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ABILITY MODIFIER        SAVING THROW  PROF.
BONUS

WISDOM

STRENGTH

DEXTERITY

CONSTITUTION

CHARISMA

LEVEL

MAX HIT POINTS

HP
CURRENT

3
Ekaterin Daniel
Fighter (Eldritch)

900 2.700
Soldier (arcane) Officer

High Elf Medium 5'4'' 110 lbs
F blonde, chin-length blue fair

53 Chaotic Good

16 +3 +5

12 +1 +1

14 +2 +4

16 +3 +3

11 0 0

10 0 0

Magic can't put me to sleep; Adv. on saves vs. charmed

PROFICIENCY
BONUS +

8 +

 Int 13

12
Darkvision 60 ft

+2

Second Wind (1d10+3) 1   SR
Action Surge 1   SR

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) 

+1

0

+5

+5

0

+5

0

0

+3

0

+3

+2

0

0

+3

+1

■ +1

+2

+2 Martial (WIS)

+1 1 30 ft 20 ft

17
17 Splint

0 2

 

 
 
 
 

32
3 d10 2

PROF  ABILITY

1
Greatsword ✔ Str Melee +5 2d6+3 Slashing
Heavy, two-handed; Re-roll 1 or 2 on damage die

Fire Bolt ✔ Int 120 ft +5 1d10 Fire
Unattended flammable objects ignite (PHB 241)

Pike ✔ Str Melee +5 1d10+3 Piercing
Heavy, reach, two-handed; Re-roll 1 or 2 on damage die

  

  

  

Attack / Cast a Spell
Dash / Disengage / Dodge

Escape Grapple / Help / Hide
Ready / Search / Use Object
Overrun / Tumble (or as bonus action)

As 1 attack: Disarm / Grapple / Shove

Find Familiar (dismiss/reappear)

Use familiar's senses

Second Wind

Weapon Bond

Opportunity Attack
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Background

ARMOR:

WEAPONS:

Features

Proficiencies

Feats

Equipment

High Elf (+2 Dexterity, +1 Intelligence) 
Trance: Elves don't need to sleep, but meditate semiconsciously, for 4 hours a day. While 
meditating, I can dream after a fashion; such dreams are actually mental exercises that 
have become reflexive through years of practice. After resting in this way, I gain the same 
benefit that a human does from 8 hours of sleep, thus needing only 4 hours for a long rest. 
Cantrip: I know one cantrip of my choice from the wizard spell list. Intelligence is my 
spellcasting ability for it.

Eldritch Knight, level 3: 
 Great Weapon Fighting Style (Fighter 1, PHB 72) 

   Reroll 1 or 2 on damage if wielding two-handed/versatile melee weapon in both hands 
 Second Wind (Fighter 1, PHB 72) [1d10+3, 1× per short rest] 

   As a bonus action, I regain 1d10 + fighter level HP; I can use this once per short rest 
 Action Surge (Eldritch Knight 2, PHB 72) [1× per short rest] 

   I can take one additional action on my turn on top of my normally allowed actions 
 Spellcasting (Eldritch Knight 3, PHB 75) [2 cantrips & 3 spells known] 

   I can cast known wizard cantrips/spells, using Intelligence as my spellcasting ability 
 Weapon Bond (Eldritch Knight 3, PHB 75) 

   I can bond with up to two weapons by spending a short rest with each 
   I can't be disarmed of a bonded weapon and I can summon one as a bonus action

Military Rank
I have a military rank from my career as a soldier. Soldiers loyal to my former military 
organization still recognize my authority and influence. I can invoke my rank to influence 
soldiers and temporarily requisition simple equipment or horses. I can usually gain access to 
friendly military encampments and fortresses where my rank is recognized.

Common
Elvish
Sylvan
Dwarvish

Playing Cards

I approach problems head-on. A simple, direct course is the best path to a solution. I'm 
always respectful and polite.

