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Artificer 3 / Paladin 14 / Warlock 3 PlasmaTyphoon
CLASS & LEVEL PLAYER NAME
Protector Aasimar Acolyte (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+0 21 157 --
INITIATIVE CLASS \ HIT POINTS /
// /7 / \
Resistances - Necrotic, Radiant 308 + 14410 + 308 successes Q=00
Immunities - Charmed, Disease,
Frightened raiLures O=O=0O
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
3
INSPIRATION
j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS
j === WEAPONS ===
~ Firearms, Martial Weapons, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Jeweler's Tools, Smith's Tools, Thieves'
p— p— Tools, Tinker's Tools
7 N === LANGUAGES ===
30 ft. (Walking) Celestial, Common, Primordial, Sylvan
\§ SPEED Y
) PROFICIENCIES & LANGUAGES
/ N\
=== ACTIONS === You can use your action to end one spell on
Standard Actions yourself or on one willing creature that you touch 6
Attack, Cast a Spell, Dash, Disengage, Dodge, times per long rest.

Channel Divinity « 1 / Short Rest

saving throws (DC 20).

Cleansina Touch « 6 / Lona Rest

Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

Your oath allows you to channel divine energy to celestial, fiend, undead within 60 ft. that is not behind
fuel magical effects. When you use your Channel total cover. You can use this feature 7 times per long
Divinity, you choose which option to use. You must rest.
then finish a short or long rest to use your Channel
Divinity again. Some Channel Divinity effects require Healing Hands « 1/ Long Rest

Divine Sense * 7 / Long 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

Once per long rest as an action, touch a creature
and restore 20 hit points.

ACTIONS )

10 PASSIVE WISDOM (PERCEPTION)
16 PASSIVE WISDOM (INSIGHT)
17 PASSIVE INTELLIGENCE (INVESTIGATION)

Darkvision 60 ft.

SENSES

//

Pistol, Automatic, +3
Sword of Answering
Unarmed Strike

Guardian Armor: Thunder Gauntlets

Guardian Armor: Thunder Gauntlets (STR)

+9

+15

+8

+7

+8

WEAPON ATTACKS & CANTRIPS y

\\

2d6+3 Piercing Firearms, Ammunition (Firearms), Range, Reload, Range (50/150)
1d8+9 Slashing  Martial, versatile, Booming Blade: 3d8 Thunder, 4d8 Thunder
3 Bludgeoning
1d8+1 Thunder

1d8+2 Thunder
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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 7 times per long
rest.

| 7/ Long Rest « 1 Action

* Lay on Hands * PHB 84

You have a pool of healing power that can restore 70
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: 70 / Long Rest « 1 Action

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

| Blessed Warrior « TCoE 52

* Spellcasting * PHB 84

You can cast prepared paladin spells using CHA as
your spellcasting modifier (Spell DC 20, Spell Attack
+12). You can use a holy symbol as a spellcasting
focus.

* Divine Smite « PHB 85

When you hit with a melee weapon attack, you can
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 Devotion
| Channel Divinity: 1 / Short Rest « 1 Action

* Channel Divinity « PHB 86
You gain two Channel Divinity options:

Sacred Weapon - As an action you can imbue a
weapon with positive energy. For 1 minute, the
weapon is considered magical, you add +6 to attack
rolls, it emits bright light for 20 ft. and dim light for 20 ft
beyond that. You can end the effect as part of any
other action, if you are no longer holding the weapon,
or if you fall unconscious.

Turn the Unholy - As an action, you can censure fiends
and undead. Each fiend or undead that can see or
hear you within 30 ft. must make a WIS saving throw
(DC 20). On failure, it is turned for 1 minute or until it
takes damage.

| Channel Divinity: Sacred Weapon: 1 Action

| Channel Divinity: Turn the Unholy: 1 Action
* Oath Spells « PHB 86
You gain oath spells based on your level that are
always prepared and don't count against your daily

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.

| 1 Action

* Aura of Protection « PHB 85

While you are conscious, you grant all friendly
creatures (including you) within 10 ft. a +6 bonus to all
saving throws.

* Aura of Devotion « PHB 86
While you are conscious, friendly creatures (including
you) within 10 ft. can't be charmed.

