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Animal Handling wis
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Deception CHA
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Stealth DEX
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ARMOR Max HP Current HP Temp HP |
+5 31 55 -
INITIATIVE CLASS \ HIT POINTS J
( ( 3d10+3d8 ) ff \
Immunities - Disease successes OO0
FAILURES( )=< >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
3
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 | Cartographer's Tools, Viol

/
30 ft. (Walking), 30 ft. (Climbing), 30 ft.
(Swimming)

Q SPEED

/4

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 « 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 req
saving throws (DC 16).

Divine Sense « 6 / 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 6 times per long
rest.

Lay on Hands Pool « 15 / Long Rest

You have a pool of healing power that can restore
15 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
uire poison affecting the creature.
=== BONUS ACTIONS ===
Bardic Inspiration « 5/ Lona Rest
ACTIONS

74

4 N
16 PASSIVE PERCEPTION CrOSSbOW, Heavy +7 1d10+4 Piercing Martial, Ammunition, Heavy, Loading, Range, Two-Handed, Push, Range (100/400)
Dagger +7 1d4+4 Piercin Simple, Finesse, Light, Thrown, Nick, Range (20/60)
14 PASSIVE INSIGHT 99 9
Dagger +7 1d4+4 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
PASSIVE INVESTIGATION g g g 2 a
14 Rapier +7 1d8+4 Piercing Martial, Finesse, Vex
Blindsight 10 ft., Darkvision 60 ft. Whip +7 1d4+4 Slashing Martial, Finesse, Reach, Slow
Thorn Whip +8 2d6 Piercing V/ISIM
SENSES L N WEAPON ATTACKS & CANTRIPS /
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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 6 times per long
rest.

| 6/ Long Rest ¢ 1 Action

* Lay on Hands * PHB 84

You have a pool of healing power that can restore 15
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: 15/ Long Rest ¢ 1 Action

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

| Blind Fighting ¢ TCoE 52
You have blindsight with a range of 10 ft.

* Spellcasting « PHB 84

You can cast prepared paladin spells using CHA as
your spellcasting modifier (Spell DC 16, Spell Attack
+8). 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 Vengeance
| Channel Divinity: 1 / Short Rest « 1 Action

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

Abjure Enemy. As an action, you can choose one
creature within 60 ft. of you that you can see to make a
WIS saving throw (16). Fiends and undead have
disadvantage on this saving throw. On failure, the
creature is frightened and its speed is reduced to 0
(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.

Vow of Enmity. 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
number of prepared spells.

=== BARD FEATURES ===
* Hit Points « PHB 52
* Proficiencies « PHB 52

* Spellcasting * PHB 52

You can cast known bard spells using CHA as your
spellcasting modifier (Spell DC 16, Spell Attack +8)
and known bard spells as rituals if they have the ritual
tag. You can use a musical instrument as a
spellcasting focus.

* Bardic Inspiration « PHB 53

As a bonus action, a creature (other than you) within
60 ft. that can hear you gains an inspiration die (1d6).
For 10 minutes, the creature can add it to one ability
check, attack roll, or saving throw. This can be added
after seeing the roll, but before knowing the outcome.

| 5/ Long Rest ¢ 1 Bonus Action

* Jack of All Trades « PHB 54

You can add half your proficiency bonus, rounded
down (+1), to any ability check you make that doesn’t
already include it.

* Song of Rest « PHB 54

If you or any friendly creatures who can hear your
performance regain hit points at the end of the short
rest by spending one or more Hit Dice, each of those
creatures regains an extra 1d6 hit points.

* Bard College « PHB 54
| College of Swords
* Expertise « PHB 54
Your proficiency bonus is doubled for any ability check

you make with chosen proficiencies (2 at 3rd and 10th
level).

