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CLASS & LEVEL PLAYER NAME
Reborn Reformed Outlaw (Milestone)
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Resistances - Poison 5d10 successes O=O=0O
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INSPIRATION
j === ARMOR ===

=== WEAPONS ===
Firearms, Martial Weapons, Simple Weapons

=== TOOLS ===
Playing Card Set, Thieves' Tools

=== LANGUAGES ===
Common, Orc

4 PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

Channel Divinity « 1 / Short Rest

Your oath allows you to channel divine energy to
fuel magical effects. When you use your Channel
Divinity, you choose which option to use. You must
then finish a short or long rest to use your Channel
Divinity again. Some Channel Divinity effects require
saving throws (DC 13).

Divine Sense * 3/ Lona Rest

As an action, you can detect good and evil. Until
the end of your next turn, you can sense anything
affected by the hallow spell or know the location of any
celestial, fiend, undead within 60 ft. that is not behind
total cover. You can use this feature 3 times per long
rest.

Lay on Hands Pool « 25 / Long Rest

You have a pool of healing power that can restore
25 HP per long rest. As an action, you can touch a
creature to restore any number of HP remaining in the
pool, or 5 HP to either cure a disease or neutralize a
poison affecting the creature.

=== SPECIAL ===
Divine Smite

74

SENSES

'WEAPON ATTACKS & CANTRIPS

ACTIONS
7 N

13 PASSIVE WISDOM (PERCEPTION) Rapier +5 1d8+4 Piercing Martial, Finesse

Revolver +5 2d8+2 P|erc|ng Firearms, Ammunition (Firearms), Range, Reload, Range (40/120)
13 PASSIVE WISDOM (INSIGHT)

Revolver +5 2d8+2 P|erc|ng Firearms, Ammunition (Firearms), Range, Reload, Range (40/120)

PASSIVE INTELLIGENCE (INVESTIGATION - 3 3 :

8 ( ) Whip +5 1d4+4 Slashing Martial, Finesse, Reach

Unarmed Strike +3 1 Bludgeoning
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=== PALADIN FEATURES ===

* Hit Points « PHB 84
* Proficiencies « PHB 84

* Divine Sense « PHB 84

As an action, you can detect good and evil. Until the
end of your next turn, you can sense anything affected
by the hallow spell or know the location of any
celestial, fiend, undead within 60 ft. that is not behind
total cover. You can use this feature 3 times per long
rest.

| 3/Long Rest « 1 Action

* Lay on Hands * PHB 84

You have a pool of healing power that can restore 25
HP per long rest. As an action, you can touch a
creature to restore any number of HP remaining in the
pool, or 5 HP to either cure a disease or neutralize a
poison affecting the creature.

| Lay on Hands Pool: 25/ Long Rest « 1 Action

* Fighting Style « PHB 84
You adopt a style of fighting as your specialty.

| Dueling « PHB
When you are wielding a melee weapon in one hand
and no other weapons, you gain a +2 bonus to
damage rolls with that weapon.

* Spellcasting *« PHB 84

You can cast prepared paladin spells using CHA as
your spellcasting modifier (Spell DC 13, Spell Attack
+5). You can use a holy symbol as a spellcasting
focus.

* Divine Smite « PHB 85

expend one spell slot to deal 2d8 extra radiant damage
to the target plus 1d8 for each spell level higher than
1st (max 5d8) and plus 1d8 against undead or fiends
(max 6d8 total).

| Special

* Divine Health « PHB 85
You are immune to disease.

* Sacred Oath » PHB 85
| Oath of the Sheriff
| Channel Divinity: 1 / Short Rest « 1 Action
* Oath Spells «
You gain oath spells based on your level that are
always prepared and don't count against your daily

number of prepared spells.

* Channel Divinity
You gain two new Channel Divinity options:

Deputize - As an action, you can designate a creature
within 30 feet of you to be your deputy for the next
hour. While it is deputized, you and your deputy have
advantage on attack rolls as long as you are both
wtihin 30 feet of each other.