* Aura of Courage * PHB 85
While you are conscious, you and friendly creatures
within 10 ft. can’t be frightened.
* Improved Divine Smite « PHB 85
Whenever you hit with a melee weapon attack, the
target takes an extra <strong>1d8</strong> radiant
damage.

| Special
* Cleansing Touch « PHB 85
You can use your action to end one spell on yourself
or on one willing creature that you touch 6 times per
long rest.

| 6 /Long Rest « 1 Action
=== ARTIFICER FEATURES ===
* Hit Points » TCoE 10
* Proficiencies « TCoE 10

* Magical Tinkering « TCoE 11
Imbue a Tiny nonmagical object with a magical

N

FEATURES & TRAITS
Tome of Leadership and Influence 1 -- Amulet 1 1lb
Plate, +3 1 65 Ib. Vestments 1 -
Sword of Answering 1 3lb. Clothes, Common 1 31b.
Armor of Gleaming, Plate 1 65 Ib. Yellow sapphire 1 --
Walloping Ammunition 1 11b. Crowbar 1 51b.
Pistol, Automatic, +3 1 31b. Hammer 1 31b.
Scale Mail 1 45 |b. Piton 10 251b.
Plate 1 65 Ib. Rations (1 day) 10 20 Ib.
Dagger 1 1lb. Rope, Hempen (50 feet) 1 10 Ib.
WEIGHT CARRIED Mace 1 4 1b. Tinderbox 1 11b.
328 Ib. Crossbow, light 1 5 lb. Torch 10 10 Ib.
ENCUMBERED Pistol, Automatic 1 31b.
0 lb. Crossbow Bolts 20 1.51b. Sword of Answering 1 31b.
PUSH/DRAG/LIFT Backpack 1 5 Ib.
0 Ib. Thieves' Tools 1 1lb.

EQUIPMENT
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property of your choice: 5ft. radius light, up to 6 second
long recorded message, emits odor or nonverbal
sound, static visual effect including up to 25 words of
text. You can affect a maximum of 1 objects at a time.

| 1/ Other « 1 Action

* Spellcasting » TCoE 11

You can cast prepared artificer spells using INT as
your spellcasting modifier (Spell DC 15, Spell Attack
+7) and prepared artificer spells as rituals if they have
the ritual tag. You must have a spellcasting focus —
specifically thieves’ tools or some kind of artisan’s tool
— in hand when you cast any spell with this feature.

* Infuse Item « TCoE 12

Whenever you finish a long rest, you can touch up to 2
nonmagical objects, imbuing each of them with one of

your artificer infusions, turning it into a magic item. You
can attune yourself to the item the instant you infuse it,
or you can forgo attunement so that someone else can
attune to the item.

Your infusion remains in an item indefinitely, but when
you die, the infusion vanishes after 1 days. The
infusion also vanishes if you give up your knowledge of
the infusion or you exceed your maximum number of
infusions.

| 2 / Other « Special

* Artificer Infusions « TCoE 12

You have invented numerous magical infusions that
rapidly create magic items. Each infusion tells you the
type of item that can receive it and if the resulting
magic item requires attunement.

Some infusions specify a minimum artificer level, and
unless an infusion’s description says otherwise, you
can'’t learn it more than once.

* Artificer Specialist » TCoE 13

The type of specialist are:
| Armorer

* The Right Tool for the Job « TCoE 13

With thieves’ tools or artisan’s tools in hand, you can
magically create one set of artisan’s tools in an
unoccupied space within 5 feet of you. This creation
requires 1 hour of uninterrupted work, which can
coincide with a short or long rest. Though the product
of magic, the tools are nonmagical, and they vanish
when you use this feature again.

| 1 Hour

* Tools of the Trade « TCoE 15

You gain proficiency with heavy armor. You also gain
proficiency with smith's tools. If you already have this
tool proficiency, you gain proficiency with one other
type of artisan’s tools of your choice.

* Armorer Spells « TCoE 15

You always have certain spells prepared after you
reach particular levels in this class, as shown in the
Armorer Spells table.

* Arcane Armor ¢ TCoE 15

Your metallurgical pursuits have led to you making
armor a conduit for your magic. As an action, you can
turn a suit of armor you are wearing into Arcane
Armor, provided you have smith’s tools in hand.

| Arcane Armor - Create Armor: 1 Action
* Armor Model » TCoE 16
You can customize your Arcane Armor. When you do
s0, choose one of the following armor models:
Guardian or Infiltrator.

| Guardian » TCoE
You design your armor to be in the front line of conflict.

ADDITIONAL FEATURES & TRAITS

| Guardian Armor: Thunder Gauntlets: 1 Action

| Guardian Armor: Defensive Field: 6 / Long Rest ¢
1 Bonus Action

| Guardian Armor: Thunder Gauntlets (STR): 1
Action

=== WARLOCK FEATURES ===
* Hit Points « PHB 106
* Proficiencies « PHB 107

* Otherworldly Patron « PHB 107
You have struck a bargain with an otherworldly being.

| The Hexblade

* Pact Magic « PHB 107

You can cast known warlock spells using CHA as your
spellcasting modifier (Spell DC 20, Spell Attack +12).
You can use an arcane focus as a spellcasting focus.

