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Fighter 5 / Warlock 1 Aaggie
CLASS & LEVEL PLAYER NAME
Amery Duststream
Variant Human Knight of the Order 6,500
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
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ﬁa +7_ Strength \ 7/ \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ O _+4_ Dexterity
©® +6 Constitution +4 17 5 7 S
O _+1_Intelligence
O +1 Wisdom INITIATIVE CLASS \ HIT POINTS /
O +2 Charisma / . , \
5d10 +1d8 successes O=O=0O
FaiLURES (O =)
\ DEFENSES \ HIT DICE \ DEATH SAVES )
K SAVING THROWS ) Y
INSPIRATION
N 7 j === ARMOR ===
y \ =N Heavy Armor, Light Armor, Medium Armor,
® _+7_ Acrobatics DEX \ N Shields
‘ O _*1_ Animal Handling wis PROFICIENCY BONUS j === WEAPONS ===
O +1 Arcana INT ~ Martial Weapons, Simple Weapons
® +7  Athletics STR = —r === TOOLS ===
O +2 Deception CHA ABILITY SAVE DC | Flute
_g— _gu—
J—\ ® _+4 History INT o — J—
INTELLIGENCE LANGUAGES. .
O _+1  Insight wis 74 N Common, Draconic, Dwarvish
30 ft. (Walkin
+ 1 O _*2  Intimidation CHA ( 9)
O _*1  Investigation INT
’@ O +1  Medicine wis \ SPEED /
O +1 Nature INT ) PROFICIENCIES & LANGUAGES
r WISDOM Y O # Perception wis , \
QO _+2  Performance CHA === ACTIONS === On your turn, when you score a critical hit with a
+ 1 ) Standard Actions melee weapon or reduce a creature to 0 HP with one,
® _*5_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, you can make one melee weapon attack as a bonus
® +4 Religion INT Help, Hide, Ready, Search, Use an Object, action.
g Opportunity Attack, Grapple, Shove, Improvise,
O _*4_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object Second Wind ¢ 1/ Short Rest
Once per short rest, you can use a bonus action to
O _*4  Stealth DEX Fey Presence « 1/ Short Rest regain 1d10 + 5 HP.
U CHARISMA ) 4 ) Once per short rest, as an action, you can cause
® x4 Survival wis each creature in a 10-ft. cube from you to make a WIS === SPECIAL ===
+ 2 O saving throw (DC 13) or become charmed or Action Surge * 1 / Short Rest
- frightened by you (your choice) until the end of your You can take one additional action on your turn.
O next turn. This can be used 1 times per short rest.
@ o - === BONUS ACTIONS === Extra Attack
Great Weapon Master Attack You can attack twice whenever vou take the Attack
\ SKILLS / \ ACTIONS )
7 N
11 PASSIVE WISDOM (PERCEPTION) Longsword, +1 +8 1d8+5 Slashing Martial, Versatile
Unarmed Strike +7 5 Bludgeoning
11 PASSIVE WISDOM (INSIGHT)
11 PASSIVE INTELLIGENCE (INVESTIGATION)
SENSES L N WEAPON ATTACKS & CANTRIPS y




* Hit Points « PHB 71
* Proficiencies « PHB 71

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

| Superior Technique ¢ TCoE 41
You learn one maneuver of your choice from among
those available to the Battle Master archetype. If a
maneuver you use requires your target to make a
saving throw to resist the maneuver’s effects, the
saving throw DC equals 8 + your proficiency bonus +
your Strength or Dexterity modifier (your choice).
You gain one superiority die, which is a d6 (this die is
added to any superiority dice you have from another
source). This die is used to fuel your maneuvers. A
superiority die is expended when you use it. You
regain your expended superiority dice when you finish
a short or long rest.

* Second Wind « PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 5 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

* Born to the Saddle « XGtE 30

You have advantage on saving throws made to avoid
falling off your mount. If you fall off your mount and
descend no more than 10 ft., you can land on your feet
if you're not incapacitated. Mounting or dismounting a
creature only costs you 5 ft. of movement.

* Unwavering Mark « XGtE 30

When you hit with a melee weapon attack, you can
mark the creature until the end of your next turn (or if
you are incapacitated or you die, or if someone else
marks the creature).