N

EQUIPMENT

FEATURES & TRAITS
Dagger 1 11b.
Dagger 1 11b.
Rapier 1 2 lb.
Whip 1 31b.
Crossbow, Heavy 1 18 Ib.
Crossbow Bolts 20 1.51b.
Backpack 1 5 lb.
Holy Symbol 1 -
Bedroll 1 7 Ib.
WEIGHT CARRIED Mess Kit 1 1lb.
85.5 Ib. Rations (1 day) 10 20 1.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
180 Ib. Tinderbox 1 11b.
PUSH/DRAG/LIFT Torch 10 10 Ib.
360 |b. Waterskin 1 5 Ib.
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* Bonus Proficiencies * XGtE 15

You gain proficiency with medium armor and the
scimitar, and you can use any weapon you're proficient
in as a spellcasting focus.

* Fighting Style « XGtE 15
You adopt a style of fighting as your specialty.

| Two-Weapon Fighting « XGtE
When two-weapon fighting, you can add your ability
modifier to the damage of the second attack.

* Blade Flourish « XGtE 15

Whenever you take the Attack action on your turn,
your walking speed increases by 10 ft. until the end of
the turn. If a weapon attack hits, you can use one the
following once per turn.

Defensive Flourish. You can expend one use of your
Bardic Inspiration and deal extra damage equal to the
number you roll on the die. You also add the number
to your AC until the start of your next turn.

Slashing Flourish. You can expend one use of your
Bardic Inspiration to deal extra damage equal to the
number you roll on the die to the target you hit and to
any other creature within 5 ft. of you.

Mobile Flourish. You can expend one use of your
Bardic Inspiration and deal extra damage equal to the
number you roll on the die. You can also push the
target up to 5 ft. plus the number rolled. You can then
use your reaction to move up to your walking speed to
an unoccupied space within 5 ft. of the target.

| Defensive Flourish: Special
| Slashing Flourish: Special

| Mobile Flourish: Special

=== HALF DRAGONBORN HALF LIZARDFOLK
SPECIES TRAIT!

* Enervating Breath.

At 5th level, you gain a second breath weapon. When
you take the Attack action on your turn, you can
replace one of your attacks with an exhalation in a
15-foot cone. The save DC for this breath is 8 + your
Charisma modifier + your proficiency bonus.

* Bite «

When you hit with it, the strike deals 1d6 + your
Dexterity modifier piercing damage, instead of the
bludgeoning damage normal for an unarmed strike.

| 1 Action

* Natural Armor

When you aren’t wearing armor, your base AC is 13 +
your Dexterity modifier. You can use your natural
armor to determine your AC if the armor you wear
would leave you with a lower AC. A shield’s benefits
apply as normal while you use your natural armor.

* Hungry Jaws ¢

As a bonus action, you can make a special attack with
your Bite. If the attack hits, it deals its normal damage,
and you gain temporary hit points equal to your
proficiency bonus. You can use this trait a number of
times equal to your proficiency bonus, and you regain
all expended uses when you finish a long rest.

* Hold Breath
You can hold your breath for up to 15 minutes at a
time.

* Breath Weapon ¢

When you take the Attack action on your turn, you can
replace one of your attacks with an exhalation of

ADDITIONAL FEATURES & TRAITS

magical energy in a 30-foot line that is 5 feet wide.
Each creature in that area must make a Dexterity
saving throw (DC = 8 + your Constitution modifier +
your proficiency bonus). On a failed save, the creature
takes 1d10 damage + your Charisma Modifier of the
type associated with your Chromatic Ancestry. On a
successful save, it takes half as much damage. This
damage increases by 1d10 when you reach 5th level
(2d10), 11th level (3d10), and 17th level (4d10).

You can use your Breath Weapon a number of times
equal to your proficiency bonus, and you regain all
expended uses when you finish a long rest.

* Chromatic Ancestory ¢

You have a chromatic dragon ancestor, granting you a
special magical affinity. Choose one kind of dragon
from the Chromatic Ancestry table. This determines
the damage type for your other traits, as shown in the
table.

