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ﬁa +5_ Strength \ 7/ \
ARMOR Max HP Current HP Temp HP |
[ STRENGTH \ O _+5  Dexterity
©® _+8 Constitution +10 24 12 1 -
O _+4_ Intelligence
® +7 Wisdom INITIATIVE CLASS \ HIT POINTS /
O +0 Charisma / . 3010 , \
— Resistances - Acid successes O-O-0
DEXTERITY
Advantage on CON saving throws FAILURES O=O=O
that you make to maintain
2 0 Concentration. \{ DEFENSES \ HIT DICE \ DEATH SAVES /
@ K SAVING THROW'S ) Y
HEROIC INSPIRATION
N 7 j === ARMOR ===
y \ =N Heavy Armor, Light Armor, Medium Armor,
[CONSTITUTION] (® +10  Acrobatics DEX \ ™~ Shields
16 | O _*2_ Animal Handling wis PROFICIENCY BONUS j === WEAPONS ===
O +4 Arcana INT ~ Martial Weapons, Simple Weapons
® +5 Athletics STR = —r === TOOLS ===
O _+0  Deception CHA ABILITY SAVE DC | Dragonchess Set
o = o
) +4  History INT J— ——
INTELLIGENCE LANGUAGES. )
® _+7_ Insight wis ( N Common, Draconic, Elvish
30 ft. (Walkin
19 ® +5 Intimidation CHA ( 9)
O _*4_ Investigation INT
O +2  Medicine wis \ SPEED /
O +4 Nature INT ) PROFICIENCIES & TRAINING
r WISDOM Y ® +7 Perception wis , \
QO _+0  Performance CHA === ACTIONS === Second Wind: Tactical Shift
14 ) Standard Actions Whenever you activate your Second Wind with a
O _*0_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, Bonus Action, you can move up to 15 ft. without
O +4 Religion INT Hide, Ready, Search, UFiIize, Opportunity AFtaclf, provoking Opportunity Attacks.
Grapple, Shove, Improvise, Two-Weapon Fighting,
O _*5_ Sleight of Hand DEX Interact with an Object, Study, Influence War Bond: Summon Weapon
Once bonded, you can'’t be disarmed of that
O _#*5  Stealth DEX === BONUS ACTIONS === weapon unless you have the Incapacitated condition,
U CHARISMA ) O +2 Surival wis Second Wind ¢« 4 / Long Rest and you can summon it to your hand as long as its on
You can draw upon a limited well of physical and the same plane of existence as you.
10 o) mental stamina and regain 1d10+13 HP.
- You can have up to 2 bonded weapons, but you can
O You can use this 4 times per Long Rest, and can only summon one at a time with a Bonus Action.
o regain one expended use when you finish a Short
- Rest. === REACTIONS ===
Reactive Spell
\ SKILLS J ACTIONS )
74 <\
17 PASSIVE PERCEPTION Dragon's Wrath Rapier (Stirring)  +11 108+6 PIEICING s s vs smos s, s s e s i s o e
17 Longbow +10 1d8+5 Piercing Martial, Ammunition, Heavy, Range, Two-Handed, Slow, Range (150/600)
PASSIVE INSIGHT
Shocking Grasp +9 3d8 Lightning VIS
14 PASSIVE INVESTIGATION . .
Unarmed Strike +5 1 Bludgeoning
SENSES L N WEAPON ATTACKS & CANTRIPS y
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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+13 HP.

You can use this 4 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 4 / 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

| Eldritch Knight
* Spellcasting « PHB-2024 97

* War Bond « PHB-2024 97

You learn aritual that creates a magical bond between
yourself and a weapon. You perform the ritual over the
course of 1 hour, which can be done during a Short
Rest. The ritual fails if another Fighter is bonded to the
weapon or if the weapon is a magic item that someone
else has attuned to.

Once bonded, you can'’t be disarmed of that weapon
unless you have the Incapacitated condition. As a
Bonus Action, you can summon it to your hand as long
as its on the same plane of existence as you.

You can have up to 2 bonded weapons, but you can
only summon one at a time with a Bonus Action. If you
try to bond with a 3rd weapon, you must break the
bond with one of the other two.

| War Bond: Ritual Bonding: 1 Hour

| War Bond: Summon Weapon: 1 Bonus Action
* 4: Weapon Mastery « PHB-2024 91
* Ability Score Improvement « PHB-2024 92
* Extra Attack « PHB-2024 92
You can attack 3 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 15 ft. without
provoking Opportunity Attacks.

