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CLASS & LEVEL PLAYER NAME
Half-Orc Soldier (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
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ARMOR Max HP Current HP Temp HP
+l 16 204 -
INITIATIVE CLASS \ HIT POINTS
1 ( 5d10+15d10 )
Immunities - Disease successes OO0
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES
INSPIRATION j ‘ === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
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ABILITY SAVE DC |
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30 ft. (Walking)

Q SPEED J

Martial Weapons, Simple Weapons

=== TOOLS ===
Dice Set, Smith's Tools, Vehicles (Land)

=== LANGUAGES ===
Common, Orc

4 PROFICIENCIES & LANGUAGES

L SKILLS ),

=== 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 15).

Divine Sense « 2 / 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 2 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.

Superiority Dice ¢ 6 / Short Rest
You learn maneuvers that are fueled by superiority

74

Darkvision 60 ft.

SENSES

Fighting Style: Unarmed Fighting  +10

Fighting Style: Unarmed Fighting (armed)  +10

'WEAPON ATTACKS & CANTRIPS

ACTIONS
4 N
17 PASSIVE WISDOM (PERCEPTION) Crosshow, Heavy +7 1d10+1 Piercing  Maral anmuniion, Heavy, Loacing, Range, Two-Handed, Range (100/40)
11 PASSIVEISDOM (NSIGHT) Javelin +10 1d6+4 Piercing Simple, Thrown, Range (30/120)
Warhammer +10 1d8+4 Bludgeoning Martial, Versatile
10 PASSIVE INTELLIGENCE (INVESTIGATION) Unarmed Strlke +10 5 BIUdgeOning

1d8+4 Bludgeoning

1d6+4 Bludgeoning
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=== FIGHTER FEATURES ===
* Hit Points « PHB 71
* Proficiencies « PHB 71

* Fighting Style « PHB 72
You adopt a fighting style specialty.

| Unarmed Fighting « TCoE 42
Your unarmed strikes can deal bludgeoning damage
equal to <strong>1d6</strong>+4 on a hit. If you aren’t
wielding any weapons or a shield when you make the
attack roll, the <strong>d6</strong> becomes a
<strong>d8</strong>.
At the start of each of your turns, you can deal
<strong>1d4</strong> bludgeoning damage to one
creature grappled by you.

| Fighting Style: Unarmed Fighting: 1 Action

| Fighting Style: Unarmed Fighting (grapple):
Special

| Fighting Style: Unarmed Fighting (armed): 1
Action

* Second Wind ¢« PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 15 HP.

| 1/ Short Rest » 1 Bonus Action
* Action Surge « PHB 72
You can take one additional action on your turn. This
can be used 1 times per short rest.

| 1/ Short Rest « Special

* Martial Archetype ¢« PHB 72

| Battle Master

* Combat Superiority « PHB 73

You learn maneuvers that are fueled by superiority
dice. Maneuvers enhance an attack in some way. You
have 6d10 superiority dice per short rest.

| Superiority Dice: 6 / Short Rest » 1 Action

* Student of War « PHB 73
You gain proficiency with one type of artisan’s tools.

* Maneuvers « PHB 74

| Ambush « TCoE 42
When you make a Dexterity (Stealth) check or an
initiative roll, you can expend one superiority die and
add the die to the roll, provided you aren’t
incapacitated.

| Maneuvers: Ambush: Special

| Brace » TCoE 42
When a creature you can see moves into the reach
you have with the melee weapon you're wielding, you
can use your reaction to expend one superiority die
and make one attack against the creature, using that
weapon. If the attack hits, add the superiority die to the
weapon’'s damage roll.

| Maneuvers: Brace: 1 Reaction
| Disarming Attack « PHB
When you hit with a weapon attack, you can expend
one superiority die to add it to the damage and to
disarm the target if it fails a STR saving throw (DC 18).

| Maneuvers: Disarming Attack: Special

| Feinting Attack « PHB
You can expend one superiority die and use a bonus

~N
action on your turn to add the total to the damage roll
and to gain advantage on your next attack roll against
a chosen creature within 5 ft. this turn.

| Maneuvers: Feinting Attack: 1 Bonus Action

| Menacing Attack « PHB
When you hit with a weapon attack, you can expend
one superiority die to add the total to the damage roll
and the target must make a WIS saving throw (DC 18).
On failure, it is frightened of you until the end of your
next turn.

| Maneuvers: Menacing Attack: Special

| Parry « PHB
When another creature damages you with a melee
attack, you can use your reaction and expend one
superiority die to reduce the damage by the number
you roll on your superiority die + 1.