Lawful Charisma - As an action, you can grant youself
advantage on Charisma checks that you make for the
next minute.

| Channel Divinity: Deputize: 1 Action

| Channel Divinity: Lawful Charisma: 1 Action

* Bonus Proficiencies

N
* Ability Score Improvement « PHB 85

* Extra Attack « PHB 85
You can attack twice, instead of once, whenever you
take the Attack action on your turn.

| Special

=== REBORN RACIAL TRAITS ===

* Ability Score Increases ¢ VRGtR 15

When determining your ability scores, you increase
one of those scores by 2 and increase a different score
by 1, or you increase three different scores by 1.

| Increase two scores (+2 / +1) ¢
Increase one of these scores by 2 and a different
score by 1.

* Languages * VRGIR 15

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type * VRGIR 21
You are a Humanoid.

* Size « VRGIR 21
You are Medium or Small. You choose the size when
you gain this lineage.

* Speed * VRGIR 21
Your walking speed is 30 feet.

* Ancestral Legacy * VRGtR 21

If you replace a race with this lineage, you can keep
the following elements of that race: any skill
proficiencies you gained from it and any climbing,

PUSH/DRAG/LIFT

0 lb.

When you hit with a melee weapon attack, you can | Intimidation « flying, or swimming speed you gained from it.
FEATURES & TRAITS

Shield 1 6 Ib.
Chain Mail 1 55 Ib.
Rapier 1 2 lb.
Whip 1 31b.
Revolver 1 31b.
Revolver 1 31b.
Clothes, Common 1 31b.
Rope, Hempen (50 feet) 1 10 Ib.
Playing Card Set 1 -

WEIGHT CARRIED Amulet 1 11b.

86.2 Ib.
ENCUMBERED
0 Ib.

EQUIPMENT
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* Deathless Nature * VRGtR 21

You have advantage on saving throws against disease
and being poisoned, and you have resistance to
poison damage.

You have advantage on death saving throws.

You don't need to eat, drink, or breathe.

You don't need to sleep, and magic can'’t put you to
sleep. You can finish a long rest in 4 hours if you
spend those hours in an inactive, motionless state,
during which you retain consciousness.

* Knowledge from a Past Life « VRGtR 21

When you make an ability check that uses a skill, you
can roll a <strong>d6</strong> immediately after
seeing the number on the <strong>d20</strong> and
add the number on the <strong>d6</strong> to the
check. You can use this feature 3 times, and you
regain all expended uses when you finish a long rest.

| 3/ Long Rest ¢ Special

=== FEATS ===

* Dual Wielder - Outlaw «
You master fighting with two weapons, gaining the
following benefits:

- You gain a +1 bonus to AC while you are wielding a
separate weapon in each hand.

- You can use two-weapon fighting even when the
one-handed weapons you are wielding aren't light.

- You can draw or stow two one-handed weapons
when you would normally be able to draw or stow only
one.

