S e —
7 0 -
Human (Variant) Noble ) FIGI ITER
Prince Umbero Calabrain | ™ PAAETOT® %
Lawful Good A\
Battle Master
CHARACTER NAME ALIGNMENT EXPERIENCE POINTS
o e MARTIAL ARCHETYPE
PASSIVE rl 2 /( FIGHTING STYLE
PROFICIENCY PERCEPTION ‘L INITIATIVE ( SPEED
" Two-Weapon Fighting: When you engage in
g +4 3 O two-weapon fighting, you can add your ability
PASSIVE o
INSPIRATION C NG (8 @ modifier to the damage of the second attack.
N —J |
N Hit F T ‘ e LEVEL
49 SECOND WIND
( STRENGTH Y, 0 +1  SAVING THROWS On your turn, you can use a bonus action to regain hit points
- \ 2 equal to 1d10 + your fighter level. Once you use this feature, you
1 3 Q) *1 ATHLETICS 49 must finish a short or long rest before you can use it again.
e LEVEL
ACTION SURGE 2
L~ ] ] ’
On your turn, you can take one additional action on top of
HIT DICE DEATH SAVES your regular action and a possible bonus action. You must finish a
( Y/ / . \ short or long rest before you can use this feature again.
DEXTERITY
% =7 SAVING THROWS SUCCESSES O@:O At 17th level, you can use it twice before a rest, but only once on
_*7_ ACROBATICS O 6 the same turn.
FAILURES ()= ()
18 Q) #4 SLEIGHT OF HAND \§ @ / - _y
e LEVEL
Q© 4 sTeALTH bl BATTLE MASTER FEATURE {] 3
Q o o e Commander's Strike
7 - Rapier +7 1d8 + 4 piercing Goading Attack
CONSTITUTION 5 .
@ > SAVING THROWS Rlposte
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5'11 165 House Tabard
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Prince Umbero Calabrain
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.. Gloves of Missle Snaring

When a ranged weapon attack hits you, you can use your reaction to reduce the damage by
1d10 + your Dexterity modifier, provided that you have a free hand. If you reduce the
damage to 0, you can catch the missile if it is small enough for you to hold in that hand.

... Potion of Healing o

Use an action to regain 2d4 + 2 hit points.
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