* Expanded Spell List « XGtE 55
Additional spells are added to the warlock spell list for
you.

* Hexblade's Curse * XGtE 55

Once per short rest, as a bonus action, choose one
creature you can see within 30 ft. to curse it for 1
minute (or until the target dies, you die, or you are
incapacitated). Against the cursed target, you gain a
+6 bonus to damage rolls, score a critical hit on a roll
of 19 or 20, and you regain 9 HP if it dies.

| 1/ Short Rest » 1 Bonus Action

* Hex Warrior « XGtE 55
You gain proficiency with medium armor, shields, and

Waterskin

ADDITIONAL EQUIPMENT
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martial weapons. Whenever you finish a long rest, you
can touch one weapon that you are proficient with and
that lacks the two-handed property. With that weapon, === PROTECTOR AASIMAR RACIAL TRAITS === === FEATS ===

you can use your CHA modifier for the attack and
damage rolls until you finish your next long rest. You
can also use your CHA modifier for the attack and
damage rolls for any of your pact weapons if you have
that feature.

| Special

* Eldritch Invocations « PHB 107
You learn fragments of forbidden knowledge that
imbue you with an abiding magical ability.

| Beguiling Influence « PHB 110
You gain proficiency in the Deception and Persuasion
skills.

| Rebuke of the Talisman ¢ TCoE 71
When the wearer of your talisman is hit by an attacker
you can see within 30 ft. of you, you can use your
reaction to deal 6 psychic damage to the attacker and
push it up to 10 ft. away from the talisman’s wearer.

| Eldritch Invocations: Rebuke of the Talisman: 1
Reaction

* Pact Boon « PHB 107
Your otherworldly patron bestows a gift upon you for
your loyal service.

| Pact of the Talisman « TCoE 70
When the wearer of your Talisman fails an ability
check, they can add a <strong>d4</strong> to the roll,
potentially turning the roll into a success. This benefit
can be used 6 times, and all expended uses are
restored when you finish a long rest.

| Pact Boon: Pact of the Talisman: 6 / Long Rest ¢
Special

* Ability Score Increase ¢ VGtM
* Age * VGtM

* Size « VGIM

* Speed * VGtM

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

* Celestial Resistance ¢« VGtM
You have resistance to necrotic damage and radiant
damage.

* Healing Hands ¢ VGtM
Once per long rest as an action, touch a creature and
restore 20 hit points.

| 1/ Long Rest « 1 Action

* Light Bearer « VGtM
You know the light cantrip (CHA).

* Languages ¢ VGtM
* Ability Score Increase * BR

* Radiant Soul « VGtM

[3rd] Once per long rest as an action, you can
transform, gaining glimmering eyes and two
incorporeal wings. For 1 minute or until you end it as a
bonus action, you have a flying speed (30 ft.) and once
per turn you can have one attack or spell deal 20 in
additional radiant damage to one target.

| 1/ Long Rest « 1 Action

ADDITIONAL FEATURES & TRAITS

* Gunner « TCoE 80

Ignore the loading property of firearms. Being within 5
ft. of a hostile creature doesn't impose disadvantage
on your ranged attack rolls.