| Second Wind: Tactical Shift: 1 Bonus Action

* 6: Ability Score Improvement « PHB-2024 92
* War Magic « PHB-2024 97
When you take the Attack action, you can replace one
of the attacks with a casting of one of your Wizard
cantrips that has a casting time of an action.
| 1 Action
* 8: Ability Score Improvement « PHB-2024 92
* Tactical Master « PHB-2024 92
When you attack with a weapon whose mastery
property you can use, you can replace that property
with the Push, Sap, or Slow property for that attack.
| Tactical Master: Push: 1 Action
| Tactical Master: Sap: 1 Action
| Tactical Master: Slow: 1 Action
| 1 Action
* Indomitable « PHB-2024 92
If you fail a saving throw, you can reroll it with a +13
bonus. You must use the new roll.
You can use this feature 2 time(s) per Long Rest.
| 2/ Long Rest « Special
* 10: Weapon Mastery « PHB-2024 91
* Eldritch Strike « PHB-2024 97
When you hit a creature with an attack using a
weapon, that creature has Disadvantage on the next

saving throw it makes against a spell you cast before
the end of your next turn.

| 1 Action
FEATURES & TRAITS
Headband of Intellect 1 - Longbow 1 2 |b.
Potion of Hill Giant Strength 1 - Backpack 1 51b.
Potion of Healing (Greater) 3 151b. Quiver 1 1lb.
Shield, +2 1 6 Ib. Arrows 20 11b.
Serpent Scale Armor 1 45 |b. Chest 1 25 1b.
Tasha's Creeping Keelboat 1 - (e]] 2 2 b.
Potion of Healing 3 151b Rations 10 20 Ib.
Cloak of Displacement 1 - Rope 1 51b.
Keoghtom's Ointment 1 0.51b Tinderbox 1 1lb.
WEIGHT CARRIED Potion of Poison 1 - Torch 10 10 Ib.
394.1 Ib. Spell Scroll (Level 2): Web (Inf, Cons) 1 -- Waterskin 1 51b.
ENCUMBERED Spellscroll Level 3 [Revivify] 1 0.1lb
0 lb. Ring of Acid Resistance 1 - Headband of Intellect 1 -
PUSH/DRAG/LIFT Dragon's Wrath Rapier (Stirring) 1 21b Cloak of Displacement 1 -
0 lb. Adventurer’s Ring 1 - Dragon's Wrath Rapier (Stirring) 1 2 lb.

EQUIPMENT




* 12: Ability Score Improvement « PHB-2024 92

* Studied Attacks « PHB-2024 92

If you make an attack roll against a creature and miss,
you have Advantage on your next attack roll against
that creature before the end of your turn.

| 1 Action

=== HUMAN SPECIES TRAITS ===

* Creature Type » PHB-2024 194
You're a Humanoid.

* Size « PHB-2024 194
Your Size is Medium or Small, chosen when you select
this species.

* Speed ¢ PHB-2024 194
Your Speed is 30 ft.

* Resourceful « PHB-2024 194
You gain Heroic Inspiration whenever you finish a
Long Rest.

* Skillful « PHB-2024 193
You gain proficiency in one skill of your choice.

* Versatile « PHB-2024 194

You gain an Origin feat of your choice.
=== FEATS ===

* Defense « PHB-2024 209

You gain +1 to AC when wearing Light, Medium, or
Heavy armor.

Increase one ability score by 2 or two ability scores by
1.

* War Caster « PHB-2024 209
Ability Score Increase. Increase your Int., Wis., or Cha.
by 1.

Concentration. You have Advantage on Con. saving
throws to maintain Concentration.

Reactive Spell. When a creature provokes an
Opportunity Attack from you by leaving your reach, you
can take a Reaction to cast a spell at the creature
rather than making an Opportunity Attack. This spell
must have a casting time of one action and must target
only that creature.

Somatic Components. You can perform the Somatic
components of spells even when you have weapons or
a Shield in one or both hands.

| Reactive Spell: 1 Reaction
* Ability Score Improvement « PHB-2024 202

* Resilient « PHB-2024 206

Ability Score Increase. Choose one ability in which
you lack saving throw proficiency and increase the
chosen ability score by 1.

Saving Throw Proficiency. You gain saving throw
proficiency with the chosen ability.

| Wisdom
Increase your WIS score by 1 and you gain proficiency
in WIS saving throws.

* Alert « PHB-2024 200
Initiative Proficiency. When you roll Initiative, add +5 to
the roll.

Initiative Swap. Immediately after you roll Initiative, you
can swap your Initiative with the Initiative of one willing
ally in the same combat. You can’t make this swap if
you or the ally has the Incapacitated condition.

* Weapon Mastery « PHB-2024 91

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

| Scimitar (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.

| 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

| Nick (Scimitar): 1 Action

| Vex (Rapier): 1 Action
* 4: Weapon Mastery « PHB-2024 91

| Whip (Slow) «
Slow. If you hit a creature with a Whip 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.
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ADDITIONAL EQUIPMENT

