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HEROIC INSPIRATION
=== ARMOR ===

Heavy Armor, Light Armor, Medium Armor,
Shields

=== WEAPONS ===
Martial Weapons, Simple Weapons

=== TOOLS ===
Cartographer's Tools

=== LANGUAGES ===
Common, Elvish, Giant

4 PROFICIENCIES & TRAINING

L SKILLS ),

=== ACTIONS ===
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 ===
Curving Shot

When you make an attack roll with a magic arrow
and miss, you can use a bonus action to reroll the
attack roll against a different target within 60 ft. of the
original target.

Second Wind ¢ 3/ Long Rest
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.

Second Wind: Tactical Shift

Whenever you activate your Second Wind with a
Bonus Action, you can move up to half your Speed
without provoking Opportunity Attacks.

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

On your turn you can take one additional action,
except the Magic action.

74

ACTIONS
74 <\
15 PASSIVE PERCEPTION LongbOW +10 1d8+5 Piercing Martial, Ammunition, Heavy, Range, Two-Handed, Slow, Range (150/600)
15 Unarmed Strike +4 2 Bludgeoning
PASSIVE INSIGHT
10 PASSIVE INVESTIGATION
Darkvision 60 ft.
SENSES A WEAPON ATTACKS & CANTRIPS /




=== 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

| Arcane Archer (XGtE)

* Arcane Archer Lore « XGtE
You gain proficiency in an additional skill and learn an
additional cantrip.

* Arcane Shot « XGtE

Twice per short rest and once per turn when you fire
an arrow from a shortbow or longbow as part of the
Attack action, you can apply one Arcane Shot option of
your choice to that arrow. You decide to use the option
when the arrow hits a creature, unless the option
doesn’t involve an attack roll.

| 2/ Short Rest « Special
* Arcane Shot Options * XGtE

| Banishing Arrow ¢
A creature hit by your arrow must also succeed on a
CHA saving throw (DC 11) or be banished. While
banished, the target's speed is 0, and it is
incapacitated. At the end of its next turn, the target
reappears in the space it vacated or in the nearest
unoccupied space if that space is occupied. [18th]
+2d6 force damage on hit

| Special

| Enfeebling Arrow
A creature hit by the arrow takes an extra 2d6 necrotic
damage and must also succeed on a CON saving
throw (DC 11), or the damage dealt by its weapon
attacks is halved until the start of your next turn.

| Special

| Seeking Arrow ¢
You can choose one creature you have seen in the
past minute and fire an arrow that flies toward that
creature, moving around corners and ignoring

three-quarters cover and half cover. If the target is in
range and a path is available, it must make a DEX
saving throw (DC 11) or take damage from the arrow
plus 1d6 force damage and you learn the target's
location (half damage and location is unrevealed on
success).

| Special
* 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

* Magic Arrow ¢ XGtE

Whenever you fire a nonmagical arrow from a
shortbow or longbow, you can make it magical for the
purpose of overcoming resistance and immunity, but
the magic fades from the arrow on a hit or miss.

* Curving Shot « XGtE

When you make an attack roll with a magic arrow and
miss, you can use a bonus action to reroll the attack
roll against a different target within 60 ft. of the original
target.

| 1 Bonus Action

* 8: Ability Score Improvement « PHB-2024 92
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EQUIPMENT