| No Action

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
O Booming Blade Warlock +12 1A Self/5 ft. Sphere  S,M 1 round SCAG 142 D: 1Rnd, 5 ft. Sphere, SIM
QO True Strike <C> Warlock -- 1A 30 ft. S Concentration, upto 1round - PHB 284 D: 1Rnd, S
O Light Light Bearer DEX 20 1A Touch/20 ft. Sphere  \/,M 1 hour PHB 255 D: 1h, 20 ft. Sphere, VIM
P Guidance <C> Fighting Style (Always Prepared) -- 1A Touch V.S Concenuaiion, upto tminte - PHB 248 D: 1m, V/S
P  Spare the Dying Fighting Style (Always Prepared) -- 1A Touch V,S Instantaneous  PHB 277 VIS
=== 1st LEVEL === 4 Slots OO00
P Magic Missile Artificer (Always Prepared) -- 1A 120 ft. V.S Instantaneous  PHB 257  V/S
P Thunderwave Artificer (Always Prepared) CON 15 1A Self/15 ft. Cube V,S Instantaneous  PHB 282 15 ft. Cube, V/S
O Alarm [R] Artificer - 11m 30ft. V,S,M 8 hours PHB 211  D: 8h, V/ISIM
O Cure Wounds Artificer - 1A Touch V.S Instantaneous  PHB 230  V/S
O Detect Magic [R]<C> Artificer - 1a+10m  Self/30 ft. Sphere V,S Concenaiion, upro ominwtes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Disguise Self Artificer -- 1A Self V.S 1 hour PHB 233  D:1h, VIS
O Expeditious Retreat <C> Artificer -- 1BA  Self V.S concentraion,pto tominutes - PHB 238 D: 10m, V/S
O Faerie Fire <C> Artificer DEX15 1A 60 ft./20 ft. Cube V Concenvaton, wpo 1minte - PHB 239 D: 1m, 20 ft. Cube, V
O False Life Artificer - 1A Self V,S,M 1 hour PHB 239  D: 1h, VISIM
O Feather Fall Artificer - 1R 60 ft. V.M 1 minute PHB 239 D:1m,V/M
O Grease Artificer DEX 15 1A 60 ft/10 ft. Square V,S,M 1 minute PHB 246  D:1m, 10 ft. Square, V/IS/M
O Identify [R] Artificer - 11m  Touch V,S,M Instantaneous PHB 252  V/S/M
O Jump Artificer - 1A Touch V,S,M 1 minute PHB 254  D:1m, V/ISIM
O Longstrider Artificer - 1A Touch V,S,M 1 hour PHB 256 D: 1h, VISIM
QO Purify Food and Drink [R] Artificer - 1A+10m 10 ft./5 ft. Sphere V,S Instantaneous  PHB 270 5 ft. Sphere, V/S
O Sanctuary Artificer WIS 15 1BA 30ft. V,S,M 1 minute PHB 272  D:1m, VISIM
O Absorb Elements Artificer - 1R Self S 1 round EE 150 D: 1Rnd, S
O Catapult Artificer DEX 15 1A 60 ft. S Instantaneous  EE 150 S
O Snare Artificer DEX 15 1m Touch S,M 8 hours XGtE 165 D: 8h, S/IM
QO Tasha's Caustic Brew <C> Artificer DEX 15 1A Self/30 ft. Line V,S,M  concentration, oo 1minte - TCOE 115  D: 1m, 30 ft. Line, V/S/M
P Protection from Evil and Good <C> Paladin (Always Prepared) - 1A Touch V,S,M  concenaion.wpo0mnwes  PHB 270  D: 10m, V/S/M
P Sanctuary Paladin (Always Prepared) WIS20 1BA 30ft. V,S,M 1 minute PHB 272  D:1m, VISIM
O Bless<C> Paladin - 1A 30 ft. V,S,M  concentration, pto 1minte PHB 219 D: 1m, V/SIM
O Command Paladin WIS20 1A 60 ft. \Y 1 round PHB 223 D: 1Rnd, V
O Cure Wounds Paladin - 1A Touch V,S Instantaneous  PHB 230 VIS
O Detect Evil and Good <C> Paladin -- 1A Self/30 ft. Sphere  V,S Concenaion, po10minuies - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Magic <C> Paladin - 1A Self/30 ft. Sphere  V,S Concentration, up to 10 minutes  PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Poison and Disease <C> Paladin -- 1A Self/30 ft. Sphere  V,S,M  concentration, upto 10 minutes - PHB 231 D: 10m, 30 ft. Sphere, V/SIM
QO Divine Favor <C> Paladin -- 1BA  Self V,S Concentration, upto 1 minuie - PHB 234 D: 1m, VIS
QO Heroism <C> Paladin -- 1A Touch V,S Concenuation, upto 1 minuie - PHB 250 D: 1m, V/S
QO Purify Food and Drink Paladin -- 1A 10 ft./5 ft. Sphere  V,S Instantaneous  PHB 270 5 ft. Sphere, VIS
