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O _+8 Strength \ /7 \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ O _+6_ Dexterity
16 ® +14 Constitution +1 18 156 I
O _+6_ Intelligence
® +12 Wisdom INITIATIVE CLASS \ HIT POINTS /
@® +16 Charisma / y, , \
L. . 6d10 + 14d6
— Immunities - Magical Sleep successes OO0
DEXTERITY
Al s
+5 Bonus on saves raures O-O-O
1 2 Advantage against being N DEFENSES \ HIT DICE \ DEATH SAVES )
charmed, and magic can't
@ put you to sleep
K\ SAVING THROWS /) Y
HEROIC INSPIRATION
N 7 j === ARMOR ===
y \ =N Heavy Armor, Light Armor, Medium Armor,
[CONSTITUTION] ﬂ) +1  Acrobatics DEX \ ™~ Shields
16 | O _*1_ Animal Handling wis PROFICIENCY BONUS j === WEAPONS ===
® +7 Arcana INT ~ Martial Weapons, Simple Weapons
O +3  Athletics STR = —r === LANGUAGES ===
® +11 Deception CHA ABILITY SAVE DC | Common, Common Sign Language, Elvish
_g— _gu—
N —— O _+1  History INT o
INTELLIGENCE .
® _+7  Insight wis (/ \
30 ft. (Walking), 30 ft. (Flyin
12 ® +11 Intimidation CHA ( 9) (Flying)
® _*7_ Investigation INT
’@ O +1  Medicine wis \ SPEED /
O +1 Nature INT ) PROFICIENCIES & TRAINING
r WISDOM Y O # Perception wis , \
O _+5  Performance CHA === ACTIONS === DC equals your Paladin spell save DC (DC 19).
l 2 ) Standard Actions
® _+11 Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, === BONUS ACTIONS ===
O +1 Religion INT Hide, Ready, Search, Utilize, Opportunity Attack, Channel Divinity: Divine Sense
g Grapple, Shove, Improvise, Two-Weapon Fighting, For the next 10 min. or until you have the
O _*1_ Sleight of Hand DEX Interact with an Object, Study, Influence Incapacitated condition, you know the location of any
Celestials, Fiends, and Undead within 60 ft., and you
O _#1_ Stealth DEX Channel Divinity » 2 / Long Rest know its creature type. In the same radius, you also
U CHARISMA ) O 1 Surival wis You can channel energy directly from the Outer detect the presence of any place/object that has been
Planes to fuel magical effects. Each time you use this consecrated or desecrated, as with the Hallow spell.
20 o) class’s Channel Divinity, you can choose which effect
- to create. You can use this class’s Channel Divinity 2 Font of Magic: Create Spell Slot Level 1
O times per Long Rest, but can regain one expended You can transform 2 unexpended Sorcery Points
use after finishing a Short Rest. into a level 1 spell slot, which vanishes when you
o J— finish a Long Rest.
If your Channel Divinity requires a saving throw, the
\ SKILLS J ACTIONS )
7 N
11 PASSIVE PERCEPTION Javelin +9 1d6+3 Piercing Simple, Thrown, Slow, Range (30/120)
17 Longsword +9 1d8+3 Slashing Martial, Versatile, Sap
PASSIVE INSIGHT
Unarmed Strike +9 4 Bludgeoning
17 PASSIVE INVESTIGATION

Darkvision 60 ft.
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=== SORCERER FEATURES ===

* Core Sorcerer Traits « PHB-2024 139
* Spellcasting  PHB-2024 139

* Innate Sorcery « PHB-2024 140

* Font of Magic « PHB-2024 140

You can tap into the wellspring of magic within
yourself, which is represented by Sorcery Points (SP).
You have 14 SP and regain all expended points when
you finish a Long Rest. In addition to fueling effects
such as Metamagic, you can use your SP to fuel the
options below:

Converting Spell Slots to Sorcery Points. You can
expend a spell slot to gain a number of SP equal to the
slot’s level (no action required).
Creating Spell Slots. As a Bonus Action, you can
transform unexpended SP into one spell slot, creating
a spell slot no higher than level 5. Any spell slot you
create with this feature vanishes when you finish a
Long Rest. The conversion is as follows:

