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Weapon of Warning

While the weapon is on your person, you
have advantage on initiative rolls. In addition,
you and any of your companions within 30
feet of you can't be surprised, except when
incapacitated by something other than
nonmagical sleep.
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ATTACKS & SPELLCASTING

y
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16

PASSIVE WISDOM (PERCEPTION)

\\
A set of clothes appropriate to your duties
and a pouch containing 20gp

J

grappling hook

common/elwish

martial + simple weapons
tool prof: thiefs tools +
musical instrument

OTHER PROFICIENCIES & LANGUAGES

healers kit
thieves tools

1xhand crossbow +2
2x hand crossbow (weapon of warnning)

Studded Leather armor AC12
AC=12+4DEX+1defence FS

Explorer's Pack - Backpack, a bedroll, a
mess kit, a tinderbox, 10 torches, 10 days
of rations, and a waterskin. The pack also
has 50 feet of hempen rope strapped to the
side of it.

potion of greater healing 1x
potion of healing 2d4+2  1x

EQUIPMENT

When you use the Attack action and attack with a
one-handed weapon, you can use a bonus action to attack
with a hand crossbow you are holding.

Favored Enemy - humanoid (human+ elwish),
Natural Explorer - forest
Ranger/fighting style - archery (+2 to ranged attack)

Dread Ambusher

At 3rd level, you master the art of the ambush. You can give
yourself a bonus to your initiative rolls equal to your Wisdom
modifier.

At the start of your first turn of each combat, your walking
speed increases by 10 feet, which lasts until the end of that
turn. If you take the Attack action on that turn, you can make
one additional weapon attack as part of that action. If that
attack hits, the target takes an extra 1d8 damage of the
weapon's damage type.

Umbral Sight

At 3rd level, you gain darkvision out to a range of 60 feet.
You are also adept at evading creatures that rely on
darkvision. While in darkness, you are invisible to any
creature that relies on darkvision to see you in that darkness.

fighter fighting style - defence (AC+1)

seccond wind - bonnus action 1D10+4

Action Surge - On your turn, you can take one additional
action on top of your regular action and a possible bonus
action.

Martial Archetype - Battle master

4x superiority dice 1D8 =

manouver DC = 16

Student of War - Alchemists tools

FEATURES & TRAITS
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ALLIES & ORGANIZATIONS

CHARACTER BACKSTORY

Precision Attack

When you make a weapon attack roll against a creature, you can expend one
superiority die to add it to the roll. You can use this maneuver before or after
making the attack roll, but before any effects of the attack are applied.

Menacing Strike

When you hit a creature with a weapon attack, you can expend one superiority
die to attempt to frighten the target. You add the superiority die to the attack's
damage roll, and the target must make a Wisdom saving throw. On a failed
save, it is frightened of you until the end of your next turn.

A frightened creature has disadvantage on ability checks and attack rolls
while the source of its fear is within line of sight. The creature can't willingly
move closer to the source of its fear.

Parry

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 + your Dexterity modifier.

ADDITIONAL FEATURES & TRAITS

Weapon of Warning
Weapon (any), uncommon (requires attunement)

This magic weapon warns you of danger. While the weapon is on
your person, you have advantage on initiative rolls. In addition,
you and any of your companions within 30 feet of you can't be
surprised, except when incapacitated by something other than
nonmagical sleep. The weapon magically awakens you and your
companions within range if any of you are sleeping naturally
when combat begins.

TREASURE
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	CharacterName 2: Lohar
	Age: 29
	Height: 179
	Weight: 70
	Eyes: 
	Skin: 
	Hair: 
	Allies: 
	FactionName: 
	Backstory: 
	Feat+Traits: Precision Attack

When you make a weapon attack roll against a creature, you can expend one superiority die to add it to the roll. You can use this maneuver before or after making the attack roll, but before any effects of the attack are applied.



Menacing Strike

When you hit a creature with a weapon attack, you can expend one superiority die to attempt to frighten the target. You add the superiority die to the attack's damage roll, and the target must make a Wisdom saving throw. On a failed save, it is frightened of you until the end of your next turn.

