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HEROIC INSPIRATION
=== ARMOR ===

Heavy Armor, Light Armor, Medium Armor,
Shields

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

=== TOOLS ===
Darts

=== LANGUAGES ===
Common, Draconic, Dwarvish, Elvish

4 PROFICIENCIES & TRAINING

=== 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 ===
Second Wind « 3/ Long Rest

You can draw upon a limited well of physical and
mental stamina and regain 1d10+5 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.

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

Improved Critical
Your attack rolls with weapons and Unarmed
Strikes can score a Critical Hit on a d20 roll of 19 or

ACTIONS

74

15 PASSIVE PERCEPTION Corpse Slayer, Shortsword ~ +8 1d6+5 Piercing Martial, Finesse, Light, Vex
Longbow +5 1d8+2 Piercin Martial, Ammunition, Heavy, Range, Two-Handed, Slow, Range (150/600)
12 PASSIVE INSIGHT 9 g e ’
Scimitar +7 1d6+4 Slashing Martial, Finesse, Light, Nick
11 PASSIVEINVESTIGATION Unarmed Strike +7 5 Bludgeoning
Darkvision 60 ft.
SENSES g WEAPON ATTACKS & CANTRIPS /
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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+5 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

| Champion

* Improved Critical « PHB-2024 96
Your attack rolls with weapons and Unarmed Strikes
can score a Critical Hit on a d20 roll of 19-20.

| Special
* Remarkable Athlete « PHB-2024 96
You have Advantage on Initiative and Strength
(Athletic) checks.
Immediately after you score a Critical Hit, you can
move up to half your Speed without provoking
Opportunity Attacks.
* 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

=== ELF SPECIES TRAITS ===

* Creature Type » PHB-2024 190
You are a Humanoid.

* Size « PHB-2024 190
You are Medium.

Your speed is 30 ft.

* Darkvision « PHB-2024 190
You have Darkvision with a range of 60 ft.

* Elven Lineage * PHB-2024 190
Choose a lineage from the Elven Lineages table. You
gain the level 1 benefit of that lineage.

| Wood EIf Lineage
Your Speed increases to 35 ft. and you gain the spells
outlined in the Elven Lineages table.

* Elven Lineage Spells « PHB-2024 189
| Wood EIf - Wisdom

* Fey Ancestry « PHB-2024 190
You have Advantage on saving throws you make to
avoid or end the Charmed condition.

* Keen Senses « PHB-2024 190
You have proficiency in the Insight, Perception, or
Survival skill.

* Trance « PHB-2024 190

You don't need to sleep, and magic can’t put you to
sleep. You can finish a Long Rest in 4 hours if you
spend those hours in a trancelike meditation, during
which you retain consciousness.

* Ability Score Increases « PHB-2024

When determining your character’s ability scores,
increase one score by 2 and a different one by 1, or
increase three scores by 1.

| Increase two scores (+2 / +1) ¢
Increase one scores by 2 and a different score by 1.

* Speed ¢ PHB-2024 190 === FEATS ===
FEATURES & TRAITS
Corpse Slayer, Shortsword 1 2 1b. Caltrops 10 11b.
Chain Mail 1 55 Ib. Crowbar 1 5 1b.
Scimitar 1 31b.
Longbow 1 2 lb.
Clothes, Fine 1 6 Ib.
Signet Ring 1 -
Backpack 1 5 lb.
Quiver 1 1lb.
Arrows 20 11b.
WEIGHT CARRIED oil 2 21b.
116 Ib. Rations 10 20 Ib.
ENCUMBERED Rope 1 5lb.
0 Ib. Tinderbox 1 11lb. Corpse Slayer, Shortsword 1 2 lb.
PUSH/DRAG/LIFT Torch 2 21b.
0 Ib. Waterskin 1 5 lb.

EQUIPMENT
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* Great Weapon Fighting « PHB-2024 209

When you roll damage for an attack you make with a
Melee weapon that has the Two-Handed or Versatile
properties, you can treat any 1 or 2 on a damage die
asa3.

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

* Weapon Mastery » PHB-2024 91

| Greataxe (Cleave) ¢
Cleave. Once per turn, if you hit a creature with a
melee attack using a Greataxe, you can make another
melee attack with it against a second creature within 5
ft. of the first that’s within your reach. On a hit, the
second creature takes the Greataxe’s damage, but
without your ability modifier (unless the modifier is
negative).

| Longbow (Slow) ¢
Slow. If you hit a creature with a Longbow and deal
damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| 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.

| Sap (Longsword): 1 Action

| Cleave (Greataxe): 1 Action

| Slow (Longbow): 1 Action

* 4: Weapon Mastery « PHB-2024 91

| 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.

| Vex (Shortsword): 1 Action

ADDITIONAL FEATURES & TRAITS
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female 24 Medium 5 foot 8 inches 182
GENDER AGE HEIGHT WEIGHT
Lawful Neutral The Red Knight Flesh tone - ligt left green, right Long; Burgunc
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=== Allies === \
The common folk love me for
- MOM: Ranger; Brown hair, Brown Eyes, Name my kindness and generosity
unknown '
- DAD: Druid; Brown hair, Green eyes, Name
unknown
PERSONALITY TRAITS
-Jaci: Sister 200 S
[ "]
=== Organizations === Family. Blood runs thicker than
Citadel of Strategic Militancy water. (AnY)
Order of the Red Falcon
IDEALS
L~ 1
[ "]
My loyalty to my sovereign is
unwavering.
BONDS
L~ 1
[N "]
In fact, the world does revolve
around me.
\ FLAWS /
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS \ 7
\ /4 AV /4

--- ties in with Jaci's (saraya's)
- Come from misty forest
- Within the misty forest, we are from Altand
- Jaci's 20th; Red Knight Dream

- Dream leads her to the Citadel of Strategic
Militancy
- 2 years later; Acura's 20th; Red Knight Dream

- Voice | hear is Jaci's, leads me to Citadel (i see
a palace covered in red; swords and bows)
* Within the citadel is the order of the red falcon;
group of fighters/paladins dedicated to the red
knight
- Jaci and Acura need to gain experience in order
to join the red falcons

CHARACTER BACKSTORY

ADDITIONAL NOTES /,
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=== CANTRIPS === (At Will)
O Druidcraft Elven Lineage Spells -- 1A 30 ft. V,S Instantaneous ~ PHB-2024 266 /S
=== 1st LEVEL ===
O Longstrider Elven Lineage Spells - 1A Touch V,S,M 1 hour PHB-2024 293 1/LR, D: 1h, V/SIM
O Longstrider Elven Lineage Spells - 1A Touch V,S,M 1 hour PHB-2024 293 D: 1h, V/S/M
===2nd LEVEL ===
O Pass without Trace Elven Lineage Spells -- 1A Self/30 ft. Emanation \/,S,M  Concenration, upto 1howr  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  Concenuation, upto 1hour  PHB-2024 303 D: 1h, 30 ft. Emanation, V/S/M
SPELLS
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