« Sorcerer Level 2 | 2 SP -> Spell Slot Level 1

« Sorcerer Level 3 | 3 SP -> Spell Slot Level 2

« Sorcerer Level 5 | 5 SP -> Spell Slot Level 3

« Sorcerer Level 7 | 6 SP -> Spell Slot Level 4

« Sorcerer Level 9 | 7 SP -> Spell Slot Level 5

| Font of Magic: Sorcery Points: 14 / Long Rest ¢
Special

| Font of Magic: Convert Spell Slots: No Action

| Font of Magic: Create Spell Slot Level 1: 1 Bonus
Action

| Font of Magic: Create Spell Slot Level 2: 1 Bonus
Action

| Font of Magic: Create Spell Slot Level 3: 1 Bonus
Action

| Font of Magic: Create Spell Slot Level 4: 1 Bonus
Action

| Font of Magic: Create Spell Slot Level 5: 1 Bonus
Action

* Metamagic « PHB-2024 141

You can alter spells to suit your needs; you know 4
Metamagic options which can be used to temporarily
modify spells you cast.

* Metamagic Options « PHB-2024 141
* Sorcerer Subclass « PHB-2024 141
| Divine Soul (XGtE)

* Divine Magic * XGtE

You can learn or replace a sorcerer cantrip or a
sorcerer spell of 1st level or higher from the cleric spell
list or the sorcerer spell list. You also learn an
additional spell based on your chosen affinity.

| Chaos *

* Favored by the Gods « XGtE

Once per short rest, if you fail a saving throw or miss
with an attack roll, you can roll 2d4 and add it to the
total, possibly changing the outcome.

| 1/ Short Rest « Special
* Ability Score Improvement « PHB-2024 141
* Sorcerous Restoration « PHB-2024 141
When you finish a Short Rest, you can regain up to 7

Sorcery Points. Once used, you can’t use this feature
again until you finish a Long Rest.

~N
| 1/ Long Rest « Special

* Empowered Healing * XGtE

While you aren't incapacitated, whenever you or an
ally within 5 ft. rolls dice to determine the number of
HP a spell restores, you can spend 1 sorcery point to
reroll any number of those dice once.

| Special
* Sorcery Incarnate « PHB-2024 141
If you have no uses of Innate Sorcery left, you can use
it by spending 2 Sorcery Points when you take the
Bonus Action to activate it.

While Innate Sorcery is active, you can use up to two
Metamagic options on each spell you cast.

* 8: Ability Score Improvement « PHB-2024 141
* 12: Ability Score Improvement « PHB-2024 141
* Otherworldly Wings * XGtE
As a bonus action, you can manifest wings that give
you a flying speed of 30 ft. until you're incapacitated,
you die, or you dismiss them as a bonus action.
| 1 Bonus Action
=== PALADIN FEATURES ===
* Core Paladin Traits « PHB-2024 109
* Lay On Hands ¢ PHB-2024 109
You have a pool of healing power that replenishes
when you finish a Long Rest. With that pool, you can

restore a total of 30 HP.

As a Bonus Action, you can touch a creature (which
could be yourself) and restore a number HP to that

FEATURES & TRAITS
\\
Chain Mail 1 55 Ib. Stake (Wooden) 9 --
Shield 1 6 Ib. Holy Symbol 1 -
Longsword 1 31b. Holy Water (flask) 1 11b.
Javelin 6 12 Ib. Manacles 1 6 Ib.
Holy Symbol 1 -- Mirror, Steel 1 0.51b.
Backpack 1 51b. Oil (flask) 1 11b.
Blanket 1 31b. Tinderbox 1 11b.
Holy Water 1 1lb. Torch 3 31b.
Lamp 1 1lb. Clothes, Common 1 3b.
WEIGHT CARRIED Rations 7 141b.
153.5 Ib. Robe 1 4 1b.
ENCUMBERED Tinderbox 1 11b.
240 Ib. Chest 1 25 Ib.
PUSH/DRAG/LIFT Crowbar 1 5 Ib.
480 Ib. Hammer 1 31b.
EQUIPMENT ))




Devote Soul

CHARACTER NAME

e — —
Paladin 6 / Sorcerer 14 Actionsparda
CLASS & LEVEL PLAYER NAME
Half-EIf Haunted One (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
P — —

//
creature, up to the maximum amount remaining in the
pool.