| Maneuvers: Parry: 1 Reaction

| Pushing Attack « PHB
When you hit with a weapon attack, you can expend
one superiority die to add the total to the damage roll,
and if the target is Large or smaller, it must make a
STR saving throw (DC 18). On failure, you push the
target up to 15 ft. away from you.

| Maneuvers: Pushing Attack: Special
| Riposte « PHB
When a creature misses you with a melee attack, you
can use your reaction and expend one superiority die
to make a melee weapon attack against it (add the
superiority die to the attack’s damage roll on hit).
| Maneuvers: Riposte: 1 Reaction

| Sweeping Attack « PHB

FEATURES & TRAITS
Chain Mail 1 55 Ib.
Javelin 5 10 Ib.
Warhammer 1 21b.
Crossbow, Heavy 1 18 Ib.
Backpack 1 5 Ib.
Clothes, Common 1 31b.
Dice Set 1 -
Emblem 1 -
Bedroll 1 7 Ib.
WEIGHT CARRIED Mess Kit 1 1lb.
147.2 Ib. Rations (1 day) 10 20 1.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
285 Ib. Tinderbox 1 11b.
PUSH/DRAG/LIFT Torch 10 10 Ib.
570 Ib. Waterskin 1 5 Ib.

EQUIPMENT
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When you hit with a melee weapon attack, you can
expend one superiority die to deal damage to another
creature within 5 ft. of the original target and within
your reach (if the original attack would hit it) equal to
the number you roll on the superiority die.

| Maneuvers: Sweeping Attack: Special
* Ability Score Improvement « PHB 72

* Extra Attack « PHB 72
You can attack three times whenever you take the
Attack action on your turn.

| Special

* Know Your Enemy * PHB 73

If you spend at least 1 minute observing or interacting
with another creature outside combat, you can learn
information about its capabilities compared to your
own: Strength score, Dexterity score, Constitution
score, Armor Class, current HP, total class levels (if
any), fighter class levels (if any)

| 1 Minute
* Indomitable « PHB 72
You can reroll a saving throw that you fail - you must
use the new roll. You can use this 2 times per long
rest.

| 2/ Long Rest « Special

* Improved Combat Superiority « PHB 74
Your superiority dice turn into d10s.

* Relentless « PHB 74
When you roll initiative and have no superiority dice
remaining, you regain one superiority die.

| Special

=== 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 2 times per long
rest.

| 2/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.

| Great Weapon Fighting « PHB
You can reroll a 1 or 2 on damage dice with melee
weapons wielded with two hands.

* Spellcasting « PHB 84

You can cast prepared paladin spells using CHA as
your spellcasting modifier (Spell DC 15, Spell Attack
+7). You can use a holy symbol as a spellcasting
focus.

* Divine Smite « PHB 85
When you hit with a melee weapon attack, you can

ADDITIONAL FEATURES & TRAITS

N
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 Vengeance
| Channel Divinity: 1/ Short Rest ¢ 1 Action

* Channel Divinity « PHB 88
You gain two Channel Divinity options:

<strong>Abjure Enemy.</strong> As an action, you
can choose one creature within 60 ft. of you that you
can see to make a WIS saving throw (15). Fiends and
undead have disadvantage on this saving throw. On
failure, the creature is frightened and its speed is
reduced to O (and it can't benefit from bonuses to
speed) for 1 minute or until it takes any damage. On
success, the creature’s speed is halved for 1 minute or
until the creature takes any damage.

<strong>Vow of Enmity.</strong> As a bonus action,
you can choose a creature you can see within 10 ft. of
you and gain advantage on attack rolls against it for 1
minute or until it drops to 0 HP or falls unconscious.

| Channel Divinity: Abjure Enemy: 1 Action
| Channel Divinity: Vow of Enmity: 1 Bonus Action
* Oath Spells « PHB 88

You gain oath spells based on your level that are
always prepared and don't count against your daily

ADDITIONAL EQUIPMENT
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number of prepared spells.
* 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

=== HALF-ORC RACIAL TRAITS ===

* Darkvision « BR 41
You can see in darkness (shades of gray) up to 60 ft.

* Menacing * BR 41
You gain proficiency in the Intimidation skill.

* Relentless Endurance * BR 41
When you are reduced to 0 HP but not killed, you can
drop to 1 HP instead once per long rest.

| 1/ Long Rest « Special

* Savage Attacks « BR 41

When you score a critical hit, roll one of the weapon’s
dice one additional time and add it to the extra
damage.

