Z lDl Halfling Fighter 4

19 1302(€3:989 2 feet 10 inches
L2si(els8d 36 pounds Small

(GO NUNE Forsaken

Armor Class 16

Iron hauberk

Proficiency Bonus
Saving Throws
Skills

Passive Perception

Armor

Weapons

Tools
Condition Immunities

Languages

Maneuver DC

Passive Insight
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Hit Points Hit Dice

34 4 (1d10+2)

Connection

Memento

Gremlin Curse.

Source of Inspiration Fulfillment Feature

Inspiration Feature
R

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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Attack Action  To Hit

o -
o -
o -
o -
¢

Range

Bastard Sword
(one-handed) reach 5 ft
Bastard Sword

(two-handed) reach § ft

Handaxe reach 5 ft

f(l;iffl—dﬁjzd) reach 5 ft
ranged

Handaxe 20/60 ft

0 ACTION @ BONUS ACTION Q REACTION
COMBAT

BASTARD SWORD

Target Damage

1d8+4
slashing

one
target

1d10+4
slashing

one
target

1d6+4
slashing

one
target

1d6+4
slashing

one
target

1d6+4
slashing

one
target

COMBAT MANEUVERS

Zidi knows the Adamant Mountain, Mirror’s Glint, and Tempered Iron combat traditions. She can spend exertion to activate the following combat maneuvers.
Sidi starts play with § exertion, which are recovered whenever she takes a short or long rest.

Maneuver Action Exertion

Agile Feint
(Mirror’s Glint)

Catch Your Breath
(Adamant Mountain)

2

Heavy Stance
(Adamant Mountain)

Leading Throw
(Mirror’s Glint)

Striding Swings
(Tempered Iron)

)

Current
Exertion

Two-Weapon Fighting.
Halfling Nimbleness.

Maneuver Specialization.

Max
Exertion

SPECIAL COMBAT FEATURES

Effects

Zidi chooses a creature within her reach. She gains advantage on her next weapon attack
roll against it.

Zidi regains hit points equal to 1d6 + 2 (her proficiency bonus) + 2 (her Constitution modifier).

Once activated, this combat stance remains active until Zidi is knocked unconscious, stunned,
activates a different combat stance, begins a long rest, or chooses to end it on her turn. Zidi
gains an expertise die (+1d4) on Athletics checks that use Strength and on saving throws to resist
combat maneuvers. She ignores the first 10 feet of difficult terrain when moving on her
turn.

When a creature within Zidi’s reach misses her with a melee weapon attack, the creature
makes a DC 14 Dexterity saving throw. If it fails, Zidi moves it in a straight line in the
direction of her choice.

Zidi takes the Attack action and makes a weapon attack, as well as any additional attacks
granted by Extra Attack. She moves up to 15 feet. This movement can be through the space
of hostile creatures that are up to Medium-sized, and the spaces of other creatures do not
count as difficult terrain.

Big Feet.

Brute Strength.
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EXPLORATION

Eat Like a Bird. Pack Rat.

Campaigner.
Improvised Tools.

Thick Soles.
Iron Armaments.

SOCIAL

Zidi is immune to the effects of the frightened condition, whether caused by magic or by natural phenomena. She might still feel fear, but she
is able to ignore it; alternatively Zidi might be unable to even experience that emotion, and is unable to understand it in others.

VNI BN 7idi has advantage on Insight checks made to determine hostile intent or predict violence, and her passive Perception increases by 5
(included above).

RN H onal Whenever Zidi or an ally she can see fails an Insight check, Zidi can spend her inspiration to learn any information that would

have been gained by a successful Insight check.

Lucky.
Roll with the Punches (1/Rest).

www.levelup5e.com






