: 12
	StrProf: •
	ST Strength: +7
	DexProf: 
	ST Dexterity: +2
	ConProf: •
	ST Constitution: +7
	IntProf: 
	ST Intelligence: -1
	WisProf: 
	ST Wisdom: +0
	ChaProf: 
	ST Charisma: +1
	Defenses: 
	SaveModifiers: 
	AcrobaticsProf: 
	Acrobatics: +2
	AcrobaticsMod: DEX
	AnimalHandlingProf: 
	Animal: +0
	AnimalMod: WIS
	ArcanaProf: 
	Arcana: -1
	ArcanaMod: INT
	AthleticsProf: 
	Athletics: +3
	AthleticsMod: STR
	DeceptionProf: 
	Deception: +1
	DeceptionMod: CHA
	HistoryProf: 
	History: -1
	HistoryMod: INT
	InsightProf: P
	Insight: +4
	InsightMod: WIS
	IntimidationProf: P
	Intimidation: +5
	IntimidationMod: CHA
	InvestigationProf: 
	Investigation: -1
	InvestigationMod: INT
	MedicineProf: P
	Medicine: +4
	MedicineMod: WIS
	NatureProf: 
	Nature: -1
	NatureMod: INT
	PerceptionProf: P
	Perception: +4
	PerceptionMod: WIS
	PerformanceProf: 
	Performance: +1
	PerformanceMod: CHA
	PersuasionProf: 
	Persuasion: +1
	PersuasionMod: CHA
	ReligionProf: 
	Religion: -1
	SleightOfHandProf: 
	SleightofHand: +2
	StealthProf: P
	Stealth : +6
	SurvivalProf: P
	Survival: +4
	CustomProf1: 
	Custom Skill Bonus 1: 
	CustomSkill1: 
	CustomProf2: 
	Custom Skill Bonus 2: 
	CustomSkill2: 
	CustomProf3: 
	Custom Skill Bonus 3: 
	CustomSkill3: 
	Passive1: 14
	Passive2: 14
	Passive3: 9
	AdditionalSenses: Darkvision 60 ft.
	Init: +2
	AC: 19
	ProfBonus: +4
	AbilitySaveDC: 
	AbilitySaveScore1: 
	AbilitySaveScore2: 
	AbilitySaveDC2: 
	Speed: 30 ft. (Walking), 30 ft. (Climbing)
	MaxHP: 104
	CurrentHP: 
	TempHP: --
	Total: 8d10 + 1d12
	HD: 
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	ProficienciesLang: === ARMOR === 
Heavy Armor, Light Armor, Medium Armor, Shields 

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

=== TOOLS === 
Leatherworker's Tools, Pan Flute 

=== LANGUAGES === 
Common, Draconic, Gnomish
	ReligionMod: INT
	SleightofHandMod: DEX
	StealthMod: DEX
	SurvivalMod: WIS
	Actions1: === 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: Grappling Strike 
     Immediately after you hit a creature with a melee attack on your turn, you can expend one superiority
	Actions2: die and then try to grapple the target as a bonus action. Add the superiority die to your Strength (Athletics) check. 

Rage • 2 / Long Rest 
     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
	Wpn Name: Greatsword, +1
	Wpn1 AtkBonus: +8
	Wpn1 Damage: 2d6+4 Slashing
	Wpn Notes 1: Martial, Heavy, Two-Handed
	Wpn Name 2: Handaxe, +1
	Wpn2 AtkBonus : +8
	Wpn2 Damage : 1d6+4 Slashing
	Wpn Notes 2: Simple, Light, Thrown, Range (20/60)
	Wpn Name 3: Handaxe, +1
	Wpn3 AtkBonus  : +8
	Wpn3 Damage : 1d6+4 Slashing
	Wpn Notes 3: Simple, Light, Thrown, Range (20/60)
	Wpn Name 4: Unarmed Strike
	Wpn4 AtkBonus: +7
	Wpn4 Damage: 4 Bludgeoning
	Wpn Notes 4: 
	Wpn Name 5: Cat’s Claws
	Wpn5 AtkBonus: +7
	Wpn5 Damage: 1d6+3 Slashing
	Wpn Notes 5: 
	Wpn Name 6: 
	Wpn6 AtkBonus: 
	Wpn6 Damage: 
	Wpn Notes 6: 
	CharacterName2: Lillemore
	CLASS  LEVEL2: Fighter 8 / Barbarian 1
	PLAYER NAME2: Samme
	RACE2: Tabaxi
	BACKGROUND2: Far Traveler
	EXPERIENCE POINTS2: (Milestone)
	FeaturesTraits1: === FIGHTER FEATURES === 

* Hit Points • PHB 71 

* Proficiencies • PHB 71 

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

   | Interception • TCoE 41 
When a creature you can see hits a target, other than you, within 5 ft. of you with an attack, you can use your reaction to reduce the damage the target takes by <strong>1d10</strong>+4 (to a minimum of 0 damage). You must be wielding a shield or a simple or martial weapon to use this reaction. 

      | Fighting Style: Interception: 1 Reaction 

* 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
	FeaturesTraits2: * 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 

   | 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 

   | 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 15). 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 

   | Grappling Strike • TCoE 42 
Immediately after you hit a creature with a melee attack on your turn, you can expend one superiority die
	FeaturesTraits3: 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 

   | 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 15). On failure, it is frightened of you until the end of your next turn. 

      | Maneuvers: Menacing Attack: Special 

* 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 

=== 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
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	Eq Qty17: 1
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	Eq Qty18: 1
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	Eq Name19: Torch
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	Eq Weight19: 5 lb.
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	FeaturesTraits4: 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. 

   | 2 / Long Rest • 1 Bonus Action 

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


=== TABAXI RACIAL 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 three scores (+1 / +1 / +1) •  
Increase three different scores by 1. 

* Languages • MotM 5 
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 33 
You are a Humanoid. 

* Size • MotM 33 
You are Medium or Small. You choose the size when you select this race.
	FeaturesTraits5: * Speed • MotM 33 
Your walking speed is 30 ft., and you have a climbing speed equal to your walking speed. 

* Cat’s Claws • MotM 33 
You can use your claws to make unarmed strikes. When you hit with them, you deal <strong>1d6</strong>+3 slashing damage. 

   | 1 Action 

* Cat’s Talent • MotM 33 
You’re proficient in Perception and Stealth. 

* Darkvision • MotM 33 
You can see in dim light within 60 ft. of you as if it were bright light and in darkness as if it were dim light, only discerning colors in that darkness as shades of gray. 

* Feline Agility • MotM 33 
When you move on your turn in combat, you can double your speed until the end of the turn. Once used, you can’t use this trait again until you move 0 ft. on one of your turns. 

   | 1 / Other • Special 


=== FEATS === 

* Tough • PHB 170 
Your HP maximum increases by 18. 

* Crusher • TCoE 79 
Once per turn, when you hit a creature with an attack that deals bludgeoning damage, you can move it 5 feet to an unoccupied space, provided the target is no more than one size larger than you. 
When you score a critical hit that deals bludgeoning damage to a creature, attack rolls against that creature are made with advantage until the start of your next
	FeaturesTraits6: turn. 

   | Special 

   | Crusher: Critical: Special
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