Dragon Damage Type
Black Acid

Blue Lightning
Green Poison
Red Fire

White Cold
Amethyst Force
Crystal Radiant
Emerald Psychic
Sapphire Thunder
Topaz Necrotic
Brass Fire

Bronze Lightning
Copper Acid

Gold Fire

Silver Cold

* Draconic Resistance ¢
You have resistance to the damage type associated
with your Metallic Ancestry.

N
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* Repulsion Breath.

At 5th level, you gain a second breath weapon. When
you take the Attack action on your turn, you can
replace one of your attacks with an exhalation in a
15-foot cone. The save DC for this breath is 8 + your
Charisma maodifier + your proficiency bonus.

* Healing Breath «

When you take the Attack action on your turn, you can
replace one of your attacks with an exhalation of
radiant energy in a 15-foot cone. Each allied and
friendly creature is healed 1d10 plus your Charisma
modifier. This increases by 1d10 when you reach 5th
level (2d10), 11th level (3d10), and 17th level (4d10).

* Unnatural Talent

You gain proficiency with two of the following skills of
your choice: Animal Handling, Acrobatics, Medicine,
Nature, Perception, Stealth, or Survival.

* Forceful Presence

When you make a Charisma (Intimidation or
Persuasion) check, you can do so with advantage.
Once you use this trait, you can’t do so again until you
finish a short or long rest.

* Darkvision ¢

Darkvision up to 60 feet.

=== FEATS ===

* Guide Ability Score Improvements « PHB-2024 181
* 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 «

