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Sharpshooting_Troubleshc

CLASS & LEVEL PLAYER NAME
Wood Half-Elf Custom Background (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+0 20 6 0 -
INITIATIVE CLASS \ HIT POINTS J
( ( 7d10 1 \
Immunities - Magical Sleep successes O-O-0
FAILURES( )=< >=( )
QA DEFENSES \ HIT DICE \ DEATH SAVES /
|
HEROIC INSPIRATION j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— e— === TOOLS ===
ABILITY SAVE DC | Herbalism Kit
o === LANGUAGES ===
7 N Common, Draconic, Elvish, Sylvan
35 ft. (Walking)
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

Channel Divinity » 2 / Long Rest

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 vour Channel Divinity requires a savina throw, the

DC equals your Paladin spell save DC (DC 15).

=== BONUS ACTIONS ===
Channel Divinity: Divine Sense
For the next 10 min. or until you have the

Incapacitated condition, you know the location of any
Celestials, Fiends, and Undead within 60 ft., and you
know its creature type. In the same radius, you also
detect the presence of any place/object that has been
consecrated or desecrated, as with the Hallow spell.

Lay On Hands: Heal
As a Bonus Action, you can touch a creature

(which could be yourself) and restore a number HP to
that creature, up to the maximum amount remaining in

the pool.

\ ACTIONS

74

11 PASSIVE PERCEPTION Quarterstaff(Shillelagh) + Dueling Fighting Style ~ +7. 1d10+6 Bludgeoning D: 1m, V/S/M
11 DASSIVE INSIGHT Magic Stone +7 1d6+4 Bludgeoning  D: 1m, V/S
Unarmed Strike +5 3 Bludgeoning
10 PASSIVE INVESTIGATION
Darkvision 60 ft.
<
SENSES A WEAPON ATTACKS & CANTRIPS y
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=== PALADIN FEATURES ===

* Core Paladin Traits « free-rules 109

* Lay On Hands ¢ free-rules 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 35 HP.

As a Bonus Action, you can touch a creature (which
could be yourself) and restore a number HP to that
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: 35/ Long Rest « 1
Bonus Action

| Lay On Hands: Heal: 1 Bonus Action
| Lay On Hands: Purify Poison: 1 Bonus Action
* Spellcasting « free-rules 110
* Weapon Mastery e free-rules 110
* Fighting Style « free-rules 110
| Fighting Style feat «
* Paladin’s Smite « free-rules 110
You always have Divine Smite prepared and cast it
without expending a spell slot once per Long Rest.
* Channel Divinity « free-rules 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 15).

| Channel Divinity: Divine Sense: 1 Bonus Action
| 2/Long Rest ¢ 1 Action

* Paladin Subclass ¢ free-rules 111
| Oath of Vengeance

* Oath of Vengeance Spells « PHB-2024 116

When you reach a Paladin level specified in the Oath
of Vengeance Spells table, you thereafter always have
the listed spells prepared.

* Vow of Enmity « PHB-2024 117

When you take the Attack action, you can expend one
use of Channel Divinity to utter a vow of enmity against
a creature you can see within 30 ft. You have
Advantage on attack rolls against that creature for 1
minute or until you use this feature again.

If the creature drops to 0 HP, you can transfer the vow
to a different creature within 30 ft.

| 1 Action
* Ability Score Improvement « free-rules 111
* Extra Attack  free-rules 111
You can attack twice instead of once whenever you
take the Attack action on your turn.
* Faithful Steed « free-rules 111

You always have Find Steed prepared, and can cast it
once per Long Rest without expending a spell slot.

* Aura of Protection « free-rules 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 +4 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.

* Relentless Avenger « PHB-2024 117

When you hit a creature with an Opportunity Attack,
you can reduce its Speed to 0 until the end of the
current turn. You can also move up to half your Speed
as part of the same Reaction without provoking
Opportunity Attacks.

| 1 Reaction

=== WOOD 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.
* Wood EIf Descent « SCAG
| Fleet of Foot « BR

Your base walking speed increases to 35 feet.

=== FEATS ===

N

EQUIPMENT

FEATURES & TRAITS
Boots of Elvenkind 1 - Rations 10 20 Ib.
Potion of Climbing 1 - Bedroll 1 7 Ib.
Potion of Growth 1 - Tinderbox 1 11b.
Mithral Plate 1 30 Ib. Torch 10 10 Ib.
Bag of Holding 1 51b. Waterskin 1 51b.
Potion of Water Breathing 1 - Climber's Kit 1 12 Ib.
Shield 1 6 Ib. Bit and Bridle 1 1lb.
Backpack 1 51b. Military Saddle 1 30 Ib.
Potion of Healing 2 11b.
WEIGHT CARRIED Herbalism Kit 1 31b.
151 Ib. Riding Horse 1 -
ENCUMBERED Saddlebags 1 81b
210 Ib. Holy Symbol 1 -
PUSH/DRAG/LIFT Block and Tackle 1 51b.
420 |b. Qil 2 2 1b.
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* Elven Accuracy * XGtE 74

Increase your DEX, INT, WIS, or CHA score by 1.
Whenever you have advantage on an attack roll using
one of those modifiers, you can reroll one of the dice
once.

* Dueling « PHB-2024 209
You gain +2 bonus to damage with one-handed Melee
weapons when holding no other weapons.

* Magic Initiate (Druid) « free-rules 201

Two Cantrips. You learn two cantrips of your choice
from the Druid spell list. Int., Wis., or Cha. is your
spellcasting ability for this feat's spells.

