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Fighter 8 Zoldier
CLASS & LEVEL PLAYER NAME
Variant Human Knight of the Order of 34,000
RACE BACKGROUND EXPERIENCE POINTS
—————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+4 18 7 8 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
8d10 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— === TOOQOLS ===
ABILITY SAVE DC | Dice Set
o === LANGUAGES ===
/7 N Common, Dwarvish, Elvish
30 ft. (Walking)
A SPEED Y
) 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

Once you take this action, you can’t do so again until
you finish a short or long rest, unless you expend a
Psionic Energy die to take it again.

=== BONUS ACTIONS ===
Psionic Power: Recovery « 1 / Short Rest
As a bonus action, you can regain one expended

® _*7_ Stealth DEX Psionic Power: Telekinetic Movement « 1/ Short Rest  Psionic Energy die, but you can't do so again until you
U CHARISMA ) O +0 Survival wis _You can move an object or a creature with your finish a short or long rest.
mind. As an action, you target one loose object that is
1 ® + Sanity () Large or smaller or one willing creature, other than Second Wind « 1/ Short Rest
= - yourself. If you can see the target and it is within 30 ft. Once per short rest, you can use a bonus action to
O of you, you can move it up to 30 ft. to an unoccupied regain 1d10 + 8 HP.
o space you can see. Alternatively, if it is a Tiny object,
—_— you can move it to or from your hand. Either way, you Telekinetic - Shove
can move the taraet horizontally, vertically, or both. As a bonus action. vou can try to telekinetically
\ SKILLS J ACTIONS )
74 <\
13 PASSIVE WISDOM (PERCEPTION) Bite of Winter +8 1d8+7 Slashing 8/10 Charges, Martial, Versatile
10 PASSIVEISDOM (NSIGHT) Dagger +7 1d4+6 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Longbow +7 1d8+4 Piercing Martial, Ammunition, Heavy, Range, Two-Handed, Range (150/600)
PASSIVE INTELLIGENCE (INVESTIGATION . Lo . .
16 ( ) Rapier +7 1d8+6 Piercing Martial, Finesse
Unarmed Strike +7 5 Bludgeoning
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Wakka N'Dole

CHARACTER NAME
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Fighter 8 Zoldier
CLASS & LEVEL PLAYER NAME
Variant Human Knight of the Order of 34,000
RACE BACKGROUND EXPERIENCE POINTS
P — —
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=== FIGHTER FEATURES ===

* Hit Points « PHB 71
* Proficiencies « PHB 71

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

| Dueling »« PHB

and no other weapons, you gain a +2 bonus to
damage rolls with that weapon.

* Second Wind « PHB 72
Once per short rest, you can use a bonus action to

When you are wielding a melee weapon in one hand

| Psionic Power: Telekinetic Movement: 1 / Short
Rest ¢ 1 Action

| Psionic Power: Recovery: 1/ Short Rest « 1 Bonus
Action

* Martial Versatility « TCoE 42
Whenever you reach a level in this class that grants

the Ability Score Improvement feature, you can do one

of the following, as you shift the focus of your martial
practice:

- Replace a fighting style you know with another
fighting style available to fighters.

- If you know any maneuvers from the Battle Master
archetype, you can replace one maneuver you know
with a different maneuver.

* 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.
=== FEATS ===

* Telekinetic (Intelligence) « TCoE 81

You learn the mage hand spell and can make this
mage hand invisible. You can also attempt to shove a

regain 1d10 + 8 HP. creature with your mind.
* Ability Score Improvement « PHB 72
| 1/ Short Rest « 1 Bonus Action | Telekinetic - Shove: 1 Bonus Action
* Extra Attack « PHB 72

You can attack twice whenever you take the Attack

action on your turn.

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

* Tough « PHB 170
Your HP maximum increases by 16.

* Skilled »
Gain proficiency in 3 additional skills

| Special
| 1/ Short Rest « Special
* Telekinetic Adept « TCoE 43
You have mastered new ways to use your telekinetic
abilities: Psi-Powered Leap & Telekinetic Thrust.

* Martial Archetype ¢« PHB 72

| Psi Warrior
| Telekinetic Adept: Psi-Powered Leap: 1/ Short

* Psionic Power « TCoE 43 Rest « 1 Bonus Action
You have 6 Psionic Energy dice (1d8), and they fuel
various psionic powers you have. | Telekinetic Adept: Telekinetic Thrust: Special

| Psionic Power: Protective Field: 1 Reaction

=== VARIANT HUMAN RACIAL TRAITS ===

| Psionic Power: Psionic Energy: 6 / Long Rest ¢
Special * Languages * BR 31
You can speak, read, and write Common and one

| Psionic Power: Psionic Strike: Special extra language.