While it is within 5 ft. of you, a marked creature has
disadvantage on any attack roll that doesn’t target you.
If the marked creature deals damage to anyone else,
you can make a special melee attack against it on your
next turn as a bonus action with advantage and +2
extra damage. You can make this attack 4 times per
long rest.

| 4/ Long Rest « Special
* Ability Score Improvement « PHB 72
* Extra Attack « PHB 72
You can attack twice whenever you take the Attack
action on your turn.
| Special
=== WARLOCK FEATURES ===

* Hit Points « PHB 106

e — —
Fighter 5 / Warlock 1 Aaggie
CLASS & LEVEL PLAYER NAME
Amery Duststream

Variant Human Knight of the Order 6,500

CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS

—————— e ——
7 N
=== FIGHTER FEATURES === choice.
| The Archfey

* Pact Magic « PHB 107

You can cast known warlock spells using CHA as your
spellcasting modifier (Spell DC 13, Spell Attack +5).
You can use an arcane focus as a spellcasting focus.

* Expanded Spell List « PHB 108
Additional spells are added to the warlock spell list for
you.

* Fey Presence ¢« PHB 109

Once per short rest, as an action, you can cause each
creature in a 10-ft. cube from you to make a WIS
saving throw (DC 13) or become charmed or
frightened by you (your choice) until the end of your
next turn.

| 1/ Short Rest » 1 Action

=== VARIANT HUMAN RACIAL TRAITS ===

* Languages ¢ BR 31
You can speak, read, and write Common and one
extra language.

* Ability Score Increase * BR 31
Two different ability scores of your choice increase by
1.

* Skills « BR 31
You gain proficiency in one skill of your choice.

* Feat* BR 31
You gain one feat of your choice.

| Cavalier * Proficiencies « PHB 107
* Bonus Proficiency « XGtE 30 * Otherworldly Patron « PHB 107 === FEATS ===
You gain proficiency in an additional skill of your You have struck a bargain with an otherworldly being.
FEATURES & TRAITS
\\
Half Plate 1 40 Ib. Waterskin 1 51b.
Longsword, +1 1 31b. Saddle, Military 2 60 Ib.
Greataxe 1 7 Ib. Saddlebags 1 8 Ib.
Greatsword 1 6 Ib. Warhorse 1 -
Lance 1 6 Ib. Barding 1 --
Gauntlets of Ogre Power 1 --
Backpack 1 5 lb.
Clothes, Traveler's 1 4 1b.
Crowbar 1 51b.
WEIGHT CARRIED Hammer 1 31b.
195.7 Ib. Piton 10 251b.
ENCUMBERED Rations (1 day) 10 20 Ib.
285 Ib. Rope, Hempen (50 feet) 1 10 Ib. Gauntlets of Ogre Power 1 -
PUSH/DRAG/LIFT Torch 10 10 Ib.
570 Ib. Tinderbox 1 1lb.
EQUIPMENT ))
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* Heavy Armor Master « PHB 167

Increase your STR score by 1. While you are wearing
heavy armor, bludgeoning, piercing, and slashing
damage that you take from nonmagical weapons is
reduced by 3.

* Great Weapon Master « PHB 167

On your turn, when you score a critical hit with a melee
weapon or reduce a creature to 0 HP with one, you
can make one melee weapon attack as a bonus
action. Before you make a melee attack with a heavy
weapon that you are proficient with, you can choose to
take a -5 penalty to the attack roll to add +10 to the
attack's damage.

| Great Weapon Master Attack: 1 Bonus Action

ADDITIONAL FEATURES & TRAITS

ADDITIONAL EQUIPMENT




Male 35
GENDER AGE
Chaotic Good Siamorphe

ALIGNMENT FAITH

—
Medium 6" 4" 220
SIZE HEIGHT WEIGHT

Tanned Light Blue
SKIN EYES HAIR

Greyish Browr
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I'm always polite and respectful.
| can stare down a hell hound
without flinching.

PERSONALITY TRAITS
|~
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[
Greater Good. Our lot is to lay down
our lives in defense of others. (Good)
Independence. When people follow

IDEALS
L~

N
~]

I would still lay down my life for the
people | served with.

My honor is my life.
BONDS

L~ —~
~]
| have little respect for anyone who is not a proven
warrior.
My hatred of my enemies is blind and unreasoning.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N FLAWS V.
Y 7
/ \
Lost Mine of Phandelver
Wave Echo Cave
The Spider's Web
Tower of Storms
Dragon of Icespine Peak
CHARACTER BACKSTORY ADDITIONAL NOTES /,
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