Level 1 Spell. Choose a level 1 spell from the Druid
spell list. You always have that spell prepared. You
can cast it once without a spell slot, and you regain the
ability to cast it in that way when you finish a Long
Rest. You can also cast the spell using any spell slots
you have.

Spell Change. Whenever you gain a new level, you
can replace one of the spells you chose for this feat
with a different spell of the same level from the chosen
spell list.

Repeatable. You can take this feat more than once,
but you must choose a different spell list each time.

| Charisma
* Weapon Mastery « PHB-2024 110

| Quarterstaff (Topple) ¢
Topple. If you hit a creature with a Quarterstaff, you
can force it to make a Con. saving throw (DC 8 + 3 +
the ability modifier used to make the attack). On a
failed save, the creature has the Prone condition.

Slow. If you hit a creature with a Sling 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.

| Slow (Sling): 1 Action

| Topple (Quarterstaff): 1 Action

ADDITIONAL FEATURES & TRAITS
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ADDITIONAL EQUIPMENT
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They/Them (AFAE 28 Medium 511 170
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good Thanatos Faded olive Vivid emerald  Grey with light
ALIGNMENT FAITH SKIN EYES HAIR
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=== Organizations === 7 \
| don’t run from evil. Evil runs
The Emerald Enclave: A group of druids and from me.
rangers who protect the natural world from the . .. .
destructive influence of the dragons. They operate | put no trust in divine belngs.
in the wilds, using their knowledge of the land to
sabotage draconic operations and aid those PERSONALITY TRAITS
fleeing oppression. 200 S
[ "]
| try to help those in need, no matter
what the personal cost. (Good)
| kill monsters to make the world a
IDEALS
L~ 1
[ "]
| would sacrifice my life and my soul to protect the innocent.
| keep my thoughts and discoveries in a journal. My journal is my
legacy.
There’s evil in me, | can feel it. It must never be set free.
BONDS
L~ 1
[N "]
| feel no compassion for the dead. They're the lucky ones.
| have certain rituals that | must follow every day. | can
never break them.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS N\ FLAWS .
) { )\ {
/ \
Born of a mixed heritage couple of the emerald
enclave with as close to an idyllic life as could be
expected of this broken world. It was then
interrupted by the forces of the dragons with most
slain they took the adolescents for a lifetime of
"service". Marked for 3 generations of slavery with
the lightning lash for the sins of my parents. After
10 long years with the stealing of a seemingly
mundane blade | made my escape cutting down
any in my way. | will burn it all down so others
don't have to fear the destruction of their lives at
the hand of the forces of the dragons. | . will . have
. my Vengence!
CHARACTER BACKSTORY ADDITIONAL NOTES
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=== CANTRIPS ===

O Quarterstaff(Shillelagh) + Dueling Fighting Style

@)

Magic Stone

=== 1st LEVEL ===
Divine Favor
Heroism
Compelled Duel
Bless

Goodberry

Bane

Hunter's Mark

Divine Smite

T U U UTOOO0OO0O0

Divine Smite

===2nd LEVEL ===
Zone of Truth

Aid

Misty Step

Hold Person

Misty Step

Find Steed

OO UvV7UVvOOOo

Find Steed

(At will)
Magic Initiate (Druid)
Magic Initiate (Druid)

4 Slots OO0O0

Paladin

Paladin

Paladin

Paladin

Magic Initiate (Druid)

Oath of Vengeance Spells (Always Prepared)
Oath of Vengeance Spells (Always Prepared)
Paladin’s Smite (Always Prepared)

Paladin’s Smite (Always Prepared)

3 Slots OO0

Paladin

Paladin

Paladin

Oath of Vengeance Spells (Always Prepared)
Oath of Vengeance Spells (Always Prepared)
Faithful Steed

Faithful Steed

CHA 15

WIS 15

1BA
1BA

1BA
1A
1BA
1A
1A
1A
1BA
1BA
1BA

1A
1A
1BA
1A
1BA
1A
1A

Self

Touch

Self
Touch
30 ft.
30 ft.
Self
30 ft.
90 ft.
Self
Self

60 ft/15 ft. Sphere
30 ft.

Self

60 ft.

Self

30 ft.

30 ft.

SPELLS

V,S.\M
V.S

V.S
V.S

V,S,\M
V,S,\M
V,S,\M

V.S
V,S,M
\
V,S,M
\

V.S
V.S

1 minute

1 minute

1 minute
Concentration, up to 1 minute
Concentration, up o 1 minute
Concentration, up o 1 minute
24 hours
Concentration, up o 1 minute
Concentration, up to 1 hour
Instantaneous

Instantaneous

10 minutes

8 hours
Instantaneous
Concentation, up to 1 minute
Instantaneous
Instantaneous

Instantaneous

free-rules 316

EE 160

free-rules 265
free-rules 285
PHB-2024 252
free-rules 247
free-rules 280
free-rules 245
free-rules 287
free-rules 265

free-rules 265

free-rules 343
free-rules 239
free-rules 299
free-rules 286
free-rules 299
free-rules 272

free-rules 272

D: 1m, V/ISIM
D: 1m, VIS

:1m, VIS

:1m, VIS

:1m,V

:1m, VISIM

1/LR, D: 24h, VISIM
D: 1m, VISIM

D
D
D
D

Ext. D: (See Description)*, D: 1h, V
LR,V
\%

D: 10m, 15 ft. Sphere, VIS
D: 8h, VISIM

\Y%

D: 1m, V/SIM

\Y

1/LR (Used), VIS

VIS

> 4

N




