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ATTACKS & SPELLCASTING

« Languages (You can speak, read, and write):
Common & Orc is a harsh, grating language
with hard consonants. It has no script of its own
but is written in the Dwarvish script.

* Armor: All armor, shields

« Weapons: Simple weapons, martial weapons

* Tools: Gaming Set (Dice), Three-Dragon Ante

) OTHER PROFICIENCIES & LANGUAGES

Armor:
« Breast plate (AC=14+DEX (max2))
« Robe of Useful Items

Weapons:

« Door

« Boomerang (Weapon of Warning)

« Spear - (range 20/60), Versatile (1d8)

« Ball Bola - Finesse, Light, (range 20/60)

Misc:

« Belt pouch containing your money

« Backpack - containing the following:
« Dice set

« Playing card set

< Gum

« Chalk x3 (2W,B)
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EQUIPMENT /,

two-handed or versatile property for you to
gain this benefit.

* Second Wind: You have a limited well of
stamina that you can draw on to protect
yourself from harm. On your turn, you can use
a bonus action to regain hit points equal to
1d10 + your fighter level. Once you use this
feature, you must finish a short or long rest
before you can use it again.

« Action Surge: You can push yourself beyond
your normal limits for a moment. On your turn,
you can take one additional action.

Once you use this feature, you must finish a
short or long rest before you can use it again.
Starting at 17th level, you can use it twice
before a rest, but only once on the same turn.

« Door Master: You can use your door to
deflect strikes that would kill others.

While you are wielding a door, bludgeoning,
piercing, and slashing damage that you take
from non magical weapons is reduced by 3.

« Door Proficiency: You can proficiently wield
doors, doors do 1d10 bludgeoning (Heavy,
reach, two-handed).

« Door Points (6): When you choose this
subclass at 3rd level you can attune to a door
filling it with a soul from the door realm.

The soul within assists you in combat
maneuvers.

You regain all door points by taking a long rest.
Maneuver save DC = 13 (8 + proficiency +
STR or DEX (your choice).

« Knock Knock: You may use one of three
maneuvers on your turn against a creature you
attack.

- Weakness. Using one door point before you
make and attack, the soul of the door allows
you to briefly see into the mind of your foe,
they must make a wisdom saving throw or you
gain advantage against them until your next
turn.

- Fear. Using one door point when you hit a
creature, the soul of the door pierces the mind
of your foe, they must make a wisdom saving
throw or they are frightened of you until the
end of your next turn.

- Vengeance. Using one door point when you
hit a creature, the soul of the door narrows the
mind of your foe onto you. They must make a
wisdom saving throw or until your next turn the

target has disadvantage against targets other
than you.
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Feature: Let's Make Things Interesting

You can convince nearly anyone to put up something
they aren’t willing to part with (property or information)
in a game of chance. Your DM might rule that they will
only agree to a game of their choosing, and they may
only agree if they feel the odds are heavily in their
favor.

---- RACIAL TRAITS ----
Haf-Orc (Mark of the Finding)
Lightfoot Halfling

Relentless Endurance: When you are reduced to 0 hit
points but not killed outright, you can drop to 1 hit
point instead. You can't use this feature again until
you finish a long rest.

Darkvision: Thanks to your orc blood, you have
superior vision in dark and dim conditions. You can
see in dim light within 60 feet of you as if it were bright
light, and in darkness as if it were dim light. You can't
discern color in darkness, only shades of gray.

Menacing: You gain proficiency in the Intimidation
skill.

Hunter’s Intuition: Your mark sharpens your senses
and helps you find your prey. When you make a
Wisdom (Perception) or Wisdom (Survival) check, you
can roll one Intuition die, a d4, and add the number
rolled to the ability check.

Imprint Prey: As a bonus action, choose one creature
you can see within 30 feet of you. The target is
imprinted in your mind until it dies or you use this trait
again. Alternatively, you can imprint a creature as
your quarry whenever you succeed on a Wisdom
(Survival) check to track it

Nature’s Voice: When you reach 3rd level you gain
the ability to cast locate animals or plants, but only as
aritual.

Lucky: When you roll a 1 on the d20 for an attack roll,
ability check, or saving throw, you can reroll the die
and must use the new roll.

Halfling Nimbleness: You can move through the space
of any creature that is of a size larger than yours.

Naturally Stealthy: You can attempt to hide even when
you are obscured only by a creature that is at least
one size larger than you.

ADDITIONAL FEATURES

“- Personality Traits: Every situation is an excuse for me to share some tidbit of gambling
the money for me. | give away everything | win.

« Ideals: Everyone would be much happier if they pulled up a chair, had a drink, and
played a few hands. Life is worth living because you never know how the dice will land.
Every moment of your life you have to make a choice. Never stop playing. (Any)

» Bonds: My greatest opponent is my best friend. We always know when the other is
bluffing. | won big against a member of the noble family, but they didn't take it personally.
Now I'm teaching them how to play like a professional in secret.

* Flaws: | can't step away from the table while I'm losing.

Backstory: Recently, | was at the local tavern in Waterdeep. | was just about to be on my
way back home, seeing as I've already cleaned everyones wallets at the tavern gambling.
Just as | was about to get up and leave with my winnings, a strange "dark-cloathed man"
with a longsword on his back came running into the tavern. He ordered a drink and asked
to be dealt a hand. Me being me sat back down and decided | could stay for "another
game." And so we were both dealt hands and played. As we were playing | kept getting
the feeling that he could read me and my bluffs, lucky for me | could read him. In the
beginning we went back and forth between wins, but soon the odds shifted in my favor.
He was out of gold and he demanded another game. So | convinced him to wager his
longsword, in exchange for my Boomerang. A magic weapon for a magic weapon we both
agreed and played. It was a close match, but | won. Just as | won, magic knights stormed
the tavern. They came straight to the table | was at. All | could think about was, "what did |
do wrong, | didn't break any laws, Did 1?"

They stopped and uncloaked my opponent. To my surprise underneath that cloak was a
member of the noble family, a girl about my age. As they took her back, they also took all
the money | rightfully earned that day. In addition the longsword | just won was handed
back to the girl. As they were on their was out the girl slipped me back the sword without
the others noticing. She returned the next evening to the tavern, and returned my money,
as well as bringing extra to gamble. So we gambled through the night.

She had talent, seeing to as she wasl/is one of the few people that can semi-consistently
beat me. Due to this | offered to teach her some techniques from time to time, and she
agreed. After playing a couple games | called it a day, before we had a repeat of
yesterday. We became friends over the weeks, talking story over gambling. Annabelle
Amcathra is fast becoming my best friend, and my greatest foe in the gambling world.

\

CHARACTER TRAITS & BACKSTORY

wisdom. | try to be unpredictable, so no one will ever know when I'm bluffing. It's not about
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