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Fighter 5 / Wizard 5 OliFeather
CLASS & LEVEL PLAYER NAME
Air Genasi Pirate (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/ \
ARMOR Max HP Current HP Temp HP |
+4 16 6 4 -
INITIATIVE CLASS \ HIT POINTS J
1  5d10+5d6 \ fl \
Resistances - Lightning successes OO0
FAILURES( )=< >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
HEROIC INSPIRATION j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Dagger, Martial Weapons, Rapier, Simple
Weapons, Whip
ABILITY SAVE DC | === TOOLS ===
P r— Navigator's Tools, Tinker's Tools, Vehicles
(Water)
/ N\
35 ft. (Walking) === LANGUAGES ===
Common, Orc, Primordial
A SPEED )

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

Superiority Dice * 4 / Short Rest

You learn maneuvers that are fueled by superiority
dice. Maneuvers enhance an attack in some way. You
have 4d8 superiority dice per short rest.

=== BONUS ACTIONS ===
Bladesong ¢ 4 / Long Rest

4 times per long rest, you can use a bonus action
to start a Bladesona, which lasts for 1 minute and

grants you the following benefits:

You gain a +4 bonus to your AC, your walking speed
increases by 10 ft., you have advantage on Acrobatics
checks, and you gain a +4 bonus to any CON saving
throw you make to maintain your concentration on a
spell.

It ends early if you are incapacitated, if you don
medium or heavy armor or a shield, or if you use two
hands to make an attack with a weapon. You can also
dismiss the Bladesong at any time you choose (no
action required).

Second Wind ¢ 1/ Short Rest
Once per short rest. vou can use a bonus action to

SKILLS \ ACTIONS )
74 <\
13 PASSIVE PERCEPTION Rap|e|’ +8 1d8+6 P|erc|ng Martial, Finesse, Vex, Booming Blade: 1d8 Thunder, 2d8 Thunder
Storm Wh|p +8 1d4+6 S|a3hing +206 Thunder, Martial Finesse, Reach, Slow, Booming Blade: 1d8 Thunder, 248 Thunder
13 PASSIVE INSIGHT
Shocking Grasp +8 2d8 Lightning VIS
14 PASSIVE INVESTIGATION . .
Unarmed Strike +5 2 Bludgeoning
Darkvision 60 ft.
SENSES g WEAPON ATTACKS & CANTRIPS /
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=== FIGHTER FEATURES ===
* Hit Points « PHB 71
* Proficiencies « PHB 71

* Fighting Style « PHB 72
You adopt a fighting style specialty.

| Dueling »« PHB
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 « PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 5 HP.

| 1/ Short Rest « 1 Bonus Action
* Action Surge « PHB 72
You can take one additional action on your turn. This
can be used 1 times per short rest.

| 1/ Short Rest « Special
* Martial Archetype ¢« PHB 72

| Battle Master
* Combat Superiority « PHB 73
You learn maneuvers that are fueled by superiority
dice. Maneuvers enhance an attack in some way. You
have 4d8 superiority dice per short rest.

| Superiority Dice: 4 / Short Rest « 1 Action

* Student of War « PHB 73
You gain proficiency with one type of artisan’s tools.

* Maneuvers ¢« PHB 74

| Brace » TCoE 42
When a creature you can see moves into the reach
you have with the melee weapon you're wielding, you
can use your reaction to expend one superiority die
and make one attack against the creature, using that
weapon. If the attack hits, add the superiority die to the
weapon’s damage roll.

| Maneuvers: Brace: 1 Reaction
| Disarming Attack « PHB
When you hit with a weapon attack, you can expend
one superiority die to add it to the damage and to
disarm the target if it fails a STR saving throw (DC 16).
| Maneuvers: Disarming Attack: Special
| Riposte « PHB
When a creature misses you with a melee attack, you
can use your reaction and expend one superiority die
to make a melee weapon attack against it (add the
superiority die to the attack’s damage roll on hit).
| Maneuvers: Riposte: 1 Reaction
* Ability Score Improvement « PHB 72
* Extra Attack « PHB 72
You can attack twice whenever you take the Attack
action on your turn.
| Special
=== WIZARD FEATURES ===
* Hit Points « PHB 113
* Proficiencies « PHB 113

* Spellcasting « PHB 114

AN
You can cast prepared wizard spells using INT as your
spellcasting modifier (Spell DC 16, Spell Attack +8)
and wizard spells in your spellbook as rituals if they
have the ritual tag. You can use an arcane focus as a
spellcasting focus.

