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HEROIC INSPIRATION
=== ARMOR ===

Heavy Armor, Light Armor, Medium Armor,
Shields

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

=== TOOLS ===
Dragonchess Set

=== LANGUAGES ===

Common, Common Sign Language,
Dwarvish, Elvish, Halfling

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 ===
Encourage Ally » 3/ Long Rest

Bonus Action: One ally you can see within 30 feet

gains Temporary Hit Points equal to 2d6 + the modifier
of the ability score increased by this feat. You can take
this Bonus Action 3 times per Long Rest.

Second Wind ¢ 3/ Long Rest

You can draw upon a limited well of physical and

mental stamina and regain 1d10+6 HP.

You can use this 3 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

Second Wind: Group Recovery ¢ 1/ Short Rest
Once per Short/Long Rest, whenever you use
Second Wind to regain HP, you can choose up to 3
allies within a 30-ft. Emanation originating from
yourself. Each of those allies regains 1d4+6 HP.

Second Wind: Tactical Shift

Whenever you activate your Second Wind with a
Bonus Action, you can move up to 15 ft. without
provokina Opportunity Attacks.

74

\ ACTIONS
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16 PASSIVE PERCEPTION Flail +7 1d8+4 Bludgeoning Martial, Sap
14 o s Greatsword +7 2d6+4 Slashing Martial, Heavy, Two-Handed, Graze
Javelin +7 1d6+4 Piercing Simple, Thrown, Slow, Range (30/120)
11 PASSIVE INVESTIGATION Unarmed Strike +7 5 Bludgeoning

Darkvision 60 ft., Unknown 5 ft.
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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+6 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

| Banneret

* Knightly Envoy « FRHoF
You gain the following benefits.

Comprehension. You can cast the Comprehend
Languages spell but only as a Ritual. Cha. is your
spellcasting ability for it.

Polyglot. You learn one language from the language
tables. When you finish a Long Rest, you can replace
a language learned from this benefit with another
language you have heard, seen signed, or read in the
past 24 hrs.

Well Spoken. You gain proficiency in one of the
following skills of your choice: Insight, Intimidation,
Persuasion, or Performance.

* Group Recovery « FRHoF

Once per Short/Long Rest, whenever you use your
Second Wind to regain HP, you can choose up to 3
allies within a 30-ft. Emanation originating from
yourself. Each of those allies regains 1d4+6 HP.

| Second Wind: Group Recovery: 1/ Short Rest ¢ 1
Bonus Action

* 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 15 ft. without
provoking Opportunity Attacks.

| Second Wind: Tactical Shift: 1 Bonus Action

* 6: Ability Score Improvement « PHB-2024 92

=== ELF SPECIES TRAITS ===

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

* Size « PHB-2024 190
You are Medium.

* Speed * PHB-2024 190
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.

| High EIf Lineage
You gain the spells outlined in the Elven Lineages
table, and whenever you finish a Long Rest, you can
replace the cantrip at level 1 with a different cantrip
from the Wizard spell list.

* Elven Lineage Spells « PHB-2024 189
| High EIf - Charisma ¢
* 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.

FEATURES & TRAITS
Stone of Good Luck (Luckstone) 1 - Paper (one sheet) 5 --
Sentinel Shield 1 61b Perfume (vial) 1 --
Dragon Vessel (Slumbering) 1 -- Sealing Wax 1 --
Chain Mail 1 55 Ib. Soap 1 --
Javelin 8 16 Ib. Oil 2 2 1b.
Flail 1 21b. Rations 10 20 Ib.
Greatsword 1 6 Ib. Rope 1 51b.
Backpack 1 5 lb. Tinderbox 1 1lb.
Chest 1 25 Ib. Torch 10 10 Ib.
WEIGHT CARRIED Ink (1 ounce bottle) 1 -- Waterskin 1 51b.
215 Ib. Ink Pen 1 - Caltrops 20 2 |b.
ENCUMBERED Case, Map or Scroll 2 1lb.
270 Ib. Clothes, Fine 1 6 Ib. Stone of Good Luck (Luckstone) 1 -
PUSH/DRAG/LIFT Lamp 1 1lb. Dragon Vessel (Slumbering) 1 -
540 Ib. Oil (flask) 2 2 1b.

EQUIPMENT
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* 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.

