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Fighter 3 captainzach1986
CLASS & LEVEL PLAYER NAME
Variant Human Noble (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
————— ———
/ \
ARMOR Max HP Current HP Temp HP |
+2 19 25 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
3d10 successes O=O=0O
FAILURES( )=( >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
INSPIRATION j ‘ === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Playing Card Set
- === L ANGUAGES ===
7 N Abyssal, Common, Infernal
30 ft. (Walking)
A SPEED )
i 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 + 3 HP.

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

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

Weapon Bond

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.

74

PASSIVE INTELLIGENCE (INVESTIGATION)

12

SENSES 3

SKILLS \ ACTIONS
[ 7 N
9 PASSIVE WISDOM (PERCEPTION) Crosshow, light +4 1d8+2 Piercing  simple. Ammuniton, Loading, Range, Two-Handed, Range (80/320)
Longsword +5 1d8+3 Slashing Martial, Versatile
9 PASSIVE WISDOM (INSIGHT)
Unarmed Strike +5 4 Bludgeoning

'WEAPON ATTACKS & CANTRIPS




=== FIGHTER FEATURES ===
* Hit Points « PHB 71
* Proficiencies « PHB 71

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

| Defense « PHB
While you are wearing armor, you gain a +1 bonus to
AC.

* Second Wind « PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 3 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 12, Spell Attack +4).

* 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

=== 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.

=== FEATS ===

* Magic Initiate (Wizard) « PHB

You learn two cantrips of your choice from the wizard
spell list. You learn one 1st-level spell from that same
list and can cast it at its lowest level once per long rest.
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CLASS & LEVEL PLAYER NAME
Sorsha (alt)

Variant Human Noble (Milestone)

CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
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7 N

FEATURES & TRAITS
Shield 1 6 Ib.
Chain Mail 1 55 Ib.
Longsword 1 31b.
Crossbow, light 1 5 b.
Crossbow Bolts 20 1.51b.
Backpack 1 5 Ib.
Clothes, Fine 1 6 Ib.
Signet Ring 1 -
Bedroll 1 7 Ib.
WEIGHT CARRIED Mess Kit 1 11b.
136 Ib. Rations (1 day) 10 20 Ib.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
240 Ib. Tinderbox 1 11b.
PUSH/DRAG/LIFT Torch 10 10 Ib.
480 Ib. Waterskin 1 51b.

EQUIPMENT




CHARACTER APPEARANCE
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GENDER AGE SIZE HEIGHT WEIGHT
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ALLIES & ORGANIZATIONS

7 . . N\
If you do me an injury, | will crush
you, ruin your name, and salt your
fields.

PERSONALITY TRAITS
L~ 1
[ ~"1
Power. If | can attain more power, no
one will tell me what to do. (Evil)
Independence. | must prove that | can
IDEALS
L~ —~
[ ~"1

I am in love with the heir of a family that my
family despises.

"

BONDS
L~ —~
[N "]
| secretly believe that everyone is
beneath me.
| too often hear veiled insults and
\\ FLAWS //

CHARACTER BACKSTORY

ADDITIONAL NOTES /,




Fighter
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SPELL ATTACK
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=== CANTRIPS === (At Will)
Create Bonfire <C> Magic Initiate (Wizard) DEX 12 1A 60 ft./5 ft. Cube V,S Concentration, upto L minute  EE 152 D: 1m, 5 ft. Cube, V/S
Prestidigitation Magic Initiate (Wizard) - 1A 10 ft. V,S 1 hour PHB 267 D:1h, VIS
=== 1st LEVEL === 2 Slots OO
Shield Magic Initiate (Wizard) - 1R Self V,S 1 round PHB 275 1/LR, D: 1Rnd, V/S
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