* Arcane Recovery * PHB 115

Once per day when you finish a short rest, you can
choose expended spell slots to recover - up to a
combined level of 3, and none of the slots can be 6th
level or higher.

| 1/Long Rest « Special
* Arcane Tradition « PHB 115
| Bladesinging

* Training in War and Song * SCAG

You gain proficiency with light armor, one type of
one-handed melee weapon of your choice, and the
Performance skill if you don’t already have it.

* Bladesong « SCAG

4 times per long rest, you can use a bonus action to
start a Bladesong, which lasts for 1 minute and grants
you the following benefits:

You gain a +4 bonus to your AC, your walking speed
increases by 10 ft., you have advantage on Acrobatics
checks, and you gain a +4 bonus to any CON saving
throw you make to maintain your concentration on a
spell.

It ends early if you are incapacitated, if you don
medium or heavy armor or a shield, or if you use two
hands to make an attack with a weapon. You can also
dismiss the Bladesong at any time you choose (no
action required).

| 4/ Long Rest « 1 Bonus Action

FEATURES & TRAITS
Pearl of Power 1 -
Storm Whip 1 3lb.
Studded Leather 1 13 Ib.
Rapier 1 2 lb.
Backpack 1 5 lb.
Clothes, Common 1 31b.
Rope, Silk (50 feet) 1 5 lb.
Bedroll 1 7 Ib.
Mess Kit 1 11b.
WEIGHT CARRIED Rations (1 day) 10 20 Ib.
85 Ib. Rope, Hempen (50 feet) 1 10 Ib.
ENCUMBERED Tinderbox 1 11b.
180 Ib. Torch 10 10 Ib.
Waterskin 1 51b.

PUSH/DRAG/LIFT

360 Ib.

EQUIPMENT
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* Ability Score Improvement « PHB 115

=== AIR GENASI SPECIES TRAITS ===

* Ability Score Increases ¢ MotM 5

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 three scores (+1/+1/+1)
Increase three different scores by 1.

* Languages ¢ MotM 5

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 16
You are a Humanoid.

* Size « MotM 16
You choose between Medium or Small when you
select this race.

* Speed * MotM 16
Your walking speed is 35 ft.

* Darkvision « MotM 16

You can see in dim light within 60 ft. of you as if it were
bright light, and in darkness as if it were dim light, only
discerning colors in that darkness as shades of gray.

* Unending Breath « MotM 16
You can hold your breath indefinitely while you're not
incapacitated.

* Lightning Resistance « MotM 16
You have resistance to lightning damage.

* Mingle with the Wind « MotM 16

You learn shocking grasp. At 3rd level you can cast
feather fall, and at 5th level you can cast levitate,
without requiring material components. Once you cast
either spell, you can’t cast that spell again until you
finish a long rest. You can also cast 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 ¢
Intelligence is your spellcasting ability for these spells
when you cast them with this trait.

=== FEATS ===

* Martial Adept « PHB 168

You learn two maneuvers of your choice from among
those available to the Battle Master archetype in the
fighter class. If a maneuver you use requires your
target to make a saving throw to resist the maneuver's
effects, the saving throw DC is 16. You gain one
superiority die per short rest, which is a d6, that is
used to fuel your maneuvers.

| Lunging Attack « PHB
When you make a melee weapon attack on your turn,
you can expend one superiority die to add the total to
the damage roll and to increase your reach for that
attack by 5 feet.

| Trip Attack « PHB
When you hit with a weapon attack, you can expend
one superiority die to add the total to the damage roll,
and if the target is Large or smaller, it must make a
STR saving throw (DC 16). On failure, you knock the
target prone.