Independence: When people obey orders blindly, they affirm a kind of tyranny. (Chaotic)

I'll never forget the crushing defeat my company endured or the people who inflicted it.

My hatred of my foes has become more and more blind and unreasoning. 

LBSLBS

ATTUNED MAGICAL ITEMS (MAX 3)

Greatsword 1 6

Pike 1 18

Chain Mail 55

Common clothes 3

Insignia of rank
Trophy
playing cards
Belt pouch (with coins) 1

79 4

81 -  
160 lb

241 -  
480 lb 91,6 lb

5 10 15 - 30

419 9 5
Modest

1 gp

10 FT SPEED 20 FT SPEED 5 FT

CARRYING CAPACITY

STR ×

240 lb
15
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CHARACTER:

Exhaustion Magic Items

LEVEL EFFECT (CUMULATIVE)

1 Disadvantage on Ability Checks

2 Speed halved

3 Disadvantage on Attack Rolls and Saving Throws 

MAGIC ITEM:

4 Hit Point maximum halved

5 Speed reduced to 0

6 Death

Conditions

Blinded
Fail checks involving sight. Attacks have 
disadvantage. Enemy attacks have advantage.

Charmed
Can’t harm/attack charmer. Charmer has 
advantage on ability checks to interact socially.

Deafened
Fail checks involving hearing.

Frightened
Disadvantage to checks/attacks while source 
of fear is in sight. Can’t willingly move closer 
to the source of fear.

Grappled
Speed drops to 0, regardless of any bonus.

Incapacitated
Can’t take actions or reactions.

Invisible
Can’t be seen, but noise and tracks. Attacks 
have advantage, enemy attacks disadvantage.

Paralyzed
Incapacitated. Can’t move or speak. Fail Str 
and Dex saving throws. Enemy attacks have 
advantage. Enemy attacks within 5 ft are 
critical hits.

Petrified
Incapacitated. Can’t move or speak. Unaware 
of surroundings. Resistance to all damage. 
Immune to poison/disease. Fail Str and Dex 
saving throws. Enemy attacks have advantage. 
Stop aging. Weight increases by factor 10.

Poisoned
Disadvantage on attack rolls and ability checks.

Prone
Crawl (at ½ speed) or stand up (costs ½ speed). 
Attacks have disadvantage. Enemy attacks 
have advantage within 5 ft and disadvantage if 
further away.

Restrained
Speed 0, regardless of bonus. Disadvantage on 
Dex saving throws. Attacks have disadvantage. 
Enemy attacks have advantage.

Stunned
Incapacitated. Can’t move. Can speak only 
falteringly. Fail Str and Dex saving throws. 
Enemy attacks have advantage.

Unconscious
Incapacitated. Can’t move or speak. Unaware 
of surroundings. Drop everything. Fail Str 
and Dex saving throws. Enemy attacks have 
advantage. Enemy attacks within 5 ft are 
critical hits.
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K. MAGIC ITEM:

MAGIC ITEM:

MAGIC ITEM:

MAGIC ITEM:

MAGIC ITEM: ATTUNED

ATTUNED

ATTUNED

ATTUNED

ATTUNED

ATTUNED

Status Possessions

GEAR #  #  

TOTAL WEIGHT

Other Holdings

TOTAL WEIGHT

GEAR

Notes

Ekaterin

Extra Equipment
LBS LBS
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Background

