AKAN N l Human Adept 4 Brawler

22 1202(€):49P 6 feet 2 inches
\\221(€138%P 180 pounds Medium

618) N8P Dragoncult

Armor Class 16

Breastplate

STR

DEX

CON

Proficiency Bonus Maneuver DC
Saving Throws
Skills

T Passive Perception Passive Insight

Armor
Weapons

Tools
Languages

CHA
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Hit Points Hit Dice

29 4 (1d8+2)

Connection

Memento

Ordination.

Fulfillment Feature

Source of Inspiration

Inspiration Feature

CURRENT HIT POINTS

INITIATIVE

Ability or Skill Check

RESISTANCES & [MMUNITIES

Hit Dice Maximum
Hit Points

TEMPORARY HIT POINTS

DEATH SAVES

SUPPLY

Max
Carried

Fatigue

Successes [ [ [] OO0oOooon
Strife

Failures O OO Oooooooo
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ATTACKS

COMBAT

Q ACTION 0 BONUS ACTION Q REACTION

I |

SHORTSWORD

Defensive. When Akanni makes an attack with this weapon and is

i i i i ither make an
Attack bl To Hi using a medium shield, he can use a bonus action to either
- — — e e attack with his shield or increase his Armor Class by 1 until the start
;Jtn'alfmCd 0 o reach S £t one 1d4+3 of his next turn.
- rarget  bludgeoning Parrying. When Akanni is wielding this weapon and not gsing a
shield, once before his next turn he can gain an expe{)tlse die to his
| i i k made against him by a creature
Shortsword Q : one 1d6+3 AC against a single melee attack | 1im '
Wor ” feach 31t target piercing he can see. Akanni cannot use this property while incapacitated,
paralyzed, rattled, restrained, or stunned.
Dart 0 +5 ranged one 1d4+3
20/60f  target  piercing MARTIAL ARTS

When Akanni uses the Attack action with an unarmed strike or an
adept weapon (such as a shortsword) on his turn, he can make one

unarmed strike.

COMBAT MANEUVERS

Akanm knows ap Cu . p d d .
tlle R ld rent a ld Razor’s Edge C()lllbat t adlthllS He can's Clld exertion to activate the 1OHOWIIIg COlllb 1t maneuvers 1\1(3 N1 starts play
Wlth 4 exertio , which are recove ed wheneve € takes a short or long rest.

Maneuver Action

Exertion  Effects

o
o
o

Akanni also uses exertion to power some of his adept class features.

Charge

Akanni moves up to 30 feet in a straight line and make 1 ]
R Edee g s a melee weapon attack. He can’t take

the Dash action and use this maneuver on the same turn.

Once activated, this combat stance remains active until Akanni is knocked unconscious, stunned

) ) 3
activates a different combat stance, begins a long rest, or chooses to end it on his turn. Akanni’s
passive Perception score increases by 3 and he gains an expertise die on Perception checks.

Perceptive Stance
(Rapid Current)

Rapid Drink

(Rapid Current) Akanni drinks a potion or administers a potion to a creature within reach.

Feature Action  Exertion  Effects

Flurry of Blows 0 .

(Adept Feature) 1 Immediately after Akanni takes the Attack action on his turn, he can make two unarmed strikes.
Long Step @ . .

(Adept Feature) 1 Akanni takes the Disengage or Dash action, and his jump distance is doubled for the turn.

Patient Defense

(Adept Feature) @ 1

Exertion

OPECIAL COMBAT OPTIONS

[A e . Akanni spends 1 hit die to regain 1d4 exertion.

Akanni is proficient with light armor. While he is wearing
light armor, he replaces his Dexterity modifier with his Strength modifier for
AC. In addition, while wearing light armor he can benefit from the Adept Speed
practiced technique or any other that has it as a requirement.

When Akanni takes the Dash action, his movement
that turn does not provoke opportunity attacks. During this movement, he gains
an expertise die (+1d4) on Athletics checks made to jump, Acrobatics checks
made to avoid hazards, and Dexterity saving throws.

Akanni takes the Dodge action.

Current
Exertion

| &) Draconic Umbra (1/Long Rest). Akanni can cause draconic power to

course around him in a draconic umbra. This draconic umbra lasts for 1 minute
or until he uses a bonus action to end it. Once on each of his turns while this
umbra is active, he can deal 1 extra fire damage to one target he deals damage
with an attack.

I Ne . When Akanni makes an attack roll, ability check, or saving

throw, he can choose to gain an expertise die (+1d4) on that roll.

Akanni is proficient with improvised weapons. When
he hits a target with an improvised weapon, he can spend 1 exertion to deal
additional damage equal to his martial arts die (1d4) or use a basic maneuver
against the same target.
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EXPLORATION

Marathon Runner. Sojourner’s Fortitude.

Practiced Technique: Adept Speed.

SPECIAL [TEMS

YA Drinking this swirling red liquid restores 2d4+2 hit points.

Fast Learner.

Moderately Outfitted.
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