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HEROIC INSPIRATION j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— e— === TOOQOLS ===
ABILITY SAVE DC | Dice Set, Lute
=== LANGUAGES ===
7 N Common, Elvish, Gnomish
30 ft. (Walking)
A SPEED Y
i PROFICIENCIES & TRAINING
/ N\
=== ACTIONS === === REACTIONS ===

Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

=== BONUS ACTIONS ===
Second Wind « 2 / Long Rest

You can draw upon a limited well of physical and
mental stamina and regain 1d10+3 HP.

You can use this 2 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

Psionic Power: Protective Field

When you or another creature you can see within
30 ft. takes damage, you can take a Reaction to
expend one Psionic Energy Die, roll the die, and
reduce the damage taken by 1d6+3.

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

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.

Arcane Recoverv ¢ 1/ Lona Rest
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=== FIGHTER FEATURES ===

* Core Fighter Traits « free-rules 91

* Fighting Style « free-rules 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 « free-rules 91
As a Bonus Action, you can draw upon a limited well of
physical and mental stamina and regain 1d10+3 HP.

You can use this 2 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 2/Long Rest « 1 Bonus Action
* Weapon Mastery e free-rules 91
* Action Surge ¢ free-rules 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 « free-rules 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 ¢ free-rules 92

| Psi Warrior
* Psionic Power « PHB-2024 98
You harbor a wellspring of psionic energy within
yourself, represented by your Psionic Energy Dice,
which fuels powers you have from this subclass.
You have 4 Psionic Energy Dice (1d6), which are
expended when used. You regain one expended
Psionic Energy Die when you finish a Short Rest, and
regain all of them when you finish a Long Rest.

| Psionic Power: Psionic Energy Dice: 4 / Long Rest ¢
Special

| Psionic Power: Psionic Strike: 1 Action
| Psionic Power: Telekinetic Movement: 1 Action
| Psionic Power: Protective Field: 1 Reaction
=== WIZARD FEATURES ===
* Core Wizard Traits « free-rules 165
* Spellcasting « free-rules 165
* Ritual Adept « free-rules 166
* Arcane Recovery ¢ free-rules 166
When you finish a Short Rest, you can choose
expended spell slots to recover. The spell slots can
have a combined level equal to 1, but none of the slots
can be level 6 or higher.

You can use this feature once per Long Rest.

| 1/ Long Rest « Special

=== HUMAN SPECIES TRAITS ===

N

* Creature Type ¢ free-rules 194
You're a Humanoid.

* Size « free-rules 194
Your Size is Medium or Small, chosen when you select
this species.

* Speed ¢ free-rules 194
Your Speed is 30 ft.

* Resourceful « free-rules 194
You gain Heroic Inspiration whenever you finish a
Long Rest.

* Skillful « free-rules 193
You gain proficiency in one skill of your choice.

* Versatile « free-rules 194
You gain an Origin feat of your choice.

* Languages ° free-rules 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

=== FEATS ===

* Defense « free-rules 209
You gain +1 to AC when wearing Light, Medium, or
Heavy armor.

* Magic Initiate (Wizard) « free-rules 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

FEATURES & TRAITS
Shield 1 6 Ib. Crowbar 1 51b.
Chain Mail 1 55 Ib.
Dagger 1 1lb.
Longsword 1 3lb.
Shortbow 1 2 1b.
Perfume 1 -
Backpack 1 5 lb.
Fine Clothes 1 6 Ib.
Oil 2 21b.
WEIGHT CARRIED Rations 10 20 Ib.
128 Ib. Rope 1 5 Ib.
ENCUMBERED Tinderbox 1 11b.
240 Ib. Torch 10 10 Ib.
PUSH/DRAG/LIFT Waterskin 1 51b.
480 Ib. Caltrops 20 2 lb.

EQUIPMENT
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spell list. You always have that spell prepared. You * Noble Ability Score Improvements « PHB-2024 182
can cast it once without a spell slot, and you regain the
ability to cast it in that way when you finish a Long | Increase two scores (+2 / +1) ¢
Rest. You can also cast the spell using any spell slots
you have. * Skilled « free-rules 201
You gain proficiency in any combination of three skills
Spell Change. Whenever you gain a new level, you or tools of your choice.

can replace one of the spells you chose for this feat
with a different spell of the same level from the chosen Repeatable. You can take this feat more than once.
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

| 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.

| Longsword (Sap) *
Sap. If you hit a creature with a Longsword, that
creature has Disadvantage on its next attack roll
before the start of your next turn.

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

| Sap (Longsword): 1 Action

| Vex (Shortbow): 1 Action

| Nick (Dagger): 1 Action

ADDITIONAL FEATURES & TRAITS

Q ADDITIONAL EQUIPMENT
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SPELL SAVE DC
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=== CANTRIPS ===
Minor lllusion
Prestidigitation

Mind Sliver

Light

OO0OO0OO0O0

Ray of Frost

=== 1st LEVEL ===
Comprehend Languages [R]
Detect Magic [R]

Find Familiar [R]
Thunderwave

Witch Bolt

Jump

OO0OO0O0O0O0O0

Charm Person

(At will)

Wizard

Wizard

Wizard

Magic Initiate (Wizard)
Magic Initiate (Wizard)

2 Slots OO

Wizard

Wizard

Wizard

Wizard

Wizard

Wizard

Magic Initiate (Wizard)

CON 13
+5

WIS 13

1A
1A
1A
1A
1A

1A
1A+ 10m
1h+10m
1A
1A
1BA
1A

30 ft./5 ft. Cube S,M 1 minute
10 ft. V,S 1 hour
60 ft. \% 1 round
Touch V.M 1 hour
60 ft. V,S Instantaneous
Self V,S,M 1 hour
Self/30 ft. Sphere V,S Concentration, up to 10 minutes
10 ft. V,S,M Instantaneous
Self/15 ft. Cube V,S Instantaneous
60 ft. V,S,M  Concentation, up to 1 minute
Touch V,S\M 1 minute
30 ft. V.S 1 hour

SPELLS

free-rules 298

free-rules 307

PHB-2024 298

free-rules 292

free-rules 311

free-rules 252

free-rules 262

free-rules 272

free-rules 334

PHB-2024 343

free-rules 290

free-rules 249

D: 1m, 5 ft. Cube, S/M
D: 1h, VIS

D: 1Rnd, V

D: 1h, VIM

VIS

D: 1h, VISIM

D: 10m, 30 ft. Sphere, V/S
VISIM

15 ft. Cube, VIS

D: 1m, V/IS/IM

D: 1m, VIS/IM

1/LR, D: 1h, VIS
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