With around 50 years of life experience, Ekaterin is young indeed from the perspective of an elf that grew up with her 
kind. The memories of her family have all but faded. Before even fully grown, she was taken from her family as they 
travelled, abducted by the Kolgari, made to be a servant to some rich family. A role, that she had not been suited to and 
eventually she is sent away to be drafted into the military. 
She finds she has a knack for this human way of fighting in heavy armour and with big, hefty swords. Demonstrating 
also some ability to show responsibility and fight smart, she is made a squad leader quickly, young even by human 
standards. In the Kolgari army she feels at home for a time. 
But then, her company is sent to take part in the battle for the minotaur capital. Even before the battle there are 
rumours amongst the ranks that one of the other companies seems mutinous. It isn't the first time she's heard that, 
however, and doesn't put much stock to it. But the battle turns to fiasco when that company does not fulfill their orders 
and against the original battle plan, part of the enemy's forces is not cut off, when that company in question fails to 
divert part of a river. For herself, engaged in the fighting at that point, it means that she barely manages to get even a 
fraction of the foreces in her charge out alive. Only handful of the few dozen under her order survive the ordeal. 
Later the news of the other company's misdeed arrives and also that of their punishment. The rest of the assembled 
army is made to watch as that whole company is put to the sword. Gruesome punishment had always been a part of the 
life in the Kolgari army and any other army, Ekaterin had thought, but this is way more than that. In particular when 
added to the fact that battle plan called for the flooding of a city and death of a large number of civilians, it clearly 
shows her the callous disregard for life of the Kolgari elite. And suddenly Ekaterin does not feel at all at home any more. 
In an opportune moment a few weeks later, she fakes her death and deserts the Kolgari army and Empire. 
Not knowing where to find her elven family, one that she doesn't really share a bond with anymore anyway, she starts 
to look for people that want to take the fight to the Kolgari leaders. She accepts that that means killing some of her 
former brothers and sisters in arms, but reasons that it must be done for the greater good. While she has abandoned 
most of her Kolgari kit in the escape, she has kept some of the insignias of her former position in the Kolgari military, 
figuring that it might prove to be useful at some point.

A rather short elf with neck-long gold-blonde hair, green-blue 
eyes and once-pale skin, somewhat darkened by exposure to 
sunlight and the elements.
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Ekaterin

Spell 
Slots

1ST LEVEL 2ND LEVEL 9TH LEVEL3RD LEVEL 4TH LEVEL 5TH LEVEL 6TH LEVEL 7TH LEVEL 8TH LEVEL

High elf Spells Spell attack modifier: +5
Spell save DC: 13

Spellcasting ability

 Intelligence

Eldritch Knight Spell attack modifier: +5
Spell save DC: 13

Spellcasting ability

 Intelligence

Cantrips (0 Level)

Cantrips (0 Level)

1st Level

KN SPELL DESCRIPTION SAVE SCHOOL TIME RANGE COMP DURATION B PG.

AT 
WILL
AT 
WILL Fire Bolt Spell attack for 1d10 Fire dmg; unattended flammable objects ignite; +1d10 at CL 5, 11, and 17 —  Evoc 1 a 120 ft V,S Instantaneous P 241

SPELL DESCRIPTION SAVE SCHOOL TIME RANGE COMP DURATION B PG.

Booming Blade Melee wea atk with cast; hit: 0d8 Thunder dmg, if it moves next rnd +1d8; +1d8 at CL5, 11, & 17 —  Evoc 1 a 5 ft V,M Instantaneous S 142

Prestidigitation Minor trick; harmless sensory effect, illusory image, snuff light, clean/soil/chill/warm/flavor etc. —  Trans 1 a 10 ft V,S 1 h (D) P 267

SPELL DESCRIPTION SAVE SCHOOL TIME RANGE COMP DURATION B PG.

Burning Hands All in area 3d6+1d6/SL Fire dmg; save halves; unattended flammable objects ignite Dex  Evoc 1 a 15-ft cone V,S Instantaneous P 220

Find Familiar (R) Gain the services of a familiar; can see through its eyes; it can deliver touch spells; see B (10gp cons.) —  Conj 1 h 10 ft V,S,M† Instantaneous P 240

Shield If hit by attack +5 AC until start of next turn; or stop Magic Missile spell from doing any dmg to me —  Abjur 1 rea Self V,S 1 rnd P 275
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