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Fighter (Dance Fighting) 8

H H H CLASS & LEVEL PLAYER NAME
Sammy Davis Federline Astaire
Sea EIf Entertainer
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
— ——
Y N
ﬁa +5_ Strength \ 7/ \
D e ARMOR Max HP Current HP Temp HP |
STRENGTH \ O _+6_ Dexterity
+ 1 ©® _+7_ Constitution +5 17 7 6
O _+0_ Intelligence
O _+0_ Wisdom INITIATIVE A \ HIT POINTS J
O +2 Charisma / . , \
8d10 successes O=O=0O
[ DEXTERITY
FAILURES
+1 Bonus on saves O=O=O
+ 5 Advantage against being \ DEFENSES \ HIT DICE \ DEATH SAVES J
charmed, and magic can't put
you to sleep &
k SAVING THROWS ) Y
INSPIRATION
N 7 j === ARMOR ===
y \ =N Heavy Armor, Light Armor, Medium Armor,
[CONSTITUTION] ® +8 Acrobatics DEX \ ™~ Shields
‘ ® _*2_ Animal Handling wis PROFICIENCY BONUS j === WEAPONS ===
O 1 Arcana INT ~ Martial Weapons, Simple Weapons
® +4  Athletics STR = —r === TOOLS ===
O _*1  Deception CHA ABILITY SAVE DC | Disguise Kit, Pan Flute
. SN "
O L History INT === LANGUAGES ===
O -1 Insight wis 7 N Aguan, Common, Elvish
30 ft. (Walking), 30 ft. (Swimmin
O +1 Intimidation CHA ( 9) ( 9)
O _-1  Investigation INT
O -1 Medicine wis \ SPEED /
O -1 Nature INT ) PROFICIENCIES & LANGUAGES
I wispom ® _+2  Perception WIS , \
® _+4 Performance CHA === ACTIONS === === REACTIONS ===
- 1 a4 p ) Standard Actions Defensive Duelist
o ersuasion  CHA Attack, Cast a Spell, Dash, Disengage, Dodge, When you are wielding a finesse weapon with
O -1 Religion INT Help, Hide, Ready, Search, Use an Object, which you are proficient and another creature hits you
° Opportunity Attack, Grapple, Shove, Improvise, with a melee attack, you can use your reaction to add
- ) O _#5_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object 3 to your AC for that attack.
® _*8 sStealth DEX === BONUS ACTIONS === === SPECIAL ===
[ CHARISMA ] O -1 Survival wis Head Banging Action Surge 1/ Short Rest
Once per short rest, you can take one additional
+ 1 @] action on your turn. [17th] Twice per short rest
Second Wind ¢ 1/ Short Rest
o - Once per short rest, you can use a bonus action to Extra Attack
'e) regain 1d10 + 8 HP. You can attack twice whenever you take the Attack
i — action on your turn.
L SKILLS )/ \ ACTIONS )
7 N
12 PASSIVE WISDOM (PERCEPTION) Flame Tongue Rapier +8 1d8+7 Piercing +2d6 Fire, Martial, Finesse
Head Bang +8 1d4+3 Bludgeoning
9 PASSIVE WISDOM (INSIGHT)
Handaxe +4 1d6+1 Slashing Simple, Light, Thrown, Range (20/60)
9 PASSIVE INTELLIGENCE (INVESTIGATION) LOngbOW +8 1d8+5 Piercing Martial, Ammunition, Heavy, Range, Two-Handed, Range (150/600)
Darkvision 60 ft. Scimitar +8 1d6+5 Slashing Martial, Finesse, Light
SENSES L N WEAPON ATTACKS & CANTRIPS y




=== FIGHTER FEATURES ===

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

| Dueling « PHB
When you are wielding a melee weapon in one hand
and no other weapons, you gain a +2 bonus to
damage rolls with that weapon.

* 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
Once per short rest, you can take one additional
action on your turn. [17th] Twice per short rest
| 1/ Short Rest « Special
* Martial Archetype « PHB 72
| Dance Fighting
* Professional Performer

When you choose this archetype 3rd level, you gain
proficiency with the Performance skill.