You can also expend 5 HP from the pool of healing to
remove the Poisoned condition from the creature;
those points don't also restore HP to the creature.

| Lay On Hands: Healing Pool: 30 / Long Rest » 1
Bonus Action

| Lay On Hands: Heal: 1 Bonus Action

| Lay On Hands: Purify Poison: 1 Bonus Action
* Spellcasting « PHB-2024 110
* Weapon Mastery « PHB-2024 110
* Fighting Style » PHB-2024 110

| Blessed Warrior « br-2024 110
* Paladin’s Smite « PHB-2024 110
You always have Divine Smite prepared and cast it
without expending a spell slot once per Long Rest.
* Channel Divinity « PHB-2024 110
You can channel energy directly from the Outer Planes
to fuel magical effects. Each time you use this class’s
Channel Divinity, you can choose which effect to
create. You can use this class’s Channel Divinity 2
times per Long Rest, but can regain one expended use

after finishing a Short Rest.

If your Channel Divinity requires a saving throw, the
DC equals your Paladin spell save DC (DC 19).

| Channel Divinity: Divine Sense: 1 Bonus Action

| 2/ Long Rest « 1 Action

* Paladin Subclass « PHB-2024 111
| Oath of Devotion
* Oath of Devotion Spells « PHB-2024 113

* Sacred Weapon « PHB-2024 113

When you take the Attack action, you can expend one
use of Channel Divinity to imbue a Melee weapon with
positive energy. For 10 minutes or until you use this
feature again, you add +5 to attack rolls made with that
weapon and each time you can cause it to deal its
normal damage type or Radiant damage. The weapon
also emits a Bright Light in a 20-ft.-radius and Dim
Light 20 ft. beyond that.

You can end this effect early (no action required), and
it ends early if you aren't carrying the weapon.

| Sacred Weapon: Imbue Weapon: 1 Action
* Ability Score Improvement « PHB-2024 111

* Extra Attack « PHB-2024 111
You can attack twice instead of once whenever you
take the Attack action on your turn.

* Faithful Steed « PHB-2024 111
You always have Find Steed prepared, and can cast it
once per Long Rest without expending a spell slot.

* Aura of Protection « PHB-2024 111

You radiate a protective aura in a 10-ft. Emanation that
originates from you. The aura is inactive if you have
the Incapacitated condition.

You and your allies in the aura gain a +5 to saving
throws while in the aura. If another Paladin is present,
a creature can benefit from only one Aura of Protection
at a time; and chooses which aura while in them.

ADDITIONAL FEATURES & TRAITS

=== HALF-ELF SPECIES TRAITS ===

* Ability Score Increase * BR 39
Your Charisma score increases by 2, and two other
ability scores of your choice increase by 1.

* Darkvision * BR 39
You can see in darkness (shades of gray) up to 60 ft.

* Fey Ancestry * BR 39
You have advantage on saving throws against being
charmed, and magic can’t put you to sleep.

* Skill Versatility « BR 39
You gain proficiency in two skills of your choice.

* Languages * BR 39

=== FEATS ===

* War Caster « PHB-2024 209
Ability Score Increase. Increase your Int., Wis., or Cha.
by 1.

Concentration. You have Advantage on Con. saving
throws to maintain Concentration.

Reactive Spell. When a creature provokes an
Opportunity Attack from you by leaving your reach, you
can take a Reaction to cast a spell at the creature
rather than making an Opportunity Attack. This spell
must have a casting time of one action and must target
only that creature.

Somatic Components. You can perform the Somatic
components of spells even when you have weapons or
a Shield in one or both hands.

| Reactive Spell: 1 Reaction

N

ADDITIONAL EQUIPMENT
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* Mounted Combatant « PHB-2024 205
Ability Score Increase. Increase your Str., Dex., or
Wis. by 1.