=== FEATS ===

* Interception « PHB-2024 209

When a creature you can see hits another creature
within 5 ft. of you with an attack roll, you can take a
Reaction to reduce the damage dealt to the target by
1d10+3. You must be holding a Shield or a Simple or
Martial weapon to use this Reaction.

| 1 Reaction

* Purple Dragon Commandant « FRHoF 40

Ability Score Increase. +1 to Str. or Dex., maximum of
20.

Encourage Ally.Bonus Action: One ally you can see
within 30 feet gains Temporary Hit Points equal to 2d6
+ the modifier of the ability score increased by this
feat. You can take this Bonus Action 3 times per Long
Rest.

Last Stand. You have Advantage on attack rolls while
Bloodied.

| Encourage Ally: 3/ Long Rest » 1 Bonus Action

* Inspiring Leader « PHB-2024 204
Ability Score Increase. Wisdom or Charisma increased

by 1.

Bolstering Performance. After a Short or Long Rest,
give a performance. When you do, up to six allies
(which can include yourself) within 30 ft. of yourself
gain Temporary HP equal to your character level plus
the modifier of the ability you increased with this feat.

| Charisma «

| Bolstering Performance: No Action
* Weapon Mastery « PHB-2024 91

| Flail (Sap) «
Sap. If you hit a creature with a Flail, that creature has
Disadvantage on its next attack roll before the start of
your next turn.

| Lance (Topple) ¢
Topple. If you hit a creature with a Lance, you can
force it to make a Con. saving throw (DC 8 + 3 + the
ability modifier used to make the attack). On a failed
save, the creature has the Prone condition.

| Trident (Topple) «
Topple. If you hit a creature with a Trident, you can
force it to make a Con. saving throw (DC 8 + 3 + the
ability modifier used to make the attack). On a failed
save, the creature has the Prone condition.

| Topple (Trident): 1 Action

| Topple (Lance): 1 Action

| Sap (Flail): 1 Action
* 4: Weapon Mastery « PHB-2024 91

| Javelin (Slow) «
Slow. If you hit a creature with a Javelin and deal

ADDITIONAL FEATURES & TRAITS

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 (Javelin): 1 Action

* Purple Dragon Rook « FRHoF 38
You gain the following benefits.

Entreat. You gain proficiency in one of the following
skills: Insight, Performance, or Persuasion.

Rallying Cry. When you roll Initiative and don’'t have
the Incapacitated condition, you can choose up to 3
creatures you can see within 30 ft. Those creatures
gain Heroic Inspiration.

Once you use this benefit, you can’t do so again until
you finish a Long Rest.

| Rallying Cry: 1/ Long Rest * Special

ADDITIONAL EQUIPMENT
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Half Plate, +1

51b.

40 Ib.
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CHARACTER BACKSTORY

"Juro por el valor que me guia en la guerra,
por la virtud que en mi pecho se encierra.
Mi espada defiende al indefenso con fe,

mi fuerza al débil mantiene de pie.

Digo la verdad sin dudar ni temer,

mi ira al malvado ha de someter.

Hago este juramento y lo cumplo con valor,
o perderé asi mi nombre y mi honor."

ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
O Blade Ward Elven Lineage Spells -- 1A Self V,S Concenration, up to L minute - PHB-2024 247 D: 1m, V/S
=== 1st LEVEL ===
QO Detect Magic [R] Elven Lineage Spells -- 1A Self/30 ft. Sphere  V,S Concenration,up 1o 10 minutes - PHB-2024 262 D: 10m, 30 ft. Sphere, V/S
QO Detect Magic [R] Elven Lineage Spells -- 1A Self/30 ft. Sphere  V,S Concenraion,up 1o 10 minutes - PHB-2024 262 1/LR, D: 10m, 30 ft. Sphere, VIS
P Comprehend Languages [R] Knightly Envoy (Always Prepared) -- 1a+10m  Self V,S,M 1 hour PHB-2024 252 D: 1h, V/SIM
===2nd LEVEL ===
O Misty Step Elven Lineage Spells -- 1BA  Self \Y Instantaneous ~ PHB-2024299 1/LR, V
O Misty Step Elven Lineage Spells - 1BA  Self \% Instantaneous ~ PHB-2024299
SPELLS
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