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; ; CLASS & LEVEL PLAYER NAME
Captain Thranis Stendor
Protector Aasimar Soldier (Milestone)
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DEFENSES

=== ARMOR ===
Light Armor, Medium Armor, Shields

=== WEAPONS ===
Shortsword, Simple Weapons

UU\=/

O -1 Arcana INT

® +3 Athletics STR

=== TOOLS ===
| Dice Set, Herbalism Kit, Vehicles (Land)

ABILITY SAVE DC
— === LANGUAGES ===
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O _+1  Deception CHA
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® _+2  History INT

Celestial, Common

/4

® _+6  Insight wis

® _*4  Intimidation CHA 40 ft. (Walking)

O _-1  Investigation INT

® 6 Medicine wis \ SPEED /
O -1 Nature INT ) PROFICIENCIES & LANGUAGES
I wispom O _+3  Perception WIS , \
QO _+1  Performance CHA === ACTIONS === Healing Hands « 1/ Long Rest
+3 ) Standard Actions Once per long rest as an action, touch a creature
® _*4_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, and restore 8 hit points.
® +2 Religion INT Help, Hide, Ready, Search, Use an Object,
@ g Opportunity Attack, Grapple, Shove, Improvise, Radiant Soul » 1/ Long Rest
> 3 O _*3_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object [3rd] Once per long rest as an action, you can
- transform, gaining glimmering eyes and two
O _#3_ stealth DEX Emboldening Bond » 3 / Long Rest incorporeal wings. For 1 minute or until you end it as a
(W\I . As an action, you choose up to 3 willing creatures bonus action, you have a flying speed (30 ft.) and
O _+3  Survival wis - ; ;
within 30 ft. of you, creating a magical bond among once per turn you can have one attack or spell deal 8
+ 1 O them for 10 minutes or until you use this feature again.  in additional radiant damage to one target.
- While any bonded creature is within 30 ft. of another,
O once per turn, they can roll a <strong>d4</strong>and === BONUS ACTIONS ===
o add it to an attack roll, an ability check, or a saving Flurry of Blows
e — throw they make. After you take the Attack action on your turn, you
can spend 1 ki point to make two unarmed strikes as a
\ SKILLS / \ ACTIONS )
7 N
18 PASSIVE WISDOM (PERCEPTION) Shortsword, +1 +7 1d6+4 Piercing Martial, Finesse, Light
Unarmed Strike +6 1d4+3 Bludgeoning
16 PASSIVE WISDOM (INSIGHT)
Unarmed Strike +6 1d4+3 Bludgeoning
PASSIVE INTELLIGENCE (INVESTIGATION )
14 ( ) Flurry of Blows +6 1d4+3 Bludgeoning
Darkvision 60 ft., Unknown 5 ft. Deflect Missiles Attack +6 1d4+3
SENSES L N WEAPON ATTACKS & CANTRIPS y
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=== CLERIC FEATURES ===

* Hit Points « PHB 57
* Proficiencies « PHB 57

* Spellcasting *« PHB 58

You can cast prepared cleric spells using WIS as your
spellcasting modifier (Spell DC 14, Spell Attack +6)
and prepared cleric spells as rituals if they have the
ritual tag. You can use a holy symbol as a spellcasting
focus.

* Divine Domain « PHB 58
You choose a divine domain that grants you additional
spells and other features related to your deity.

| Peace Domain

* Domain Spells « TCoE 33
You gain domain spells at the cleric levels listed in the
Peace Domain Spells table.

* Emboldening Bond * TCoE 33

As an action, you choose up to 3 willing creatures
within 30 ft. of you, creating a magical bond among
them for 10 minutes or until you use this feature again.
While any bonded creature is within 30 ft. of another,
once per turn, they can roll a <strong>d4</strong> and
add it to an attack roll, an ability check, or a saving
throw they make.

| 3/Long Rest ¢ 1 Action
* Channel Divinity « PHB 58
You can channel divine energy to fuel magical effects
a number of times per short rest

| 1/ Short Rest « Special

| Channel Divinity: Turn Undead: 1 Action

* Channel Divinity: Balm of Peace « TCoE 33

As an action, you can move up to your speed, without
provoking opportunity attacks, and when you move
within 5 feet of any other creature during this action,
you can restore <strong>2d6</strong>+3 hit points to
that creature. A creature can receive this healing only
once whenever you take this action.

| 1 Action
* Ability Score Improvement « PHB 59
=== MONK FEATURES ===
* Hit Points « PHB 77
* Proficiencies « PHB 77

* Unarmored Defense « PHB 78
While not wearing armor and not using a shield, your
AC equals 10 + DEX modifier + WIS modifier.

