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	Background: Soldier
	Species: Human
	Class: Fighter
	Subclass: Eldritch Knight
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	0: Trident 1-Handed
	1: +6
	2: 1d8+4 Pierce
	3: Thrown, 20'/60'
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	0: Trident 2-Handed
	1: +6
	2: 1d10+4 Pierce
	3: Mastery: Topple.

	3: 
	0: Heavy Crossbow
	1: +4
	2: 1d10+2 Pierce
	3: Mastery: Push. 100'/400'

	4: 
	0: Ray of Frost
	1: +5
	2: 1d8 Cold
	3: Target -10 speed for 1 rnd
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	0: 3 Magic Missiles
	1: Instant Hit
	2: 1d4+1 Force ea.
	3: 120', can hit several targets


	Features: 
	0: 
	0: Fighting Style: Blind Fighting.

Second Wind: 2/Day, recover 1 use per Short Rest. Bonus action to regain 1d10+3 HP.

Weapon Master:
1) Flail
2) Trident
3) Heavy Crossbow

Action Surge: 1/Short Rest, take one additional action on your turn, except the 'Magic' action.
	1: Tactical Mind: When you fail an ability check, expend a use of Second Wind to roll 1d10 and add the number to the check. If the check still fails, the Second Wind use isn't expended.

Eldritch Knight: Gain two cantrips, three 1st lvl spell slots. Regain all slots on Long Rest.

War Bond: Bonded with two weapons, cannot be disarmed. Bonus action to summon 1 bonded weapon if on the same plane.

	1: 
	0: Healer Feat: Expend 1 use of a Healer's Kit on a creature within 5'. Creature can expend 1 Hit Point Die, then you roll that die. Creature regains HP equal to die roll + 2.

If you roll a 1 when healing another creature with Healer Kit or Magic, you can re-roll that die and must use new roll.
	1: Savage Attacker: 1/Turn when you hit, roll weapon's damage dice twice and use either roll.

Blind Fighting: You have Blindsight with a range of 10'.
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	Snotes: 
	0: 1 min/ 30', 10lbs force.
	1: Ranged Spell Attack (+5)
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