FEATURES & TRAITS
Animated Shield 1 6 Ib. Tinderbox 1 11b.
Gauntlets of Ogre Power 1 -- Torch 10 10 Ib.
Stone of Good Luck (Luckstone) 1 - Rations (1 day) 10 20 Ib.
Bite of Winter 1 4 1b. Waterskin 1 51b.
Studded Leather 1 13 Ib. Rope, Hempen (50 feet) 1 10 Ib.
Shield 1 6 Ib. Signet Ring 1 -
Dagger 1 1lb. Clothing, cold weather 1 51b.
Dagger 1 1lb. Potion of Healing 1 0.51b.
Rapier 1 21b.
WEIGHT CARRIED Longbow L 21b.
105.5 Ib. Arrows 40 2 1b.
ENCUMBERED Backpack 1 51b.
285 Ib. Bedroll 1 7 Ib. Animated Shield 1 6 Ib.
PUSH/DRAG/LIFT Clothes, Traveler's 1 4 1b. Gauntlets of Ogre Power 1 -
570 Ib. Mess Kit 1 1lb. Bite of Winter 1 4 |b.
\ EQUIPMENT




Chaotic Neutral

Male 26
GENDER AGE

ALIGNMENT FAITH
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Medium 6'-1" 170

HEIGHT WEIGHT

Tymora (Lady L Black Grey Black
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

—

7 . \
| can stare down a hell hound without

flinching.

| have a crude sense of humor.

PERSONALITY TRAITS
L~ ]
N ~

Live and Let Live. Ideals aren’t worth
killing over or going to war for. (Neutral)
Independence. When people follow

IDEALS
L~

o~
~]

[
| will become the greatest knight that ever
lived.

Those who fight beside me are those worth
dying for.

BONDS
L~

Y
[N "]
I'd rather eat my armor than admit when
I’'m wrong.

I'll do anything to win fame and renown.

"

\\ FLAWS //

From the moment Wakka N'dole was born, his
entire life was already planned out for him: He
would be a knight - an Eldritch Knight - and join
the long line of N'doles who proudly served the
peoples of Faerun and struck back against the
evils that troubled the land.€Unfortunately for
Wakka, his life did not go according to plan.€
Though he was very smart and took to history and
swordsmanship as well if not better than any of his
kin there was one minor problem, he didn't have
the slightest bit of magical ability.€And to make
matters worse, he was plagued with crippling
migraines that oftentimes hampered his ability to
focus during his training or studying sessions.€
Considered a failure and slowly ignored by his
family, he began to act out and rebel as a means
of making them acknowledge him until he went too
far and was exiled from the clan and forced to
survive on his.€Using the skills learned from his
youth, he became an sword-for-hire and traveled
Faerun from one region to the next completing
missions one day and drowning himself in drink
the next in a destructive cycle content to live his
life as the "failure" his family deemed him to be.

Things began to change a little ways back when
one day he had€the worst migraine of his life.€
Longer and stronger than any he had ever
experienced before he was certain he would die
from the agony and his waste of a life would be
over.€Instead, he managed to unlock his latent
psionic powers that had been building inside
himself since he was a child and subconsciously
released a wave of energy that alleviated his
searing pain before passing out.€Coming to, he
came to the realization that maybe he wasn't quite
the failure he thought he was after all and decided
to use his newfound abilities to surpass the legacy
of anything his kin had ever accomplished in the
past.€With a newfound vigor propelling him
forward, Wakka set forth to realize his "destiny";
the only question was how...

CHARACTER BACKSTORY

Sanity Score = 13
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SPELL SAVE DC
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=== CANTRIPS === (At Will)
O Light Bite of Winter DEX 11 1A Touch/20 ft. Sphere  V/,M 1 hour PHB 255 D: 1h, 20 ft. Sphere, VIM
QO Frosthite Bite of Winter CON 11 1A 60 ft. V,S Instantaneous  EE 156 VIS
P Mage Hand Telekinetic (Intelligence) (Always Prepared) — -- 1A 30 ft. V,S 1 minute PHB 256 D: 1m, VIS
=== 1st LEVEL ===
O Armor of Agathys Bite of Winter -- 1A Self V,S,M 1 hour PHB 215 D: 1h, VISIM
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