* Ability Score Improvement « PHB-2024 202 | Slow (Whip):
ADDITIONAL FEATURES & TRAITS

y \
Caltrops 20 2 1b. Dagger, +1 1 1lb
Healer's Kit 1 31b. Dagger, +1 1 11lb.
Antitoxin 1 - Longsword, +1 1 31b.
Crowbar 1 51b. Longbow, +2 1 2 b.
Animated Shield 1 6 Ib. Mithral Half Plate 1 40 Ib.
Goggles of Night 1 -- Potion of Fire Breath 1 --
Potion of Climbing 1 - Greatsword of Vengeance 1 6 b
Slippers of Spider Climbing 1 - lggwilv's Horn 1 --
Staff of Withering 1 - Potion of Polychromy 1 --
Stone of Good Luck (Luckstone) 1 - Potion of Healing 5 251b.
Belt of Frost Giant Strength 1 - Spell Scroll (Level 1) [Magic Missile] 1 --
Dragon Slayer Longsword 1 3lb. Cube of Summoning 1 --
Armor of Acid Resistance, Scale Mail 1 45 |b. Doss Lute 1 --
Half Plate, +1 1 40 Ib. Driftglobe 1 11lb.
Dagger, +1 1 1lb. Dwarven Plate Armor 1 65 Ib.
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*10: Weapon Mastery « PHB-2024 91

| 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.

| Slow (Longbow): 1 Action
* Savage Attacker « PHB-2024 201
Once per turn when you hit a target with a weapon,
you can roll the weapon’s damage dice twice and use
either roll against the target.
* Soldier Ability Score Improvements « PHB-2024 185

| Increase two scores (+2 / +1) ¢

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT




— —
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GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good Fair/light Pale green Dark brown
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=== Allies === . .
- | flash a roguish grin and crack a
- Sergeant Harlan Blackwood: Gruff mentor, joke to lighten tense moments, but
retired; lives in Neverwinter, provides snap to soldierly discipline when duty
training/advice (owes him his life). calls
- Captain Elara Voss: Noble officer, still active; '
sees John as a protégé, offers letters of PERSONALITY TRAITS
introduction to allies. = -
[ "]
=== Organizations === Redemption. I've clawed my way
from the gutters; now | fight to protect
- Steel Vanguard Regiment (Neverwinter Guard): ho . gutte S(;| 0 ?‘ | op
John's former military unit; he can call on old the iInnocent and prove the lost can
squadmates for aid in the field. IDEALS
- Shadow Knives (former): Loose ties to old S ke
contacts for underworld info, but he's burned [~ - ~
bridges with most. My mentors in the Steel Vanguard
gave me a second chance—I'd die for
them, and I'll honor their teachings by
BONDS
L~ ]
[N "]
Old criminal habits die hard: | can't
resist a "sure thing" gamble or a
shady shortcut, even if it risks
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS .
\ /4 3\ /4

John Dillinger grew up in the gritty streets of
Neverwinter's docks, orphaned young and
surviving as a pickpocket and robber with a ragtag
gang called the Shadow Knives. By 18, he'd
graduated to daring heists, earning a reputation as
a quick-fingered blade with a silver tongue. A
botched bank job left him cornered by the city
watch—facing the noose or conscription. He
chose the latter, enlisting in the Neverwinter
Guard's elite Steel Vanguard regiment.

There, under the iron tutelage of Sergeant Harlan
"Ironfist" Blackwood—a scarred veteran who saw
potential in the street rat—and Captain Elara
Voss, a tactical genius with a code of honor, John
was forged anew. Endless drills, battlefield scars,
and their unyielding belief in redemption turned his
criminal cunning into disciplined prowess.
Discharged honorably after five years, John now
wanders as an adventurer, seeking to atone for his
past while wielding his skills for the greater good.

CHARACTER BACKSTORY

ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
O Booming Blade Fighter +9 1A Self/5 ft. Sphere  S,M 1 round SCAG 142 D: 1Rnd, 5 ft. Sphere, SIM
QO Shocking Grasp Fighter +9 1A Touch V.S Instantaneous ~ PHB-2024 316 V/S
QO Green-Flame Blade Fighter +9 1A Self/5 ft. Sphere  S,M Instantaneous  SCAG 142 5 ft. Sphere, SIM

=== 1st LEVEL === 4 Slots OO00
O Shield Fighter - 1R Self V,S 1 round PHB-2024 316 D: 1Rnd, V/S
O Absorb Elements Fighter - 1R Self S 1 round EE 150 D: 1Rnd, S
O Thunderwave Fighter CON 17 1A Self/15 ft. Cube V,S Instantaneous ~ PHB-2024 334 15 ft. Cube, V/S
O Feather Fall Fighter - 1R 60 ft. V,M 1 minute PHB-2024 271 D: 1m, V/IM

===2nd LEVEL === 3 Slots 000
O Mirror Image Fighter -- 1A Self V.S 1 minute PHB-2024299 D: 1m, V/S
O Misty Step Fighter -- 1BA  Self \Y Instantaneous ~ PHB-2024 299
O Shatter Fighter CON 17 1A 60 ft./10 ft. Sphere V/,S,M Instantaneous  PHB-2024316 10 ft. Sphere, V/S/IM
O Web Fighter DEX 17 1A 60 ft./20 ft. Cube V/,S,M  Concentration, upto 1hour  PHB-2024 340 D: 1h, 20 ft. Cube, V/SIM

===3rd LEVEL === 2 Slots 0O
O Haste Fighter - 1A 30 ft. V,S,M  concentation, upto 1 minute  PHB-2024 284 D: 1m, V/S/M

SPELLS
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