 A frightened creature has disadvantage on ability checks and attack rolls while the source of its fear is within line of sight. The creature can't willingly move closer to the source of its fear.



Parry

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 + your Dexterity modifier.
	Treasure: Weapon of Warning

Weapon (any), uncommon (requires attunement)



This magic weapon warns you of danger. While the weapon is on your person, you have advantage on initiative rolls. In addition, you and any of your companions within 30 feet of you can't be surprised, except when incapacitated by something other than nonmagical sleep. The weapon magically awakens you and your companions within range if any of you are sleeping naturally when combat begins.
	CHARACTER IMAGE: 
	Faction Symbol Image: 
	ClassLevel: Gloomstalker 5 BattleMaster4
	Background: Urban Bounty Hunter
	PlayerName: Michal M
	CharacterName: Lohar
	Race : Variant Human
	Alignment: N
	XP: 
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	HDTotal: 9d10
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	Insight: +6
	Intimidation: -1
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	Check Box 19: Off
	Check Box 20: Off
	Check Box 21: Off
	Check Box 22: Off
	Wpn Name: 1 hand crowsbow +2
	Wpn1 AtkBonus: +12
	Wpn1 Damage: 1d6+6 piercing
	INTmod: 10
	Wpn Name 2: 2 hand crossbow
	Wpn2 AtkBonus : +10
	Wpn2 Damage : 1d6+4 piercing
	Investigation : 0
	WIS: +2
	Wpn Name 3: dagger
	Wpn3 AtkBonus  : +8/+10
	Arcana: 0
	Wpn3 Damage : 1d4+4 piercing
	Perception : +6
	WISmod: 14
	CHA: -1
	Nature: 0
	Performance: -1
	Medicine: +2
	Religion: 0
	Stealth : +8
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	Check Box 33: Off
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Weapon of Warning

 While the weapon is on your person, you have advantage on initiative rolls. In addition, you and any of your companions within 30 feet of you can't be surprised, except when incapacitated by something other than nonmagical sleep.
	Passive: 16
	CP: 
	ProficienciesLang: ●  common/elwish

●  martial + simple weapons

● tool prof: thiefs tools + musical instrument


	SP: 
	EP: 
	GP: 5
	PP: 
	Equipment: A set of clothes appropriate to your duties and a pouch containing 20gp



grappling hook

healers kit

thieves tools



1xhand crossbow +2

2x hand crossbow (weapon of warnning)



Studded Leather armor AC12

AC=12+4DEX+1defence FS



Explorer's Pack - Backpack, a bedroll, a mess kit, a tinderbox, 10 torches, 10 days of rations, and a waterskin. The pack also has 50 feet of hempen rope strapped to the side of it.



potion of greater healing   1x

potion of healing 2d4+2    1x




	Features and Traits: Sharpshooter

Attacking at long range doesn't impose disadvantage on your ranged weapon attack rolls.

Your ranged weapon attacks ignore half and three-quarters cover.

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



Crossbow Expert Attack

When you use the Attack action and attack with a one-handed weapon, you can use a bonus action to attack with a hand crossbow you are holding.



Favored Enemy - humanoid (human+ elwish),



Natural Explorer - forest



Ranger/fighting style - archery (+2 to ranged attack)



Dread Ambusher

At 3rd level, you master the art of the ambush. You can give yourself a bonus to your initiative rolls equal to your Wisdom modifier.

At the start of your first turn of each combat, your walking speed increases by 10 feet, which lasts until the end of that turn. If you take the Attack action on that turn, you can make one additional weapon attack as part of that action. If that attack hits, the target takes an extra 1d8 damage of the weapon's damage type.



Umbral Sight

At 3rd level, you gain darkvision out to a range of 60 feet.

You are also adept at evading creatures that rely on darkvision. While in darkness, you are invisible to any creature that relies on darkvision to see you in that darkness.

--------------------------------------------

fighter fighting style - defence (AC+1)



seccond wind - bonnus action 1D10+4



Action Surge - On your turn, you can take one additional action on top of your regular action and a possible bonus action.



Martial Archetype - Battle master

 4x superiority dice 1D8 = 

 manouver DC = 16



Student of War - Alchemists tools 
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