FEATURES & TRAITS
Studded Leather 1 13 Ib. Rope 1 51b.
Shortbow 1 21b. Tinderbox 1 11b.
Scimitar 1 31b. Torch 10 10 Ib.
Shortsword 1 2 1b. Waterskin 1 51b.
Longbow 1 2 1b. Caltrops 20 2 |b.
Backpack 1 5 lb. Crowbar 1 51b.
Quiver 1 11b.
Cartographer's Tools 1 6 Ib.
Bedroll 1 7 Ib.
WEIGHT CARRIED Tent L 20 Ib.
117 Ib. Arrows 20 11b.
ENCUMBERED Arrows 20 11b.
180 Ib. Traveler's Clothes 1 4 1b.
PUSH/DRAG/LIFT Oil 2 21b.
360 Ib. Rations 10 20 Ib.
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Slow. If you hit a creature with a Longbow and deal
* Languages * PHB-2024 37 damage to the creature, you can reduce its Speed by
=== ELF SPECIES TRAITS === Your character knows at least three languages: 10 ft. until the start of your next turn. If the creature is
Common plus two languages you roll or choose from hit more than once with this property, the Speed
* Creature Type « PHB-2024 190 the Standard Languages table. Knowledge of a reduction doesn’t exceed 10 ft.
You are a Humanoid. language means your character can communicate in it,
read it, and write it. | Shortbow (Vex) ¢
* Size « PHB-2024 190 Vex. If you hit a creature with a Shortbow and deal
You are Medium. damage to it, you have Advantage on your next attack
=== FEATS === roll against that creature before the end of your next
* Speed « PHB-2024 190 turn.
Your speed is 30 ft. * Archery « PHB-2024 209
You gain a +2 bonus to attack rolls with Ranged | Push (Heavy Crossbow): 1 Action
* Darkvision « PHB-2024 190 weapons.
You have Darkvision with a range of 60 ft. | Slow (Longbow): 1 Action
* Sharpshooter « PHB-2024 207
* Elven Lineage *« PHB-2024 190 | Vex (Shortbow): 1 Action
Choose a lineage from the Elven Lineages table. You * Elven Accuracy * XGtE 74
gain the level 1 benefit of that lineage. Increase your DEX, INT, WIS, or CHA score by 1. *4: Weapon Mastery « PHB-2024 91
Whenever you have advantage on an attack roll using
| Wood EIf Lineage ¢ one of those modifiers, you can reroll one of the dice | Longsword (Sap) ¢
Your Speed increases to 35 ft. and you gain the spells once. Sap. If you hit a creature with a Longsword, that
outlined in the Elven Lineages table. creature has Disadvantage on its next attack roll
* Piercer « TCoE 80 before the start of your next turn.
* Elven Lineage Spells « PHB-2024 189 You gain a bonus to Strength or Dexterity. Once per
turn, you can reroll the piercing damage from an | Sap (Longsword): 1 Action
| Wood EIf - Wisdom « attack. On a critical hit, you can roll one additional
damage die. * Guide Ability Score Improvements « PHB-2024 181
* Fey Ancestry « PHB-2024 190
You have Advantage on saving throws you make to | Piercer: Reroll Damage: Special | Increase two scores (+2 / +1) ¢
avoid or end the Charmed condition.
| Piercer: Critical Hit: Special * Magic Initiate (Druid) « PHB-2024 201
* Keen Senses * PHB-2024 190 Two Cantrips. You learn two cantrips of your choice
You have proficiency in the Insight, Perception, or * Weapon Mastery « PHB-2024 91 from the Druid spell list. Int., Wis., or Cha. is your
Survival skill. spellcasting ability for this feat's spells.
| Heavy Crossbow (Push)
* Trance » PHB-2024 190 Push. If you hit a creature with Heavy Crossbow, you Level 1 Spell. Choose a level 1 spell from the Druid
You don't need to sleep, and magic can’t put you to can push the creature up to 10 ft. straight away from spell list. You always have that spell prepared. You
sleep. You can finish a Long Rest in 4 hours if you you if it's Large or smaller. can cast it once without a spell slot, and you regain the
spend those hours in a trancelike meditation, during ability to cast it in that way when you finish a Long
which you retain consciousness. | Longbow (Slow) « Rest. You can also cast the spell using any spell slots
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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.
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=== CANTRIPS === (At Will)
O Resistance Magic Initiate (Druid) -- 1A Touch V,S Concentration, up to L minute  PHB-2024 312 D: 1m, V/S
QO Frosthite Magic Initiate (Druid) CON 13 1A 60 ft. V,S Instantaneous  EE 156 VIS
QO Druidcraft Elven Lineage Spells -- 1A 30 ft. V.S Instantaneous ~ PHB-2024 266 V/S
O Druidcraft Arcane Archer Lore - 1A 30 ft. V,S Instantaneous  PHB-2024 266 \//S
=== 1st LEVEL ===
O Animal Friendship Magic Initiate (Druid) WIS 13 1A 30 ft. V,S,M 24 hours PHB-2024 239 1/LR, D: 24h, V/SIM
O Longstrider Elven Lineage Spells -- 1A Touch V,S,M 1 hour PHB-2024 2903 1/LR, D: 1h, V/ISIM
O Longstrider Elven Lineage Spells -- 1A Touch V,S,M 1 hour PHB-2024 2903 D: 1h, V/SIM
===2nd LEVEL ===
O Pass without Trace Elven Lineage Spells -- 1A Self/30 ft. Emanation \/,S,M  Concenuration, upto 1hour  PHB-2024 303 1/LR, D: 1h, 30 ft. Emanation, V/S/M
O Pass without Trace Elven Lineage Spells -- 1A Self/30 ft. Emanation  \/,S,M  Concentration, upto 1 hour - PHB-2024 303  D: 1h, 30 ft. Emanation, V/S/M
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