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SAVING THROWS

SKILLS

  Acrobatics (Dex)

  Animal Handling ( Wis)

  Arcana ( Int)

  Athletics (Str)

  Deception (Cha)

  History ( Int)

  Insight ( Wis)

  Intimidation (Cha)

  Investigation ( Int)

  Medicine ( Wis)

  Nature ( Int)

  Perception ( Wis)

  Performance (Cha)

  Persuasion (Cha)

  Religion ( Int)

  Sleight of Hand (Dex)

  Stealth (Dex)

  Survival ( Wis)

  Strength

 Dexterity

  Constitution

  Intelligence

 Wisdom

 Charisma

PASSIVE WISDOM

(PERCEPTION)

STRENGTH
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CONSTITUTION

INTELLIGENCE

WISDOM

CHARISMA
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LEVEL & CLASS BACKGROUND
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Darkvision. You can see in dim light within 
60 feet of you as if it were bright light, 
and in darkness as if it were dim light.

Fey Ancestry. You have advantage on 
saving throws against being charmed, and 
magic can’t put you to sleep.

Mask of the Wild. You can attempt to hide 
when only lightly obscured by foliage, 
mist, etc.

Duelling. When you are wielding a melee 
weapon in one hand and no other weapons, 
you gain a +2 bonus to damage rolls with 
that weapon.

Second Wind. You have a limited well of 
stamina that you can draw upon to 
protect yourself from harm. On your 
turn, you can use a bonus action to regain 
1d10+3 hit points. You can use this feature 
once per short or long rest.

Action Surge. once per short or long 
rest, You can push yourself beyond your 
normal limits. On your turn, you can take 
an extra action. 

Weapon Bond. You perform a 1 hour ritual 
(which can be done during a short rest) to 
bond a weapon to you. You cannot be 
disarmed of your bonded weapon unless 
you are incapacitated. As a bonus action, 
you can teleport the weapon to your hand. 
You can have up to 2 bonded weapons, but 
can summon only one at a time with your 
bonus action. (See PHB 75 for more info.)

Knightly Regard. You can receive and aid 
from memers of your knightly order and 
those who are sympathetic to its aims. 
This can include food, shelter and healing. 
(See Sword Coast Adventurer’s Guide, 151, 
for more.)

Knight of the Order Gear:
• Traveler’s Clothes
• Signet Ring
• Sigil or Crest
• 10 gold pieces

Fighter Gear:
• Leather armour
• Longbow
• Arrows ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( )
            ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( )
• Longsword
• Shield (your AC is 16 with shield affixed)
• Hand axes (2)

Explorer’s Pack: 
• bedroll
• mess kit
• tinderbox
• 10 torches
• 10 days rations
• waterskin
• 50 ft. hempen rope

1 You can fire a longbow arrow 150 ft., or up to 600 ft. with 
disadvantage on the attack roll.

2 You can wield your longsword with both hands to inflict 
1d10+3 damage, but you cannot have your shield affixed 
when doing so.

3 You can throw a handaxe 20 ft., or up to 60 ft. with 
disadvantage on the attack roll.

4 Duelling. If wielding either your longsord or handaxe 
one-handed, and not wielindg any other weapon, you add an 
additional +2 to your damage roll.

5 Your Spellcasting ability is Intelligence. When casting 
a spell that requires your target to make a saving 
throw, your Spell Save DC is 11.

Proficiencies. All armour, shields; simple 
weapons, martial weapons; longsword, 
shortsword, shortbow, longbow; musical 
instrument. 

Languages. Common, Elvish, Sylvan
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Wild Elf

Medium

3rd-Level Fighter (Eldritch Knight) Knight of the Order
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Longbow 1 +5 1D8+3 PIERCING

Handaxe 3,4 +4 1D6+2 SLASHING

Spellcasting 5 +3 SPECIAL

Longsword 2,4 +4 1D8+2 SLASHING

14/16 +3 35
FEET

You’re a noble elvish warrior of the wilds, 
skilled in swordplay and sorcery both, 
sworn to protect your kin and uphold 
their legacy in the face of any threat. 
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Cantrips

Mage Hand
Conjuration cantrip
Casting Time: 1 action
Range: 30 feet
Components: V, S
Duration: 1 minute

A spectral, floating hand appears at a 
point you choose within range. The hand 
lasts for the duration or until you 
dismiss it as an action. The hand vanishes 
if it is ever more than 30 feet away from 
you or if you cast this spell again.

You can use your action to control the 
hand. You can use the hand to manipulate 
an object, open an unlocked door or 
container, stow or retrieve an item 
from an open container, or pour the 
contents out of a vial. You can move the 
hand up to 30 feet each time you use it.

The hand can’t attack, activate magic 
items, or carry more than 10 pounds.

Message
Transmutation cantrip
Casting Time: 1 action
Range: 120 feet
Components: V, S, M
Duration: 1 round

You point your finger toward a creature 
within range and whisper a message. The 
target (and only the target) hears the 
message and can reply in a whisper that 
only you can hear.

You can cast this spell through solid 
objects if you are familiar with the 
target and know it is beyond the barrier. 
Magical silence, 1 foot of stone, 1 inch 
of common metal, a thin sheet of lead, 
or 3 feet of wood blocks the spell. The 
spell doesn’t have to follow a straight 
line and can travel freely around 
corners or through openings.

Spells

Mage Armour
1st-level abjuration
Casting Time: 1 action
Range: Touch
Components: V, S, M
Duration: 8 hours

You touch a willing creature who isn’t 
wearing armor, and a protective magical 
force surrounds it until the spell ends. 
The target’s base AC becomes 13 + its 
Dexterity modifier. The spell ends if the 
target dons armor or if you dismiss the 
spell as an action.

Magic Missile
1st-level evocation
Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: Instantaneous

You create three glowing darts of 
magical force. Each dart hits a creature 
of your choice that you can see within 
range. A dart deals 1d4 + 1 force damage 
to its target. The darts all strike 
simultaneously, and you can direct them 
to hit one creature or several.

Expeditious Retreat
1st-level transmutation
Casting Time: 1 bonus action
Range: Self
Components: V, S
Duration: Concentration, up to 10 minutes

This spell allows you to move at an 
incredible pace. When you cast this spell, 
and then as a bonus action on each of 
your turns until the spell ends, you can 
take the Dash action.