- When you engage in two-weapon fighting, you can
add your ability modifier to the damage of the second
attack.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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Male 45 Medium 6' 175
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Good Hoar Pale/almost cle Albino Bleached whit
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=== Organizations === .
g It's hard to pass on a good bet or
Church of Hoar friendly wager.
I have a contingency for just
about any situation.
PERSONALITY TRAITS
L~ 1
[ "]
Freedom. My price for it was high,
and I'll do everything | can to
maintain it. (Chaotic)
IDEALS
L~ 1
[ "]
I've vowed to take down my old
organization.
BONDS
L~ 1
[N "]
Gambling's a habit | didn't let go of when | put
my old life behind me.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS .
) { )\ {
/ \
Having been an outlaw in his first life, Daemon
lived a life of crime and violence. Belonging to a
gang of rough riders who's notorious reputation
filled the frontier with shadow and danger.
Daemon was content to live the rest of his life this
way until one day he awoke in the desert. Buried
under the dunes in the moonlight. It was there he
was brought before the god Hoar. Hoar instructed
Daemon of his murder and wanted him to be his
champion in exacting vengeance and justice.
Daemon was charged with not only dispensing his
ow justice, but anyone who he came across in
along his path. He took up his guns for his new
righteous task.
Daemon's new dogma, given by the god Hoar,
reads as follows:
"Uphold true and fitting justice and maintain the
spirit of the law, not the letter of the law. Fitting
recompense will always
accrue for one's actions. Violence will meet
violence
and evil pay back evil, but good will also come to
those who do good. Walk the line of the
Doombringer's
teachings, seeking retribution, but do not fall into
the
trap of pursuing evil acts for evil's sake, for that
way is
seductive and leads only to one's downfall.
Vengeance
must be sought for all injustices, and all
punishments
must fit the crime. Revenge is sweetest when it is
sharpened with irony. All attacks must be avenged
Those who do not respond to attacks against their
person or that which they hold dear only invite
further
attacks."
CHARACTER BACKSTORY ADDITIONAL NOTES
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=== 1st LEVEL === 4 Slots OO00
O Compelled Duel <C> Paladin WIS 13 1BA 30ft. \% Concentration, upto 1 minuie - PHB 224 D:1m, V
P Shield of Faith <C> Paladin (Always Prepared) - 1BA 60 ft. V,S,M  concenvation up o 10minues - PHB 275 D: 10m, V/SIM
P Guiding Bolt Paladin (Always Prepared) +5 1A 120 ft. V.S 1 round PHB 248 D:1Rnd, VIS
O Bless<C> Paladin - 1A 30 ft. V,S,M  concentration, upto 1 minute - PHB 219 D: 1m, V/SIM
O Command Paladin WIS 13 1A 60 ft. \Y 1 round PHB 223 D: 1Rnd, V
O Cure Wounds Paladin - 1A Touch V.S Instantaneous  PHB 230  V/S
O Detect Evil and Good <C> Paladin -- 1A Self/30 ft. Sphere  V,S Concenaiion, uproominvtes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Magic <C> Paladin -- 1A Self/30 ft. Sphere  V,S Concenraiion, upro lominutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Poison and Disease <C> Paladin - 1A Self/30 ft. Sphere  V/,S,M  concenaion wpoomnies PHB 231 D: 10m, 30 ft. Sphere, V/SIM
O Divine Favor <C> Paladin - 1BA  Self V.S Concenuaiion, upto tminte - PHB 234 D: 1m, V/S
O Heroism <C> Paladin - 1A Touch V.S Concenuation, upto tminte - PHB 250 D: 1m, V/S
O Protection from Evil and Good <C> Paladin - 1A Touch V,S\M  concenvaion.wpo0minuees - PHB 270 D: 10m, V/S/M
O Purify Food and Drink Paladin -- 1A 10 ft./5 ft. Sphere  V,S Instantaneous  PHB 270 5 ft. Sphere, VIS
O Searing Smite <C> Paladin CON 13 1BA  Self \Y Concenuaiion, upto tminte - PHB 274 D: 1m, V
O Thunderous Smite <C> Paladin STR13 1BA Self \% Concenuation, upto 1minte - PHB 282 D: 1m, V
O Wrathful Smite <C> Paladin WIS 13 1BA  Self \ Concenvaton wpro 1mine - PHB 289 D: 1m, V
===2nd LEVEL === 2 Slots 0O
O Zone of Truth Paladin CHA 13 1A 60 ft./15 ft. Sphere  V/,S 10 minutes PHB 289  D:10m, 15 ft. Sphere, V/S
P Calm Emotions <C> Paladin (Always Prepared) CHA 13 1A 60 ft./20 ft. Sphere  V,S Concentraton, wpo 1mine - PHB 221 D: 1m, 20 ft. Sphere, V/S
P Hold Person <C> Paladin (Always Prepared) WIS 13 1A 60 ft. V,S,M  concentiation, spro1minwe - PHB 251 D: 1m, V/S/M
O Ad Paladin - 1A 30 ft. V,S,M 8 hours PHB 211  D: 8h, VISIM
O Find Steed Paladin - 10m 30ft. V,S Instantaneous  PHB 240  V/S
QO Lesser Restoration Paladin - 1A Touch V,S Instantaneous  PHB 255  V/S
O Locate Object <C> Paladin - 1A Self V,S,M  concenation.po ominwies - PHB 256 D: 10m, V/S/M
O Magic Weapon <C> Paladin - 1BA  Touch V,S Concentration, upto 1hour - PHB 257 D: 1h, V/S
QO Protection from Poison Paladin - 1A Touch V,S 1 hour PHB 270 D: 1h, VIS
O Branding Smite <C> Paladin - 1BA  Self \Y Concentration, upto Lminute - PHB 219 D:1m,V
R SPELLS N
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