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CHARACTER NAME
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© _+9 Strength \
O _+2  Dexterity

_+7_ Constitution

_+3  Intelligence

_+2  Wisdom

_+2  Charisma
Advantage against being charmed,
and magic can't put you to sleep

L SAVING THROWS )’

7 N
O _+2 Acrobatics DEX \
® _+6_ Animal Handling wis
O +3 Arcana INT
® +9 Athletics STR
O _+2  Deception CHA
O _+3  History INT
O _+2_ Insight wis
® +6 Intimidation CHA
O _*3  Investigation INT
® +6 Medicine wis
O _+3  Nature INT
® _+6  Perception WIS
QO _+2_ Performance CHA
® _+6_ Persuasion CHA
O _+3  Religion INT
QO _*2_ Sleight of Hand DEX
QO _+2  Stealth DEX
QO _*2_ Survival wis
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Fighter 10 number44
CLASS & LEVEL PLAYER NAME
Half-EIf Soldier (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+2 12 04 --
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
10d10 successes O=O=0O
FAILURES( )=( >=( >
QA DEFENSES \ HIT DICE \ DEATH SAVES /
INSPIRATION j ‘ === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— e— === TOOLS ===
ABILITY SAVE DC | Playing Card Set, Vehicles (Land)
o === LANGUAGES ===
/7 N Common, Elvish, Orc
30 ft. (Walking)
A SPEED )
) PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

=== BONUS ACTIONS ===
Second Wind ¢ 1/ Short Rest

Once per short rest, you can use a bonus action to
regain 1d10 + 10 HP.

=== REACTIONS ===
Fighting Style: Protection

While wielding a shield and a creature you can see
attacks a target other than you within 5 ft., you can

use your reaction to impose disadvantage on the
attack roll.

=== SPECIAL ===
Action Surge * 1 / Short Rest

You can take one additional action on your turn.
This can be used 1 times per short rest.

Extra Attack
You can attack twice whenever you take the Attack
action on your turn.

Indomitable « 1 / Long Rest

You can reroll a saving throw that you fail - you
must use the new roll. You can use this 1 times per
lona rest.

ACTIONS

74

4 N
16 PASSIVE WISDOM (PERCEPTION) Shocking Grasp +7 2d8 Lightning /S
Unarmed Strike +9 6 Bludgeonin
12 PASSIVE WISDOM (INSIGHT) - 2
13 PASSIVE INTELLIGENCE (INVESTIGATION)
Darkvision 60 ft.
SENSES g WEAPON ATTACKS & CANTRIPS /
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CLASS & LEVEL PLAYER NAME
Half-EIf Soldier (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
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FIGHTER FEATURES ===
* Hit Points « PHB 71
* Proficiencies « PHB 71

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

| Protection « PHB
While wielding a shield and a creature you can see
attacks a target other than you within 5 ft., you can use
your reaction to impose disadvantage on the attack
roll.

| Fighting Style: Protection: 1 Reaction

* Second Wind ¢« PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 10 HP.

| 1/ Short Rest « 1 Bonus Action
* Action Surge « PHB 72
You can take one additional action on your turn. This
can be used 1 times per short rest.

| 1/ Short Rest « Special
* Martial Archetype ¢« PHB 72

| Eldritch Knight
* Spellcasting * PHB 75
You can cast known wizard spells using INT as your
spellcasting modifier (Spell DC 15, Spell Attack +7).
* Weapon Bond « PHB 75
You can perform a 1 hour ritual to create a magical

bond between yourself and one weapon. Once
completed, you can't be disarmed of the weapon

unless you are incapacitated, and you can summon it
as a bonus action to your hand (if it's on the same
plane of existence). You can have up to two bonded
weapons.

| Special
* Ability Score Improvement « PHB 72
* Extra Attack « PHB 72
You can attack twice whenever you take the Attack
action on your turn.

| Special
* War Magic « PHB 75
When you use your action to cast a cantrip, you can
make one weapon attack as a bonus action.

| Special
* Indomitable « PHB 72
You can reroll a saving throw that you fail - you must
use the new roll. You can use this 1 times per long
rest.

| 1/Long Rest ¢ Special
* Eldritch Strike « PHB 75
When you hit a creature with a weapon attack, it has
disadvantage on the next saving throw it makes
against a spell you cast before the end of your next
turn.

