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HEROIC INSPIRATION j ‘ === ARMOR ===
Heavy Armor, Light Armor, Medium Armor,
Shields
j === WEAPONS ===
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® _+6  Arcana INT
O +0  Athletics STR —r === TOOLS ===
O _-1_ Deception CHA ABILITY SAVE DC | Calligrapher's Supplies
_g— _gu—
J—\ ® _+6  History INT o — J—
INTELLIGENCE LANGUAGE.S .
+1  Insight wis ) ,
o) gh / N Common, Dwarvish, Elvish
30 ft. (Walkin
17 O -1 Intimidation CHA ( 9)
® _*6  Investigation INT
’@ O +1  Medicine wis \ SPEED /
® +6 Nature INT y PROFICIENCIES & TRAINING
I wispom ® _+4  Perception WIS ,
O -1 Performance CHA === ACTIONS === Second Wind: Tactical Shift
12 ) Standard Actions Whenever you activate your Second Wind with a
O _-L_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, Bonus Action, you can move up to half your Speed
® +6 Religion INT Hide, Ready, Search, Utilize, Opportunity Attack, without provoking Opportunity Attacks.
g Grapple, Shove, Improvise, Two-Weapon Fighting,
O _*4_ Sleight of Hand DEX Interact with an Object, Study, Influence War Bond: Summon Weapon
Once bonded, you can'’t be disarmed of that
O _*4  Stealth DEX === BONUS ACTIONS === weapon unless you have the Incapacitated condition,
U CHARISMA ) O 1 Surival wis Second Wind « 3/ Long Rest _ and you can summon it to your hand as long as its on
You can draw upon a limited well of physical and the same plane of existence as you.
8 ) mental stamina and regain 1d10+8 HP.
- You can have up to 2 bonded weapons, but you can
O You can use this 3 times per Long Rest, and can only summon one at a time with a Bonus Action.
o regain one expended use when you finish a Short
- Rest. === SPECIAL ===
Action Surae « 1/ Short Rest
\ SKILLS / \ ACTIONS
4 N
14 PASSIVE PERCEPTION LongbOW +7 1d8+4 Piercing Martial, Ammunition, Heavy, Range, Two-Handed, Slow, Range (150/600)
1 1 Scimitar +7 1d6+4 Slashi G e
PASSIVE INSIGHT
Shortsword +7 1d6+4 Piercing
16 PASSIVE INVESTIGATION . .
Poison Spray +6 2d12 Poison VIS
Darkvision 60 ft. Unarmed Strike +3 1 Bludgeoning
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=== FIGHTER FEATURES ===

* Core Fighter Traits « PHB-2024 91

* Fighting Style « PHB-2024 91

You gain a Fighting Style feat of your choice, and
whenever you gain a Fighter level, you can replace the
feat you chose with a different Fighting Style feat.

* Second Wind « PHB-2024 91
As a Bonus Action, you can draw upon a limited well of
physical and mental stamina and regain 1d10+8 HP.

You can use this 3 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 3/Long Rest « 1 Bonus Action
* Weapon Mastery « PHB-2024 91
* Action Surge « PHB-2024 91
On your turn you can take one additional action,

except the Magic action.

You can use this feature 1 time(s) until you finish a
Short or Long Rest.

| 1/ Short Rest « Special

* Tactical Mind « PHB-2024 91

When you fail an ability check, you can expend a use
of Second Wind, and instead of regaining HP, you roll
1d10 and add the result to the ability check. If the
check still fails, this use of Second Wind isn’t
expended.

| Special

* Fighter Subclass « PHB-2024 92

| Eldritch Knight
* Spellcasting « PHB-2024 97

* War Bond « PHB-2024 97

You learn aritual that creates a magical bond between
yourself and a weapon. You perform the ritual over the
course of 1 hour, which can be done during a Short
Rest. The ritual fails if another Fighter is bonded to the
weapon or if the weapon is a magic item that someone
else has attuned to.

