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Tool Proficiencies: Disguise Kit

Weapon Proficiencies: Martial;
Simple

Armor Proficiencies: Heavy; Light;
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Language Proficiencies: Common;
Orc
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Evan, the caravan leader who w—-- %

initally taught me how to live
outside the pits.

Lilly, the bard. We worked on
several mission together before
the adventure.

ALLIES & ORGANIZATIONS

TREASURE

K CHARACTER BACKSTORY

)

J




FEATURES & TRAITS

By Popular Demand. You can find a place to perform in any place that features combat for
entertainment—perhaps a gladiatorial arena or secret pit fighting club. At such a place, you receive free
lodging and food of a modest or comfortable standard (depending on the quality of the establishment), as
long as you perform each night. In addition, your performance makes you something of a local figure.

When strangers recognize you in a town where you have performed, they typically take a liking to you.

Goading Attack. When you hit a creature with a weapon attack, you can expend one superiority die to
attempt to goad the target into attacking you. You add the superiority die to the attack's damage roll, and
the target must make a Wisdom saving throw. On a failed save, the target has a disadvantage on all attack
rolls against targets other than you until the end of your next turn. .

Great Weapon Fighting Style. When you roll a 1 or 2 on a damage die for an attack you make with a melee
weapon that you are wielding with two hands, you can reroll the die and must use the new roll, even if the
new roll is a 1 or a 2. The weapon must have the two-handed or versatile property for you to gain this
benefit.

Great Weapon Master . On your turn, when you score a critical hit with a melee weapon or reduce a
creature to 0 hit points with one, you can make one melee weapon attack as a bonus action.

Before you make a melee attack with a heavy weapon that you are proficient with, you can choose to take
a -5 penalty to the attack roll. If the attack hits, you add +10 to the attack’ s damage.

Maneuvers. Beginning at 3rd level, when you take the Battle Master archetype, you learn three special
maneuvers from the list below. You may only use one maneuver every time you take the attack action.
You learn two additional maneuvers of your choice at 7th, 10th. and 15th level. Each time you learn new
maneuvers, you can also replace one maneuver you know with a different one.

Superiority Dice: You start with 4 superiority dice. They are d8 and you use one whenever you use a
maneuver. You regain them all when you finish a short or long rest. You gain another superiority die at 7th
level and one more at 15th level.

Saving Throws: If a maneuver requires a saving throw, the DC is 8+ your proficiency bonus + your
Strength or Dexterity modifier (your choice). .

Pushing Attack. When you hit a creature with a weapon attack, you can expend one superiority die to
attempt to drive the target back. You add the superiority die to the attack's damage roll, and if the target is
Large or smaller, it must make a Strength saving throw. On a failed save, you push the target up to 15 feet
away from you. .

Relentless Endurance. Drop to 1 hp instead of being reduced to 0.
Savage Attacks. On critical hit, add additional damage dice roll.

Sweeping Attack. When you hit a creature with a melee weapon attack, you can expend one superiority
die to attempt to damage another creature with the same attack. Choose another creature within 5 feet of
the original target and within your reach. If the original attack roll would hit the second creature, it takes
damage equal to the number you roll on your superiority die. T he damage is of the same type dealt by the
original attack. .

War Student. Your study of the art of war not only in battle but out of it grants you a proficiency in an
artisan tool of your choice.