=== FEATS ===

* Martial Adept « PHB 168

You learn two maneuvers of your choice from among
those available to the Battle Master archetype in the
fighter class. If a maneuver you use requires your

effects, the saving throw DC is 18. You gain one
superiority die per short rest, which is a d6, that is
used to fuel your maneuvers.

target to make a saving throw to resist the maneuver's

| Grappling Strike « TCoE 42
Immediately after you hit a creature with a melee
attack on your turn, you can expend one superiority die
and then try to grapple the target as a bonus action.
Add the superiority die to your Strength (Athletics)
check.

| Quick Toss « TCoE 42
As a bonus action, you can expend one superiority die
and make a ranged attack with a weapon that has the
thrown property. You can draw the weapon as part of
making this attack. If you hit, add the superiority die to
the weapon’s damage roll.

| 1/ Short Rest

| Maneuvers: Grappling Strike: 1 Bonus Action

| Maneuvers: Quick Toss: 1 Bonus Action
* Crossbow Expert « PHB 165
You ignore the loading property of crossbows with
which you are proficient. Being within 5 ft. of a hostile
creature doesn’t impose disadvantage on your ranged
attack rolls, and when you use the Attack action and
with a one-handed weapon, you can use a bonus
action to attack with a hand crossbow you are holding.

| Crossbow Expert Attack: 1 Bonus Action

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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=== 1st LEVEL === 4 Slots OO00
O Compelled Duel <C> Paladin WIS 15 1BA 30ft. \% Concentration, upto 1 minuie - PHB 224 D:1m, V
QO Heroism <C> Paladin - 1A Touch V,S Concenuation, upto 1 minuie - PHB 250 D: 1m, VIS
O Wrathful Smite <C> Paladin WIS 15 1BA  Self \ Concenuation, upto 1 minuie - PHB 289 D:1m, V
P Hunter's Mark <C> Paladin (Always Prepared) -- 1BA 90 ft. \% Concentration, upto Lhour - PHB 251 Ext. D: (See Description)*, D: 1h, V
P Bane<C> Paladin (Always Prepared) CHA 15 1A 30 ft. V,S,M  concentration, wro1minwe - PHB 216~ D: 1m, V/S/M
O Bless<C> Paladin - 1A 30 ft. V,S,M  concenuation, upto 1 minute - PHB 219 D: 1m, V/ISIM
O Command Paladin WIS 15 1A 60 ft. \% 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, upto ominutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Magic <C> Paladin -- 1A Self/30 ft. Sphere  V,S Concenuaiion, upto 0minutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Poison and Disease <C> Paladin - 1A Self/30 ft. Sphere V/,S,M  concenvaion, wpoomnves PHB 231 D: 10m, 30 ft. Sphere, V/S/M
O Divine Favor <C> Paladin - 1BA  Self V.S Concenuation, upo 1minte - PHB 234 D: 1m, V/S
O Protection from Evil and Good <C> Paladin - 1A Touch V,S,M  concentaion.wprosominwes  PHB 270 D: 10m, V/SIM
O Purify Food and Drink Paladin - 1A 10 ft./5 ft. Sphere  V,S Instantaneous  PHB 270 5 ft. Sphere, V/S
O Shield of Faith <C> Paladin - 1BA 60 ft. V,S,M  concentaion.wprosominwes - PHB 275 D: 10m, V/SIM
O Searing Smite <C> Paladin CON 15 1BA  Self \% Concentration, upto Lminwte - PHB 274 D: 1m, V
O Thunderous Smite <C> Paladin STR15 1BA Self \ Concenuation, upto 1minte - PHB 282 D: 1m, V
O Ceremony Paladin - 1h Touch V,S,M Instantaneous XGtE 151 V/S/M
===2nd LEVEL === 2 Slots OO
P Misty Step Paladin (Always Prepared) - 1BA  Self \% Instantaneous  PHB 260 V
P Hold Person <C> Paladin (Always Prepared) WIS 15 1A 60 ft. V,S,M  concentation.wpo1minwe - 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 30 ft. V,S Instantaneous  PHB 240  V/S
O Lesser Restoration Paladin - 1A Touch V,S Instantaneous  PHB 255  V/S
O Locate Object <C> Paladin - 1A Self V,S,M  concenration. p o 10 minues - PHB 256 D: 10m, V/S/IM
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 Zone of Truth Paladin CHA 15 1A 60 ft/15 ft. Sphere  V,S 10 minutes PHB 289  D:10m, 15 ft. Sphere, V/S
O Branding Smite <C> Paladin - 1BA  Self \Y Concentration, upto L minute . PHB 219 D:1m,V
R SPELLS N
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