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Fighter 6 Krewner
CLASS & LEVEL PLAYER NAME
Fairy Urchin (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/ \
ARMOR Max HP Current HP Temp HP |
+4 16 5 2 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
6d10 successes O=O=0O
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION j ‘ === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Disguise Kit, Thieves' Tools
- === L ANGUAGES ===
7 N Common, Sylvan
30 ft. (Walking), 30 ft. (Flying)
A SPEED )
i 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+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: Tactical Shift

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

War Bond: Summon Weapon

Once bonded, you can'’t be disarmed of that
weapon unless you have the Incapacitated condition,
and 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.

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

74

SKILLS \ ACTIONS
74 <\
13 PASSIVE PERCEPTION LongbOW, +1 +10 1d8+5 Piercing Martial, Ammunition, Heavy, Range, Two-Handed, Slow, Range (150/600)
Scimitar +7 1d6+4 Slashing Martial, Finesse, Light, Nick, True Strike: 1d6+3 Radiant
13 PASSIVE INSIGHT
Shortsword +7 1d6+4 Piercing Martial, Finesse, Light, Vex, True Strike: 1d6+3 Radiant
13 PASSIVE INVESTIGATION : .
Unarmed Strike +2 0 Bludgeoning
SENSES LN WEAPON ATTACKS & CANTRIPS y
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=== FIGHTER FEATURES ===

* Core Fighter Traits « free-rules 91

* Fighting Style « free-rules 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 « free-rules 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 e free-rules 91
* Action Surge ¢ free-rules 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 « free-rules 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 ¢ free-rules 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 « free-rules 91
* Ability Score Improvement « free-rules 92
* Extra Attack « free-rules 92
You can attack 2 times instead of once whenever you
take the Attack action on your turn.
* Tactical Shift « free-rules 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

N

* 6: Ability Score Improvement « free-rules 92

=== FAIRY SPECIES TRAITS ===

* Ability Score Increases ¢« MotM 12

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

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

* Languages ¢ MotM 12

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type * MotM 13
You are a Fey.

* Size « MotM 13
You are Small.

* Speed « MotM 13
Your walking speed is 30 ft.

* Fairy Magic « MotM 13
You know the druidcraft spell.

At third level you can cast faerie fire, and at fifth level
you can cast enlarge/reduce. Once you cast either of
these spells with this trait, you cannot cast that spell
with it again until you finish a long rest. You can cast
either of these spells using any spell slots you have of
the appropriate level. Your spellcasting modifier is
either Intelligence, Wisdom, or Charisma (choose
when you select this race).

| Intelligence «
FEATURES & TRAITS
\\

Mantle of Spell Resistance 1 - Quiver 1 11b.
Potion of Healing (Greater) 1 0.5 Ib. Backpack 1 51b.
Longbow, +1 1 2 lb. Arrows 20 1lb.
Potion of Comprehension 1 - Chest 1 25 Ib.
Mending 1 - Wand of Pyrotechnics 1 --
Bag of Holding 1 51b espantapdjaros parlante 1 --
Locate Object 1 - Arcos y Elfos 1 51b
Studded Leather 1 13 Ib. Instrument of the Bards: Doss Lute 1 -
Potion of Watchful Rest 1 - Oil 2 2 |b.

WEIGHT CARRIED Spellscroll Ivl 1 Sleep€ 1 - Rations 10 20 Ib.
116.5 Ib. Scimitar 1 31b. Rope 1 51b.
ENCUMBERED Shortsword 1 2 1b.

120 Ib. Case, Map or Scroll 1 11b. Mantle of Spell Resistance 1 -

PUSH/DRAG/LIFT Clothes, Common 1 3lb.

240 Ib. Small Knife 1 -
EQUIPMENT ))
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Intelligence is your spellcasting ability for these spells
when you cast them with this trait.

* Flight « MotM 13

Because of your wings, you have a flying speed equal
to your walking speed. You can't use this flying speed
if you're wearing medium or heavy armor.