Mounted Strike. While mounted, you have Advantage
on attack rolls against any unmounted creature within
5 ft. of your mount that is at least one size smaller than
the mount.

Leap Aside. If your mount is subjected to an effect that
allows it to make a Dexterity saving throw to take only
half damage, it instead takes no damage on a success
and only half damage on a fail. To use this benefit, you
must be riding the mount and neither of you can be
Incapacitated.

Veer. While mounted, you can force an attack to hit
you instead of your mount if you aren't Incapacitated.

* Resilient « PHB-2024 206

Ability Score Increase. Choose one ability in which
you lack saving throw proficiency and increase the
chosen ability score by 1.

Saving Throw Proficiency. You gain saving throw
proficiency with the chosen ability.

| Constitution «
Increase your CON score by 1 and you gain
proficiency in CON saving throws.

* Mage Slayer « PHB-2024 205
Ability Score Increase. Increase your Str. or Dex. by 1.

Concentration Breaker. When you damage a creature
that is concentrating, it has Disadvantage on the
saving throw it makes to maintain Concentration.

Guarded Mind. If you fail an Int., Wis., or Cha. saving
throw, you can cause yourself to succeed instead. You

can't use this again until after a Short or Long Rest.
| Guarded Mind: 1 / Short Rest  Special
* Weapon Mastery « PHB-2024 110

| Javelin (Slow) «
Slow. If you hit a creature with a Javelin and deal
damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Longsword (Sap) ¢
Sap. If you hit a creature with a Longsword, that
creature has Disadvantage on its next attack roll
before the start of your next turn.