QO Shield of Faith <C> Paladin -- 1BA 60 ft. V,S,M  concentration, up o 10 minutes - PHB 275 D: 10m, V/ISIM
O Compelled Duel <C> Paladin WIS20 1BA 30ft. \ Concenuation, upto 1 minuie - PHB 224 D:1m, V
QO Searing Smite <C> Paladin CON 20 1BA Self A\ Concenuation, upto 1 minuie  PHB 274 D:1m, V
O Thunderous Smite <C> Paladin STR20 1BA Self A\ Concenuation, upto 1 minuie  PHB 282 D:1m, V
O Wrathful Smite <C> Paladin WIS20 1BA  Self \% Concentration, up 0 Lminute - PHB 289 D:1m,V
O Ceremony Paladin -- 1h Touch V,S,M Instantaneous  XGtE 151 V/S/M
===2nd LEVEL === 3 Slots 00O | 2 Pact OO
P Lesser Restoration Paladin (Always Prepared) -- 1A Touch V.S Instantaneous  PHB 255  V/S
P Zone of Truth Paladin (Always Prepared) CHA 20 1A 60 ft./15 ft. Sphere  V,S 10 minutes PHB 289  D:10m, 15 ft. Sphere, V/S
O Ad Paladin - 1A 30 ft. V,S,M 8 hours PHB 211  D: 8h, VISIM
R SPELLS N
)\ {
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O Find Steed Paladin -- 10m 30 ft. V,S Instantaneous  PHB 240 VIS
O Locate Object <C> Paladin -- 1A Self V,S,M  concentration, up o 10 minutes - PHB 256 D: 10m, V/IS/IM
O Magic Weapon <C> Paladin -- 1BA  Touch V,S Concentration, upto Lhour  PHB 257 D: 1h, VIS
QO Protection from Poison Paladin - 1A Touch V,S 1 hour PHB 270 D: 1h, VIS
O Branding Smite <C> Paladin - 1BA  Self \ Concenuation, upto 1 minue  PHB 219 D:1m, V
=== 3rd LEVEL === 3 Slots OO0
P Beacon of Hope <C> Paladin (Always Prepared) - 1A 30 ft. V.S Concenuation, upto tminte - PHB 217 D: 1m, V/S
P Dispel Magic Paladin (Always Prepared) -- 1A 120 ft. V.S Instantaneous  PHB 234  Special: (See Description)*, V/S
O Create Food and Water Paladin - 1A 30 ft. V.S Instantaneous  PHB 229  V/S
O Daylight Paladin - 1A 60ft/60ft. Sphere V,S 1 hour PHB 230  D: 1h, 60 ft. Sphere, V/S
O Magic Circle Paladin CHA20 1m 10 ft./10 ft. Cylinder V,S,M 1 hour PHB 256  D: 1h, 10 ft. Cylinder, V/S/M
O Remove Curse Paladin - 1A Touch V.S Instantaneous  PHB 271 V/S
O Revivify Paladin -- 1A Touch V,S,M Instantaneous PHB 272  V/SIM
O Aura of Vitality <C> Paladin - 1A Self/30 ft. Sphere Concenuation, po 1mine - PHB 216~ D: 1m, 30 ft. Sphere, V
O Blinding Smite <C> Paladin CON 20 1BA  Self \Y Concentration, upto Lminwte - PHB 219 D: 1m, V
O Crusader's Mantle <C> Paladin - 1A Self/30 ft. Sphere  V/ Concenuation, po 1mine - PHB 230 D: 1m, 30 ft. Sphere, V
O Elemental Weapon <C> Paladin - 1A Touch V,S Concentration, upto 1hour - PHB 237 Special: *, D: 1h, VIS
QO Spirit Shroud <C> Paladin - 1BA  Self V,S Concenuation pto 1mine - TCOE 108~ D: 1m, V/S
=== 4th LEVEL === 3 Slots 000
P Freedom of Movement Paladin (Always Prepared) - 1A Touch V,S,M 1 hour PHB 244  D: 1h, VISIM
P Guardian of Faith Paladin (Always Prepared) DEX 20 1A 30 ft. \% 8 hours PHB 246 D:8h,V
O Banishment <C> Paladin CHA 20 1A 60 ft. V,S,M  concentation.wpo1miwe - PHB 217 D: 1m, V/S/M
O Death Ward Paladin - 1A Touch V,S 8 hours PHB 230 D:8h, VIS
O Locate Creature <C> Paladin - 1A Self V,S,M  concentration,pto 1howr - PHB 256 D: 1h, V/IS/M
O Aura of Life <C> Paladin -- 1A Self/30 ft. Sphere  V Concentaion, po 10minutes - PHB 216 D: 10m, 30 ft. Sphere, V
QO Aura of Purity <C> Paladin -- 1A Self/30 ft. Sphere concenaiion, po 1ominues - PHB 216 D: 10m, 30 ft. Sphere, V
O Staggering Smite <C> Paladin WIS20 1BA  Self \Y Concentration, up o L minwte - PHB 278~ D: 1m, V
O Find Greater Steed Paladin - 10m 30 ft. V,S Instantaneous  XGtE 156 V/S
R SPELLS N
! /|