* Martial Arts « PHB 78

While you are unarmed or wielding only monk
weapons and you aren’t wearing armor or wielding a
shield, you can use DEX instead of STR for the attack
and damage rolls, you can roll your Martial Arts
damage die in place of the normal damage, and when
you use the Attack action on your turn, you can make
one unarmed strike as a bonus action.

| Unarmed Strike: 1 Bonus Action

*Kie PHB 78
You can spend Ki Points to fuel ki features. You have
4 points per short rest and your Ki save DC is 14.

Flurry of Blows - After you take the Attack action on
your turn, you can spend 1 ki point to make two
unarmed strikes as a bonus action.

N

Patient Defense - You can spend 1 ki point to take the
Dodge action as a bonus action on your turn.

Step of the Wind - You can spend 1 ki point to take the
Disengage or Dash action as a bonus action on your
turn, and your jump distance is doubled for the turn.

| Ki Points: 4 / Short Rest » Special

| Flurry of Blows: 1 Bonus Action

| Patient Defense: 1 Bonus Action

| Step of the Wind: 1 Bonus Action
* Unarmored Movement « PHB 78
Your speed increases by 10 feet while you are not
wearing armor or wielding a shield.
* Monastic Tradition « PHB 78

| Way of Mercy
* Deflect Missiles « PHB 78
You can use your reaction to deflect or catch the
missile when you are hit by a ranged weapon attack.
When you do so, the damage you take from the attack
is reduced by 1d10 +7. If you reduce damage to 0 and
have a free hand, you can spend 1 ki point to make a
ranged attack (as with a monk weapon) with range
20/60.

| 1 Reaction

| Deflect Missiles Attack: 1 Reaction
* Implements of Mercy ¢ TCoE 49

You gain proficiency in the Insight and Medicine skills,
and you gain proficiency with the herbalism Kkit.

PUSH/DRAG/LIFT

300 Ib.

FEATURES & TRAITS

Shortsword, +1 1 2 1b.

Backpack 1 5 lb.

Blanket 1 31b.
Candle 10 -

Clothes, Common 1 31b.

Rations (1 day) 2 4 1b.

Tinderbox 1 11b.

Waterskin 1 51b.
Dice Set 1 -
WEIGHT CARRIED Emblem L -
23.2 |b. Alms Box 1 -
ENCUMBERED Block of Incense 2 -
150 Ib. Censer 1 -
Vestments 1 -

EQUIPMENT
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* Hand of Healing « TCoE 49

As an action, you can spend 1 ki point to touch a
creature and restore 1d4+3 hit points.

When you use your Flurry of Blows, you can replace
one of the unarmed strikes with a use of this feature
without spending a ki point for the healing.

| 1 Action
* Hand of Harm « TCoE 50
When you hit a creature with an unarmed strike, you
can spend 1 ki point to deal extra 1d4+3 necrotic
damage. You can use this feature only once per turn.
| Special
* Ability Score Improvement « PHB 78
* Slow Fall « PHB 78
You can use your reaction when you fall to reduce any

falling damage you take by 20.

| 1 Reaction

=== PROTECTOR AASIMAR RACIAL TRAITS ===

* 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 8 hit points.

| 1/Long Rest « 1 Action

* Light Bearer « VGtM

You know the light cantrip (CHA).

* 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 8 in
additional radiant damage to one target.

| 1/ Long Rest « 1 Action

=== FEATS ===

* Observant « PHB 168

Increase your INT or WIS score by 1. If you can see a
creature's mouth while it is speaking a language you
understand, you can interpret what it's saying by
reading its lips. You have a +5 bonus to your passive
Perception and passive Investigation scores.

