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Armor: Light armor, Medium
Armor

Weapons: Simple weapons,
hand crossbows,
longswords, battle axes,
warhammers, rapiers,
shortswords

Tools: Brewer's Supplies

OTHER PROFICIENCIES & LANGUAGES

- Brewer's Supplies
- Leather armor (11+)

EQUIPMENT

unarmed strike or
improvised weapon on
your turn, you can use
a bonus action to
attempt to grapple

the target.

FEATURES & TRAITS