| Slow (Javelin): 1 Action

| Sap (Longsword): 1 Action

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
O Mage Hand Sorcerer -- 1A 30 ft. V,S 1 minute PHB-2024293 D: 1m, V/S
QO Shape Water Sorcerer -- 1A 30 ft./5 ft. Cube S Instantaneous  EE 164 5 ft. Cube, S
QO Prestidigitation Sorcerer - 1A 10 ft. V,S 1 hour PHB-2024 307 D: 1h, V/S
O Minor lllusion Sorcerer - 1A 30 ft./5 ft. Cube S,M 1 minute PHB-2024 298 D: 1m, 5 ft. Cube, S/IM
O Guidance Sorcerer - 1A Touch V,S Concenration, up to L minute - PHB-2024 282 D: 1m, V/S
QO Sacred Flame Sorcerer DEX 19 1A 60 ft. V,S Instantaneous ~ PHB-2024 313 V/S
O Guidance Fighting Style - 1A Touch V.S Concentration, up to L minute  PHB-2024 282 D: 1m, V/S
QO Toll the Dead Fighting Style WIS19 1A 60 ft. V.S Instantaneous ~ PHB-2024 334 \/S
=== 1st LEVEL === 4 Slots OO0O0
O Bless Paladin - 1A 30 ft. V,S,M  concentiation, upro 1 minwe - PHB-2024 247 D: 1m, V/S/M
O Protection from Evil and Good Paladin - 1A Touch V,S,M  concenvaion upto20minwees - PHB-2024 309  D: 10m, V/S/M
O Cure Wounds Paladin - 1A Touch V.S Instantaneous ~ PHB-2024 259 /S
O Compelled Duel Paladin WIS19 1BA 30ft. \Y Concentration, up to Lminute PHB-2024 252 D: 1m, V
O Command Paladin wIS19 1A 60 ft. \% Instantaneous ~ PHB-2024 251
O Silvery Barbs Sorcerer -- 1R 60 ft. \% Instantaneous  SACoC 38 V
O Shield Sorcerer - 1R Self V.S 1 round PHB-2024316 D: 1Rnd, V/S
O Sleep Sorcerer WIS 19 1A 60 ft./5 ft. Sphere V/,S,M  concentiation, upro 1 minwe  PHB-2024 317 D: 1m, 5 ft. Sphere, V/S/IM
O Magic Missile Sorcerer - 1A 120 ft. V,S Instantaneous ~ PHB-2024 295 V//S
P Protection from Evil and Good Oath of Devotion Spells (Always Prepared) -- 1A Touch V,S,M  concentraion. upto 10minutes - PHB-2024 309 D: 10m, V/S/M
P shield of Faith Oath of Devotion Spells (Always Prepared) - 1BA 60 ft. V.SM  comenmaion.wproomnues PHB-2024 316 D: 10m, V/S/M
P Divine Smite Paladin's Smite (Always Prepared) -- 1BA  Self \Y Instantaneous ~ PHB-2024265 1/LR, V
P Divine Smite Paladin’s Smite (Always Prepared) -- 1BA  Self \Y Instantaneous ~ PHB-2024 265
O Bane Divine Magic CHA 19 1A 30 ft. V,S,M  concentation, upto 1minute - PHB-2024 245 D: 1m, V/SIM
===2nd LEVEL === 3 Slots 000
O Lesser Restoration Paladin -- 1BA Touch V,S Instantaneous ~ PHB-2024 291 V/S
QO Spiritual Weapon Sorcerer +11 1BA 60 ft. V,S Concentration, up o Lminute  PHB-2024 318 D: 1m, V/S
O Levitate Sorcerer CON19 1A 60 ft. V,S,M  concentation, upto 10 minwes - PHB-2024 291 D: 10m, V/S/M
O Misty Step Sorcerer - 1BA  Self \Y Instantaneous ~ PHB-2024299 V/
P Aid Oath of Devotion Spells (Always Prepared) - 1A 30 ft. V,S,M 8 hours PHB-2024 239 D: 8h, V/S/M
P Zone of Truth Oath of Devotion Spells (Always Prepared) CHA 19 1A 60 ft./15 ft. Sphere  V,S 10 minutes PHB-2024 343 D: 10m, 15 ft. Sphere, V/S
O Find Steed Faithful Steed - 1A 30 ft. V,S Instantaneous ~ PHB-2024272 1/LR, V/S
O Find Steed Faithful Steed - 1A 30 ft. V,S Instantaneous  PHB-2024 272 /S
=== 3rd LEVEL === 3 Slots OO0
O Hypnotic Pattern Sorcerer WwWIS19 1A 120 ft./30 ft. Cube  S,M Concentration, up o 1 minute  PHB-2024 287 D: 1m, 30 ft. Cube, S/IM
QO Fireball Sorcerer DEX 19 1A 150 ft/20 ft. Sphere V/,S,M  Instantaneous  PHB-2024 274 20 ft. Sphere, V/S/M
QO Spirit Guardians Sorcerer WIS19 1A Self/15 ft. Emanation  \/,S,M  Concenuaiion, upto 20minues  PHB-2024 318  D: 10m, 15 ft. Emanation, V/S/M
=== 4th LEVEL === 3 Slots OO0
O Polymorph Sorcerer WIS19 1A 60 ft. V,S,M  Concentration, upto L hour - PHB-2024 306 D: 1h, V/S/M
O Wall of Fire Sorcerer DEX 19 1A 120 ft. V,S,M  concentiation, upto 1 minute - PHB-2024 338 D: 1m, V/S/M
=== 5th LEVEL === 2 Slots 0O
O Holy Weapon Sorcerer CON 19 1BA Touch V.S Concenration, pto 1hour - XGtE 157 D: 1h, V/S
O Summon Celestial Sorcerer -- 1A 90 ft. V,S,M  Concenuation, upto 1hour - PHB-2024 323 D: 1h, V/S/M
O Greater Restoration Sorcerer - 1A Touch V,S\M Instantaneous  PHB-2024 281 \/S/M
SPELLS

> 4
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=== 6th LEVEL === 1 Slots O
O Heroes' Feast Sorcerer - 10m  Self/10 ft. Cube V,S,M Instantaneous PHB-2024284 10 ft. Cube, V/S/M
=== T7th LEVEL === 1 Slots O
O Resurrection Sorcerer - 1h Touch V,S,M Instantaneous  PHB-2024312 \/S/M
SPELLS

> 4
L
Y