* Athlete « PHB 165

Increase your STR or DEX score by 1, and when you
are prone, standing up uses only 5 feet of your
movement. Climbing doesn't cost you extra movement,
and you can make a running long jump or a running
high jump after moving only 5 ft. on foot, rather than 10
ft.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
O Light Light Bearer DEX 12 1A Touch/20 ft. Sphere  V/,M 1 hour PHB 255 D: 1h, 20 ft. Sphere, VIM
=== 1st LEVEL === 4 Slots OO00
P Sanctuary Cleric (Always Prepared) WIS 14 1BA 30 ft. V,S,M 1 minute PHB 272  D:1m, V/ISIM
P Heroism <C> Cleric (Always Prepared) -- 1A Touch V.S Concenuaiion, upto tmine - PHB 250 D: 1m, V/S
QO Protection from Evil and Good <C> Cleric - 1A Touch V,S,M  concentation, up o 10minutes - PHB 270 D: 10m, V/S/IM
QO Shield of Faith <C> Cleric - 1BA 60 ft. V,S,M  concenvation, up o 10minwtes - PHB 275 D: 10m, V/S/IM
O Ceremony [R] Cleric -- 1h+10m  Touch V,S,M Instantaneous XGtE 151 V/S/M
O Detect Evil and Good <C> Cleric -- 1A Self/30 ft. Sphere  V,S Concenaiion, uproominues - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Magic [R]<C> Cleric - 1A+10m  Self/30 ft. Sphere V,S Concenaion, upto ominutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Poison and Disease [R]<C> Cleric -- 1A+10m  Self/30 ft. Sphere V,S,M  concenvaion, wproromines  PHB 231 D: 10m, 30 ft. Sphere, V/S/M
O Bane<C> Cleric CHA14 1A 30 ft. V,S,M  concentation, spro1mnwe - PHB 216~ D: 1m, V/S/IM
O Bless<C> Cleric - 1A 30 ft. V,S,M  concentiation, spro1minwe - PHB 219 D: 1m, V/S/M
O Command Cleric WIS 14 1A 60 ft. \% 1 round PHB 223 D:1Rnd,V
O Cure Wounds Cleric - 1A Touch V.S Instantaneous PHB 230  V/S
O Guiding Bolt Cleric +6 1A 120 ft. V.S 1 round PHB 248 D:1Rnd, VIS
O Healing Word Cleric - 1BA 60 ft. \% Instantaneous  PHB 250 V
O Inflict Wounds Cleric +6 1A Touch V.S Instantaneous  PHB 253  V/S
QO Create or Destroy Water Cleric - 1A 30 ft/30 ft. Cube V,S,M Instantaneous PHB 229 30 ft. Cube, V/S/IM
O Purify Food and Drink [R] Cleric - 1a+10m 10 ft/5 ft. Sphere V,S Instantaneous  PHB 270 5 ft. Sphere, V/S
===2nd LEVEL === 3 Slots 000
P Aid Cleric (Always Prepared) - 1A 30 ft. V,S,M 8 hours PHB 211  D:8h, VISIM
P Wwarding Bond Cleric (Always Prepared) - 1A Touch V,S,M 1 hour PHB 287  D: 1h, V/SIM
O Lesser Restoration Cleric - 1A Touch V,S Instantaneous  PHB 255  V/S
QO Protection from Poison Cleric - 1A Touch V,S 1 hour PHB 270 D:1h, VIS
O Augury [R] Cleric - 11m  Self V,S,M Instantaneous PHB 215 V/S/M
O Find Traps Cleric - 1A 120 ft. V,S Instantaneous  PHB 241 VIS
O Locate Object <C> Cleric - 1A Self V,S,M  concentration, up o 10 minutes - PHB 256 D: 10m, V/S/IM
O Calm Emotions <C> Cleric CHA 14 1A 60 ft./20 ft. Sphere  V/,S Concentration, upto 1 minte PHB 221 D: 1m, 20 ft. Sphere, VIS
O Hold Person <C> Cleric WIS 14 1A 60 ft. V,S,M  concentation, pto 1 minute - PHB 251 D: 1m, V/SIM
O Zone of Truth Cleric CHA 14 1A 60 ft/15 ft. Sphere  V,S 10 minutes PHB 289  D:10m, 15 ft. Sphere, V/S
O Continual Flame Cleric - 1A Touch V,S,M Until dispelled PHB 227 D: Until Dispelled, V/S/M
QO Prayer of Healing Cleric -- 10m 30 ft. \Y Instantaneous  PHB 267 V
QO Spiritual Weapon Cleric +6 1BA 60 ft. V,S 1 minute PHB 278 D: 1m, VIS
QO silence [R]<C> Cleric - 1A+10m 120 ft./20 ft. Sphere VS Concentration, up to 10 minues - PHB 275 D: 10m, 20 ft. Sphere, V/S
O Blindness/Deafness Cleric CON 14 1A 30 ft. \ 1 minute PHB 219 D:1m, V
O Gentle Repose [R] Cleric - 1a+10m  Touch V,S,M 10 days PHB 245 D:10d, V/ISIM
O Enhance Ability <C> Cleric -- 1A Touch V,S,M  concenuation, upto 1hour  PHB 237 D: 1h, V/SIM
R SPELLS N
)\ {