=== FEATS ===

* Archery « free-rules 209
You gain a +2 bonus to attack rolls with Ranged
weapons.

* Sharpshooter « PHB-2024 207
* Fey Touched « PHB-2024 204
by 1.

Fey Magic. Choose one level 1 spell from the
Divination or Enchantment school of magic. You
always have that spell and the Misty Step spell
prepared. Once per Long Rest, you can cast each of
these spells without expending a spell slot. You can
also cast these spells using spell slots you have of the
appropriate level. The spells’ spellcasting ability is the
ability increased by this feat.

| Intelligence «
* 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.

Ability Score Increase. Increase your Int., Wis., or Cha.

| 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.

| Slow (Longbow): 1 Action

| Nick (Scimitar): 1 Action

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

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

turn.

| Vex (Shortbow): 1 Action

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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ADDITIONAL FEATURES & TRAITS

Tinderbox 1 11b. espantapajaros parlante 1 --
Torch 10 10 Ib. Scroll Contact Other Plane 1 --
Waterskin 1 51b. Wand of Winter€ 1 -
Caltrops 20 2 lb.

Crowbar 1 51b.

Goggles of Night 1 -

Potion of Gaseous Form 1 --

Potion of Heroism 1 -

Nature's Mantle 1 -

Move Earth 1 -

Scroll Contact Other Plane 1 -

Wand of Winter€ 1 --

Instrument of the Bards: Doss Lute 1 --

Potion of Watchful Rest 1 --

Spellscroll vl 1 Sleep€ 1 -

ADDITIONAL EQUIPMENT
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=== Allies === // \\
Pipin (rat6n)
Lucky(arco)
Patitas (buho)
PERSONALITY TRAITS
L~ .
[ ~"1
IDEALS
L~ —~
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BONDS
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CHARACTER BACKSTORY ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
QO True Strike Fighter +6 1A Self SM Instantaneous  free-rules 336 S/M
O Blade Ward Fighter -- 1A Self V,S Concenration, upto L minute - PHB-2024 247 D: 1m, V/S
QO Druidcraft Fairy Magic -- 1A 30 ft. V,S Instantaneous  PHB 236  V/S

=== 1st LEVEL === 3 Slots OO0
O Shield Fighter -- 1R Self V,S 1 round free-rules 316 D: 1Rnd, V/S
QO Protection from Evil and Good Fighter - 1A Touch V,S,M  concenration,upto 10minutes ~ free-rules 309 D: 10m, V/S/M
O Find Familiar [R] Fighter -- 1h 10 ft. V,S,M Instantaneous free-rules 272 V/S/IM
O Absorb Elements Fighter -- 1R Self S 1 round EE 150 D: 1Rnd, S
P Hunter's Mark Fey Touched (Always Prepared) -- 1BA 90 ft. \Y Concentration, upto 1 hour  free-rules 287 1/LR, Ext. D: (See Description)*, D: 1h, V
O Faerie Fire Fairy Magic DEX 14 1A 60 ft./20 ft. Cube V Concentration, wpo 1 minwte - PHB 239 1/LR, D: 1m, 20 ft. Cube, V
P Faerie Fire Fairy Magic (Always Prepared) DEX 14 1A 60 ft./20 ft. Cube V Concentration, upto L minute - PHB 239 D: 1m, 20 ft. Cube, V

===2nd LEVEL ===
O Misty Step Fey Touched - 1BA  Self \Y Instantaneous  free-rules 299 1/LR, V
P Misty Step Fey Touched (Always Prepared) -- 1BA  Self \% Instantaneous  free-rules 299 'V
O Enlarge/Reduce Fairy Magic CON 14 1A 30 ft. V,S,M  concentation. wpro1minue - PHB 237 1/LR (Used), D: 1m, V/S/M
P Enlarge/Reduce Fairy Magic (Always Prepared) CON 14 1A 30 ft. V,S,M  concenation, upro1minute - PHB 237 D: 1m, V/SIM
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