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Features and Magic Items

Fighter2

Subclasses

Subclass: Eldritch Knight

The archetypal Eldritch Knight combines the martial mas-
tery common to all fighters with a careful study of magic.
Eldritch Knights use magical techniques similar to those
practiced by wizards. They focus their study on two of the
eight schools of magic: abjuration and evocation. Abjura-
tion spells grant an Eldritch Knight additional protection
in battle, and evocation spells deal damage to many foes at
once, extending the fighters reach in combat. These knights
learn a comparatively small number of spells, committing
them to memory instead of keeping them in a spellbook.

Features

Action Surge

Source: Fighter

Starting at 2nd level, you can push yourself beyond your
normal limits for a moment. On your turn, you can take
one additional action on top of your regular action and a
possible bonus action.

Once you use this feature, you must finish a short or long
rest before you can use it again. Starting at 17th level, you
can use it twice before a rest, but only once on the same
turn.

Darkvision (60)

Source: Race

Accustomed to life underground, you have superior vision
in dark and dim conditions. 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. You cant discern color in darkness, only
shades of gray.

Extra Attack (2x)

Source: Fighter

Beginning at 5th level, you can attack twice, instead of
once, whenever you take the Attack action on your turn.
The number of attacks increases to three when you reach
11th level in this class and to four when you reach 20th
level in this class.

Fighting Style (Select One)

Source: Fighter

**Not included in stats on Character Sheet
Select a Fighting Style by choosing in feature_choices:
archery

defense

dueling

great-weapon fighting

protection

two-weapon fighting

Gnome Cunning

Source: Race (Gnome)

You have advantage on all Intelligence, Wisdom, and
Charisma saving throws against magic.

Natural Illusionist

Source: Race (Forest Gnome)

You know the minor illusion cantrip. Intelligence is your
spellcasting ability for it.

Position of Privilege

Source: Background (Noble)

Thanks to your noble birth, people are inclined to think
the best of you. You are welcome in high society, and people
assume you have the right to be wherever you are. The
common folk make every effort to accommodate you and
avoid your displeasure, and other people of high birth treat
you as a member of the same social sphere. You can secure
an audience with a local noble if you need to.

Second Wind

Source: Fighter

You have a limited well of stamina that you can draw on
to protect yourself from harm. On your turn, you can use
a bonus action to regain hit points equal to 1410 + your
fighter level. Once you use this feature, you must finish a
short or long rest before you can use it again



Speak with Small Beasts Magic Items

Source: Race (Forest Gnome)

Through sounds and gestures, you can communicate sim-
ple ideas with Small or smaller beasts. Forest gnomes love
animals and often keep squirrels, badgers, rabbits, moles,
woodpeckers, and other creatures as beloved pets.

Spellcasting
Source: Fighter (Eldritch Knight)

You know three 1st-level wizard spells of your choice, two
of which you must choose from the abjuration and evocation
spells on the wizard spell list.

The Spells Known column of the Eldritch Knight Spell-
casting table shows when you learn more wizard spells of 1st
level or higher. Each of these spells must be an abjuration
or evocation spell of your choice, and must be of a level for
which you have spell slots. For instance, when you reach
7th level in this class, you can learn one new spell of 1st or
2nd level.

The spells you learn at 8th, 14th, and 20th level can come
from any school of magic.

Whenever you gain a level in this class, you can replace
one of the wizard spells you know with another spell o f
your choice from the wizard spell list. The new spell must
be of a level for which you have spell slots, and it must be
an abjuration or evocation spell, unless youre replacing the
spell you gained at 8th, 14th, or 20th level.

War Magic
Source: Fighter (Eldritch Knight)

Beginning at 7th level, when you use your action to cast a
cantrip, you can make one weapon attack as a bonus action.