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
QO Prestidigitation Bard -- 1A 10 ft. V,S 1 hour PHB 267 D: 1h, VIS
O Minor lllusion Bard -- 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
QO Spare the Dying Magic Initiate (Druid) -- 1A 15 ft. V,S Instantaneous  free-rules 318 V/S
O Thorn Whip Magic Initiate (Druid) +8 1A 30 ft. V,S,M Instantaneous  PHB-2024333 V/S/M
=== 1st LEVEL === 4 Slots OO00
O Wrathful Smite Paladin WIS 16 1BA  Self \% Concenuaiion, upto 1mine - PHB 289 D: 1m, V
O Thunderous Smite Paladin STR16 1BA Self \% Concenuaiion, upto 1mine - PHB 282 D: 1m, V
QO Searing Smite Paladin CON 16 1BA  Self \Y Concentration, wp o 1 minwte - PHB 274 D: 1m, V
O Divine Smite Paladin - 1BA  Self \% Instantaneous  free-rules 265
O Compelled Duel Paladin WIS 16 1BA 30 ft. \Y Concentration, wpto Lminwte - PHB 224 D: 1m, V
O Cure Wounds Paladin - 1A Touch V.S Instantaneous  PHB 230  V/S
P Bane Paladin (Always Prepared) CHA 16 1A 30 ft. V,S,M  concentration, upto 1minute - PHB 216 D: 1m, VIS/IM
P Hunter's Mark Paladin (Always Prepared) - 1BA 90 ft. \% Concentration, upto 1hour - PHB 251 Ext. D: (See Description)*, D: 1h, V
O Bless Paladin - 1A 30 ft. V,S,M  concenuation, spro1miwe - PHB 219 D: 1m, V/S/M
O Command Paladin WIS 16 1A 60 ft. \% 1 round PHB 223 D:1Rnd,V
O Detect Evil and Good Paladin - 1A Self/30 ft. Sphere  V/,S concentraion, po tomnutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Magic Paladin - 1A Self/30 ft. Sphere  V/,S concenraion, po 1ominues - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Poison and Disease Paladin - 1A Self/30 ft. Sphere  V/,S,M  concenvaion wproomnves PHB 231 D: 10m, 30 ft. Sphere, V/S/M
O Divine Favor Paladin - 1BA  Self V,S Concentation, upto 1minute - PHB 234 D: 1m, VIS
O Heroism Paladin - 1A Touch V,S Concentration, up to L minute - PHB 250 D: 1m, VIS
O Protection from Evil and Good Paladin - 1A Touch V,S,M  concentaion.wprosominwes - PHB 270 D: 10m, V/S/M
QO Purify Food and Drink Paladin - 1A 10 ft./5 ft. Sphere  V,S Instantaneous  PHB 270 5 ft. Sphere, V/S
QO Shield of Faith Paladin - 1BA 60 ft. V,S,M  concentation.wpro0mnues PHB 275 D: 10m, V/IS/M
O Ceremony Paladin - 1h Touch V,S,M Instantaneous  XGtE 151 V/S/M
O Protection from Evil and Good Paladin - 1A Touch V,S,M  concentaion, upto 10 minutes  free-rules 309 D: 10m, V/S/M
QO Purify Food and Drink Paladin -- 1A 10 ft./5 ft. Sphere  V,S Instantaneous  free-rules 310 5 ft. Sphere, V/S
O Bless Paladin - 1A 30 ft. V,S,M  concentration, upto 1 minute  free-rules 247 D: 1m, V/S/M
O Command Paladin WIS 16 1A 60 ft. \% Instantaneous  free-rules 251V
O Compelled Duel Paladin WIS 16 1BA 30ft. \Y Concentration, up to L minute  PHB-2024 252 D: 1m, V
QO Searing Smite Paladin CON 16 1BA Self \Y 1 minute free-rules 314 D: 1m, V
QO Shield of Faith Paladin -- 1BA 60 ft. V,S,M  concentation, upto 10minwes  free-rules 316 D: 10m, V/S/M
O Cure Wounds Paladin - 1A Touch V,S Instantaneous  free-rules 259 V/S
QO Detect Evil and Good Paladin - 1A Self/30 ft. Sphere  V,S Concentration,up 1o 10 minutes free-rules 261 D: 10m, 30 ft. Sphere, V/S
QO Detect Poison and Disease Paladin -- 1A Self/30 ft. Sphere  V/,S,M  concenvation upto 10 minutes - free-rules 262 D: 10m, 30 ft. Sphere, V/S/M
O Detect Magic Paladin -- 1A Self/30 ft. Sphere  V,S Concentraiion, upto 10 minutes free-rules 262 D: 10m, 30 ft. Sphere, V/S
QO Divine Favor Paladin -- 1BA  Self V,S 1 minute free-rules 265 D: 1m, V/S
O Heroism Paladin - 1A Touch V,S Concentration, up o L minute ~ free-rules 285 D: 1m, V/S
O Thunderous Smite Paladin STR 16 1BA Self \Y Instantaneous ~ PHB-2024 334 \/
O Wrathful Smite Paladin WIS 16 1BA  Self \% 1 minute PHB-2024 343 D: 1m, V
O Unseen Servant [R] Bard - 1A 60 ft. V,S,M 1 hour PHB 284 D: 1h, VISIM
QO Silvery Barbs Bard - 1R 60 ft. \% Instantaneous  SACoC 38 V
QO Feather Fall Bard - 1R 60 ft. V.M 1 minute PHB 239 D: 1m, VIM
O Comprehend Languages [R] Bard -- 1A Self V,S,M 1 hour PHB 224  D: 1h, V/ISIM
O Fog Cloud Magic Initiate (Druid) -- 1A 120 t/20 ft. Sphere  V/,S Concentration, upto 1 hour  free-rules 276 1/LR, D: 1h, 20 ft. Sphere, V/S
===2nd LEVEL === 3 Slots 00O
O Enlarge/Reduce Bard CON 16 1A 30 ft. V,S,M  concentiation, upto 1 minute~ free-rules 268 D: 1m, V/S/M
O Silence [R] Bard - 1A 120 ft./20 ft. Sphere  V/,S Concenvation,upto 0minues - PHB 275 D: 10m, 20 ft. Sphere, V/S
R SPELLS N
)\ {
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