ADDITIONAL FEATURES & TRAITS

| 1/ Short Rest » No Action
| Maneuvers: Trip Attack: Special
| Maneuvers: Lunging Attack: Special

* Fey Touched » TCoE 79
Increase your Intelligence, Wisdom, or Charisma score
by 1, to a maximum of 20.

You learn the misty step spell and one 1st-level spell
of your choice from the divination or enchantment
school of magic. 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 ¢
Increase your Intelligence score by 1, to a maximum of
20. The spells’ spellcasting ability is Intelligence.

N

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
O Booming Blade Wizard +8 1A Self/5 ft. Sphere  S,M 1 round SCAG 142 D: 1Rnd, 5 ft. Sphere, SIM
QO Lightning Lure Wizard STR16 1A Self/15 ft. \Y Instantaneous  SCAG 143 V
O Gust Wizard STR16 1A 30 ft. V,S Instantaneous  EE 157 VIS
QO Frosthite Wizard CON 16 1A 60 ft. V,S Instantaneous  EE 156 VIS
O Shocking Grasp Mingle with the Wind +8 1A Touch V.S Instantaneous  PHB 275  V/S

=== 1st LEVEL === 4 Slots OO00
O Thunderwave Wizard CON16 1A Self/15 ft. Cube V,S Instantaneous  PHB 282 15 ft. Cube, V/S
O Ice Knife Wizard DEX16/+8 1A 60 ft./5 ft. Sphere  S,M Instantaneous  EE 157 5 ft. Sphere, SIM
O Fog Cloud Wizard - 1A 120 t/20 ft. Sphere  V/,S Concentration, upto Lhour - PHB 243 D: 1h, 20 ft. Sphere, V/S
O Absorb Elements Wizard - iR Self S 1 round EE 150 D: 1Rnd, S
O Find Familiar [R] Wizard -- 1h 10 ft. V,S,M Instantaneous PHB 240  V/S/M
O Feather Fall Mingle with the Wind -- 1R 60 ft. \AY 1 minute PHB 239 1/LR,D:1m, VIM
O Feather Fall Mingle with the Wind -- 1R 60 ft. \AY 1 minute PHB239 D:1m, VIM

===2nd LEVEL === 3 Slots 000
O Gust of Wind Wizard STR16 1A Self V,S,M  concentration. pro 1 minwie - PHB 248 D: 1m, V/S/M
O Dragon's Breath Wizard DEX 16 1BA  Touch/i5ft. Cone V,S,M  Concenuation.wprorminue  XGtE 154  D: 1m, 15 ft. Cone, V/IS/M
O Warding Wind Wizard - 1A Self/10 ft. Sphere Concentraion, up o 10 minutes - EE 170 D: 10m, 10 ft. Sphere, V
O Magic Weapon Wizard - 1BA  Touch V,S Concentration, upto 1hour - PHB 257 D: 1h, V/S
O Snilloc's Snowball Swarm Wizard DEX 16 1A 90 ft./5 ft. Sphere V,S,M Instantaneous EE 165 5 ft. Sphere, V/ISIM
O Levitate Wizard CON 16 1A 60 ft. V,S,M  concentaion.wprosominwes  PHB 255 D: 10m, V/S/M
O Misty Step Fey Touched - 1BA  Self \ Instantaneous PHB 260  1/LR,V
O Levitate Mingle with the Wind CON 16 1A 60 ft. V,S,M  concentation.wpro0mnues PHB 255 1/LR, D: 10m, V/S/M
O Levitate Mingle with the Wind CON 16 1A 60 ft. V,S,M  concentation, upto 10minutes - PHB 255 D: 10m, V/SIM

=== 3rd LEVEL === 2 Slots OO
QO Lightning Bolt Wizard DEX 16 1A Self/100 ft. Line V,S,M Instantaneous PHB 255 100 ft. Line, V/S/M
QO Thunder Step Wizard CON 16 1A 90 ft. \Y Instantaneous ~ XGtE 168 V
O Tidal Wave Wizard DEX 16 1A 120 ft. V,S,M Instantaneous EE 168 VISIM
QO Haste Wizard - 1A 30 ft. V,S,M  concentration, upto 1 minute - PHB 250 D: 1m, V/SIM
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