Weapon Bond
Source: Fighter (Eldritch Knight)

At 3rd level, you learn a ritual that creates a magical bond
between yourself and one weapon. You perform the ritual
over the course of 1 hour, which can be done during a short
rest. The weapon must be within your reach throughout the
ritual, at the conclusion of which you touch the weapon and
forge the bond.

Once you have bonded a weapon to yourself, you cant be
disarmed of that weapon unless you are incapacitated. If
it is on the same plane of existence, you can summon that
weapon as a bonus action on your turn, causing it to teleport
instantly to your hand.

You can have up to two bonded weapons, but can summon
only one at a time with your bonus action. If you attempt
to bond with a third weapon, you must break the bond with
one of the other two.



Spell Descriptions

Fighter2

Fire Bolt

Evocation Cantrip
Casting Time: 1 action
Duration: Instantaneous
Range: 120 feet
Components: V, S

You hurl a mote of fire at a creature or object within
range. Make a ranged spell attack against the target. On a
hit, the target takes 1d10 fire damage. A flammable object
hit by this spell ignites if it isnt being worn or carried.

At Higher Levels: This spells damage increases by 1d10
when you reach 5th level (2d10), 11th level (3d10), and 17th
level (4d10).

Invisibility

Illusion Level 2 (concentration)

Casting Time: 1 action

Duration: Concentration, up to 1 hour

Range: Touch

Components: V, S, M (An eyelash encased in gum arabic)
A creature you touch becomes invisible until the spell

ends. Anything the target is wearing or carrying is invis-

ible as long as it is on the targets person. The spell ends for

a target that attacks or casts a spell.

At Higher Levels: When you cast this spell using a spell
slot of 3rd level or higher, you can target one additional
creature for each slot level above 2nd.

Light

Evocation Cantrip
Casting Time: 1 action
Duration: 1 hour
Range: Touch
Components: V, M (A firefly or phosphorescent moss)
You touch one object that is no larger than 10 feet in any
dimension. Until the spell ends, the object sheds bright light
in a 20-foot radius and dim light for an additional 20 feet.
The light can be colored as you like. Completely covering
the object with something opaque blocks the light. The spell
ends if you cast it again or dismiss it as an action.
If you target an object held or worn by a hostile creature,
that creature must succeed on a Dexterity saving throw to
avoid the spell.

Mage Armor

Abjuration Level 1
Casting Time: 1 action
Duration: 8 hours
Range: Touch
Components: V, S; M (A piece of cured leather)

You touch a willing creature who isnt wearing armor, and
a protective magical force surrounds it until the spell ends.
The targets base AC becomes 13 + its Dexterity modifier.
The spell ends it if the target dons armor or if you dismiss
the spell as an action.

Magic Missile

FEvocation Level 1
Casting Time: 1 action
Duration: Instantaneous
Range: 120 feet
Components: V, S

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.

At Higher Levels: When you cast this spell using a spell
slot of 2nd level or higher, the spell creates one more dart
for each slot level above 1st.

Minor Illusion

Illusion Cantrip

Casting Time: 1 action
Duration: 1 minute

Range: 30 feet

Components: S, M (A bit of fleece)

You create a sound or an image of an object within range
that lasts for the duration. The illusion also ends if you
dismiss it as an action or cast this spell again.

If you create a sound, its volume can range from a whisper
to a scream. It can be your voice, someone elses voice, a lions
roar, a beating of drums, or any other sound you choose.
The sound continues unabated throughout the duration, or
you can make discrete sounds at different times before the
spell ends.

If you create an image of an object such as a chair, muddy
footprints, or a small chest it must be no larger than a 5-
foot cube. The image cant create sound, light, smell, or any
other sensory effect. Physical interaction with the image



reveals it to be an illusion, because things can pass through
it.

If a creature uses its action to examine the sound or im-
age, the creature can determine that it is an illusion with
a successful Intelligence (Investigation) check against your
spell save DC. If a creature discerns the illusion for what it
is, the illusion becomes faint to the creature.