Once bonded, you can'’t be disarmed of that weapon
unless you have the Incapacitated condition. As a
Bonus Action, you can summon it to your hand as long
as its on the same plane of existence as you.

You can have up to 2 bonded weapons, but you can
only summon one at a time with a Bonus Action. If you
try to bond with a 3rd weapon, you must break the
bond with one of the other two.

| War Bond: Ritual Bonding: 1 Hour

| War Bond: Summon Weapon: 1 Bonus Action
* 4: Weapon Mastery « PHB-2024 91
* Ability Score Improvement « PHB-2024 92
* Extra Attack « PHB-2024 92
You can attack 2 times instead of once whenever you
take the Attack action on your turn.
* Tactical Shift « PHB-2024 92
Whenever you activate your Second Wind with a
Bonus Action, you can move up to half your Speed
without provoking Opportunity Attacks.

| Second Wind: Tactical Shift: 1 Bonus Action

<\
* 6: Ability Score Improvement « PHB-2024 92

* War Magic « PHB-2024 97

When you take the Attack action, you can replace one
of the attacks with a casting of one of your Wizard
cantrips that has a casting time of an action.

| 1 Action

* 8: Ability Score Improvement « PHB-2024 92

=== DROW HALF-ELF SPECIES 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.

* Drow Magic * SCAG

You know the dancing lights cantrip. [3rd] You can cast
faerie fire once per long rest. [5th] You can cast the
darkness spell once per long rest. CHA is your
spellcasting ability.

=== FEATS ===

* Two-Weapon Fighting « PHB-2024 210

When you make an extra attack as a result of using a
weapon that has the Light property, you can add your
ability modifier to the damage of that attack if you
aren't already adding it to the damage.

* Ability Score Improvement « PHB-2024 202
Increase one ability score by 2 or two ability scores by
1.

* Fey Touched « PHB-2024 204

FEATURES & TRAITS
\\
Ring of Protection 1 - Rations 10 20 Ib.
Scroll of Misty Step 1 -- Rope 1 51b.
Studded Leather 1 13 Ib. Tinderbox 1 11b.
Scimitar 1 31b. Torch 10 10 Ib.
Shortsword 1 2 1b. Waterskin 1 51b.
Longbow 1 21b. Caltrops 20 2 |b.
Oil 3 31lb. Crowbar 1 5 Ib.
Parchment 10 -
Backpack 1 5 lb.
WEIGHT CARRIED Calligrapher's Supplies 1 5 lb.
92 Ib. Quiver 1 11b.
ENCUMBERED Lamp 1 1lb.
150 Ib. Arrows 20 11b. Ring of Protection 1 -
PUSH/DRAG/LIFT Fine Clothes 1 6 Ib.
300 Ib. Qil 2 2 1b.
EQUIPMENT ))
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Ability Score Increase. Increase your Int., Wis., or Cha.
by 1.

Fey Magic. Choose one level 1 spell from the
Divination or Enchantment school of magic. You
always have that spell and the Misty Step spell
prepared. Once per Long Rest, you can cast each of
these spells without expending a spell slot. You can
also cast these spells using spell slots you have of the
appropriate level. The spells’ spellcasting ability is the
ability increased by this feat.

| Intelligence

* Magic Initiate (Wizard) « PHB-2024 201

Two Cantrips. You learn two cantrips of your choice
from the Wizard spell list. Int., Wis., or Cha. is your
spellcasting ability for this feat's spells.

Level 1 Spell. Choose a level 1 spell from the Wizard
spell list. You always have that spell prepared. You
can cast it once without a spell slot, and you regain the
ability to cast it in that way when you finish a Long
Rest. You can also cast the spell using any spell slots
you have.

Spell Change. Whenever you gain a new level, you
can replace one of the spells you chose for this feat
with a different spell of the same level from the chosen
spell list.