* Ability Score Improvement « PHB 72

* Extra Attack « PHB 72
You can attack twice whenever you take the Attack
action on your turn.

| Special

* Dance Off «

Dance Off (action): contested Dexterity (Performance)
check requiring foe to use a Reaction. If target’s check
exceeds your total, they have advantage to hit you
until the end of their next turn. If your check exceeds
theirs, or they choose not to contest your mastery of
the dance floor, the target suffers disadvantage on
their next attack roll against you. In addition, the next
attack roll made by an ally that witnessed the Dance
off against the target has advantage. Creatures
immune to Charm effects, or have previously been a
target of your Dance off, are immune to Dance Off.

| 1 Action

=== SEA ELF RACIAL TRAITS ===

* Darkvision « PHB 23
You can see in darkness (shades of gray) up to 60 ft.

* Keen Senses « PHB 23
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practice. After resting in this way, you gain the same
benefit that a human does from 8 hours of sleep.

* Ability Score Increase « MToF 62

* Sea EIf Training « MToF 62
You have proficiency with the spear, trident, light
crossbow, and net.

* Child of the Sea » MToF 62
You have a swimming speed of 30 feet, and you can
breathe air and water.

* Friend of the Sea « MToF 62

Using gestures and sounds, you can communicate
simple ideas with any beast that has an innate
swimming speed.

* Languages ¢ MToF 62
You can speak, read, and write Aquan.

=== FEATS ===

* Defensive Duelist « PHB 165

When you are wielding a finesse weapon with which
you are proficient and another creature hits you with a
melee attack, you can use your reaction to add 3 to
your AC for that attack.

EQUIPMENT

* Head Banging ¢ You have proficiency in the Perception skill. | 1 Reaction
If you succeed on a DC 10 Charisma (Performance)
check, as a bonus action you may attempt to hit your * Fey Ancestry « PHB 23
foe with your head as an unarmed strike (1d4 You have advantage on saves against being charmed,
bludgeoning damage plus your Constitution modifier). and magic can't put you to sleep.
| 1 Bonus Action * Trance « PHB 23
You don't need to sleep, but meditate semiconsciously
for 4 hours a day. While meditating, you can dream
after a fashion; such dreams are actually mental
exercises that have become reflexive through years of
FEATURES & TRAITS
Leather 1 10 Ib. Rope, Hempen (50 feet) 1 10 Ib.
Longbow 1 21b. Pan Flute 1 2 |b.
Rapier 1 2 lb. Clothes, Costume 1 4 1b.
Scimitar 1 31b. Potion of Healing 1 0.5 Ib.
Handaxe 1 2 1b. Potion of Heroism 1 -
Handaxe 1 2 1b. Tap Shoes 1 11b.
Arrows 20 11b.
Backpack 1 51b.
Crowbar 1 51b.
Hammer 1 31b.
WEIGHT CARRIED
92 b Piton 10 2.5 1b.
ENCUMBERED Torch 10 10 Ib.
195 Ib. Tinderbox 1 11b. Flame Tongue Rapier 1 2 lb.
PUSH/DRAG/LIFT Rations (1 day) 10 20 Ib. Cloak of Protection 1 -
390 Ib. Waterskin 1 5 lb.




— —
Fluid 123 Medium 5'5" 120
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Lliira Blue Green Green
ALIGNMENT FAITH SKIN EYES HAIR

E—— —

L \ \
// \
7 : \
I'm a hopeless romantic, always
searching for that “special
someone.”
PERSONALITY TRAITS
L~ 1
[ "]
Creativity. The world is in need of new ideas
and bold action. (Chaotic)
IDEALS
L~ 1
[ "]
| want to be famous, whatever
it takes.
BONDS
L~ 1
[N "]
I'll do anything to win fame and
renown.
\ FLAWS /
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N 7
) { {
/ \
You have always felt the rhythm that makes your
feet dance, so you do. You are always moving and
have trouble staying till. The only way to be alive is
to dance and its always best to dance for an
audience. Some day you will be famous and you
will do anything, including smash your forehead
into their face and claw their eyes out, to make it
happen.
Some say you are catty, but they just don’t know
dancers. Its how all the best entertainers are. If
you can’t keep up, you don’t belong. You take a
dim view of critics, poor performers, and anyone
who would give musical theater a bad name. Live
for today. Live for fame. Live to dance!
CHARACTER BACKSTORY ADDITIONAL NOTES