=== HALF-ELF RACIAL TRAITS ===

* Darkvision * BR 39
You can see in darkness (shades of gray) up to 60 ft.

* Fey Ancestry « BR 39

You have advantage on saving throws against being
charmed, and magic can’t put you to sleep.

* Skill Versatility « BR 39
You gain proficiency in two skills of your choice.

N

EQUIPMENT

FEATURES & TRAITS
Adamantine Plate 1 65 Ib. Saddle, Military 1 30 Ib.
Mithral Chain Mail 1 55 Ib. Saddle, Pack 1 15 Ib.
Shield, +3 1 6 Ib. Saddlebags 1 8 Ib.
Defender Shortsword 1 2 1b. Saddlebags 1 8 1b.
Dragon Slayer Longsword 1 3lb.
Holy Avenger Longsword 1 3lb.
Lance, +2 1 6 Ib.
Longsword, +3 1 3lb.
Amulet of the Planes 1 -
WEIGHT CARRIED Boots of Elvenkind 1 -
204 Ib. Carpet of Flying (3 ft. x 5 ft.) 1 -
ENCUMBERED Cloak of Elvenkind 1 -
300 Ib. Potion of Invisibility 1 -
PUSH/DRAG/LIFT Riding Horse 1 -
600 Ib. Draft Horse 1 -




CHARACTER APPEARANCE
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m 78 Medium 511" 215
GENDER AGE HEIGHT WEIGHT
Neutral Cyndor (time, c« Fair Blue-gray Blond
ALIGNMENT FAITH EYES HAIR
— —
L A
\
=== Allies === // . . \\
| enjoy being strong and
Pact: Epona

Pact: Sisslenn
=== Organizations ===

Founding Baron of the Barony of Eliek'Sa north of
Oerdney

like breaking things.

PERSONALITY TRAITS
L~ 1
[ ~"1
Nation. My city, nation, or people are all
that matter. (Any)
IDEALS
L~ —~
[ ~"1
Those who fight beside me are those
worth dying for.
BONDS
L~ —~
[N ~~"]

I have little respect for anyone who is not a
proven warrior.

ALLIES & ORGANIZATIONS )

\\ FLAWS //

Place of origin: Inspaa, Prelacy of Almor,

Greyhawk

CHARACTER BACKSTORY

Living nomadically in the Gladnor, leaving rule of the
Barony to his descendants. A knight-errant loyal to
the High King, pursues fortune and fame as a
mercenary, monster hunter, and agent of the throne.

ADDITIONAL NOTES /,
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SPELL SAVE DC

SPELL ATTACK
BONUS

—
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=== CANTRIPS === (At Will)
O Message Fighter -- 1A 120 ft. V,S,M 1 round PHB 259 D: 1Rnd, V/S/M
QO Shocking Grasp Fighter +7 1A Touch V,S Instantaneous  PHB 275  V/S
QO Prestidigitation Fighter - 1A 10 ft. V,S 1 hour PHB 267 D: 1h, VIS
=== 1st LEVEL === 4 Slots OO00
O Magic Missile Fighter -- 1A 120 ft. V.S Instantaneous  PHB 257  V/S
O Burning Hands Fighter DEX 15 1A Self/15 ft. Cone V,S Instantaneous  PHB 220 15 ft. Cone, V/S
O Absorb Elements Fighter -- 1R Self S 1 round EE 150 D: 1Rnd, S
===2nd LEVEL === 3 Slots 000
O Aganazzar's Scorcher Fighter DEX 15 1A 30 ft./30 ft. Line V,S,M Instantaneous EE 150 30 ft. Line, V/ISIM
O Darkness <C> Fighter - 1A 60 ft/15 ft. Sphere  V,M Concenation, upto 0mintes - PHB 230 D: 10m, 15 ft. Sphere, VIM
O Flaming Sphere <C> Fighter DEX 15 1A 60 ft./5 ft. Sphere V,S,M  Concentation.po1mine - PHB 242 D: 1m, 5 ft. Sphere, V/S/M
O Warding Wind <C> Fighter - 1A Self/10 ft. Sphere Concentraton, up to 0 minutes  EE 170 D: 10m, 10 ft. Sphere, V
R SPELLS N
! /|