Repeatable. You can take this feat more than once,
but you must choose a different spell list each time.

| Intelligence ¢
* Weapon Mastery « PHB-2024 91
| Rapier (Vex) ¢

Vex. If you hit a creature with a Rapier and deal
damage to it, you have Advantage on your next attack

roll against that creature before the end of your next
turn.

| Scimitar (Nick) «
Nick. When you make the extra attack of the Light
property, you can make it as part of the Attack action
instead of as a Bonus Action. This extra attack can
only be made once per turn.

| Shortsword (Vex) ¢
Vex. If you hit a creature with a Shortsword and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Nick (Scimitar): 1 Action

| Vex (Rapier): 1 Action

| Vex (Shortsword): 1 Action
*4: Weapon Mastery « PHB-2024 91

| Dagger (Nick) ¢
Nick. When you make the extra attack of the Light
property, you can make it as part of the Attack action
instead of as a Bonus Action. This extra attack can
only be made once per turn.

| Nick (Dagger): 1 Action
* Scribe Ability Score Improvements « PHB-2024 184

| Increase two scores (+2 / +1) ¢
* Skilled « PHB-2024 201
You gain proficiency in any combination of three skills

or tools of your choice.

Repeatable. You can take this feat more than once.

ADDITIONAL FEATURES & TRAITS
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=== CANTRIPS === (At Will)
O Booming Blade Fighter +6 1A Self/5 ft. Sphere  S,M 1 round SCAG 142 D: 1Rnd, 5 ft. Sphere, SIM
O Green-Flame Blade Fighter +6 1A Self/5 ft. Sphere  S,M Instantaneous  SCAG 142 5 ft. Sphere, S/IM
QO Lightning Lure Magic Initiate (Wizard) STR14 1A Self/15 ft. \Y Instantaneous  SCAG 143 V
QO Poison Spray Magic Initiate (Wizard) +6 1A 30 ft. V.S Instantaneous ~ PHB-2024 306 V/S
O Dancing Lights Drow Magic - 1A 120 ft. V,S,M  concentration, upto 1minute - PHB 230 D: 1m, V/ISIM
=== 1st LEVEL === 4 Slots OO00
O Magic Missile Fighter -- 1A 120 ft. V.S Instantaneous ~ PHB-2024 295 V/S
O Ice Knife Fighter DEX14/+6 1A 60 ft./5 ft. Sphere  S,M Instantaneous ~ PHB-2024 287 5 ft. Sphere, S/IM
O Shield Fighter - 1R Self V.S 1 round PHB-2024 316 D: 1Rnd, V/S
O Chromatic Orb Fighter +6 1A 90 ft. V,S\M Instantaneous = PHB-2024 249 V/S/M
P Detect Magic Fey Touched (Always Prepared) -- 1A Self/30 ft. Sphere  V,S Concenration,upto 10 minutes - PHB-2024 262 1/LR, D: 10m, 30 ft. Sphere, V/S
O Jump Magic Initiate (Wizard) -- 1BA Touch V,S,M 1 minute PHB-2024 290 1/LR, D: 1m, V/IS/M
O Faerie Fire Drow Magic DEX 10 1A 60 ft./20 ft. Cube V Concenuation po 1mine - PHB 239 1/LR, D: 1m, 20 ft. Cube, V
===2nd LEVEL === 2 Slots OO
O Shadow Blade Fighter - 1BA  Self V,S Concenuation po 1minute - XGtE 164 D: 1m, VIS
O Misty Step Fey Touched - 1BA  Self \% Instantaneous ~ PHB-2024299 1/LR,V
P Misty Step Fey Touched (Always Prepared) -- 1BA  Self \ Instantaneous ~ PHB-2024299 'V
O Darkness Drow Magic - 1A 60 ft./15 ft. Sphere  V/,M concenraion, upo omnutes - PHB 230 1/LR, D: 10m, 15 ft. Sphere, VIM
R SPELLS N
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