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+5 Bonus on saves
+2 Bonus on saves
Advantage to avoid or end the charmed condition
1 3 Advantage Against Spells
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Heavy Armor, Light Armor, Medium Armor,
Shields
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Shadar-kai Merchant (Milestone)
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ARMOR Max HP Current HP Temp HP |
1 22 142 --
INITIATIVE CLASS \ HIT POINTS J
/4 / d d / \
Resistances - Necrotic 9d10 + 5d8 successes O=O=0O
Immunities - Magical Sleep, Frightened,
Critical Hits raiLures O=O=0O
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
HEROIC INSPIRATION
j === ARMOR ===

=== WEAPONS ===

Martial Weapons, Simple Weapons

=== TOOLS ===

Calligrapher's Supplies, Navigator's Tools,
Thieves' Tools

=== LANGUAGES ===
Common, Deep Speech

4 PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

=== BONUS ACTIONS ===

rest.

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

Blessing of the Raven Queen « 5/ Long Rest
As a bonus action, you can teleport up to 30 ft. to
an unoccupied space you can see 5 times per long

Blessing of the Raven Queen (Resistance)
When you teleport using Blessing of the Raven
Queen, vou aain resistance to all damaae until the

start of your next turn.

Form of Dread: Transform ¢ 5/ Long Rest

As a bonus action, you can transform to manifest
an aspect of your patron’s dread. For 1 minute you
gain the following benefits:
- You gain temp HP equal to 1d10+5.
- Once on each of your turns, if you hit a creature you
can force it to make a Wisdom saving throw (DC 18),
on a fall, it is frightened of you until the end of your
next turn.
- You are immune to the frightened condition.
You can use this 5 per long rest.

Lay On Hands: Heal
As a Bonus Action. vou can touch a creature

ACTIONS

74
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20 PASSIVE PERCEPTION Staff of Power +12 1d6+7 Bludgeoning  +1d6 Force, 20/20 Charges, Simple, Versaiile, Topple, True Strike: 2d6+5 Radiant
Eldritch Blast +12 1d10 Force Count: 3, VIS
15 PASSIVE INSIGHT
Starry Wisp +12 3d8 Radiant VIS
10 PASSIVE INVESTIGATION Sorcerous Burst +12 3d8 Acid VIS
Blindsight 10 ft., Darkvision 60 ft., Unknown Unarmed Strike +10 6 Bludgeoning
5 ft.
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=== PALADIN FEATURES ===

* Core Paladin Traits  free-rules 109

* Lay On Hands ¢ free-rules 109

You have a pool of healing power that replenishes
when you finish a Long Rest. With that pool, you can
restore a total of 45 HP.

As a Bonus Action, you can touch a creature (which
could be yourself) and restore a number HP to that
creature, up to the maximum amount remaining in the
pool.

You can also expend 5 HP from the pool of healing to
remove the Poisoned condition from the creature;
those points don't also restore HP to the creature.

| Lay On Hands: Healing Pool: 45/ Long Rest * 1
Bonus Action

| Lay On Hands: Heal: 1 Bonus Action
| Lay On Hands: Purify Poison: 1 Bonus Action
* Spellcasting « free-rules 110
* Weapon Mastery e free-rules 110
* Fighting Style « free-rules 110
| Fighting Style feat «
* Paladin’s Smite « free-rules 110
You always have Divine Smite prepared and cast it

without expending a spell slot once per Long Rest.

* Channel Divinity « XGtE
You gain two new Channel Divinity options:

Conquering Presence - As an action, force chosen

creatures within 30 ft. to make a WIS saving throw (DC
18) or they become frightened for 1 minute. Creatures
can repeat the saving throw at the end of each of its
turns.

Guided Strike - When you make an attack roll, you can
use Channel Divinity to gain a +10 bonus. You can
choose to do so after the roll but before knowing the
result.

| Channel Divinity: Conquering Presence: Special
| Channel Divinity: Guided Strike: Special

* Paladin Subclass ¢ free-rules 111
| Oath of Conquest (XGtE)

* Oath Spells « XGtE

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 ¢ free-rules 111

* Extra Attack e free-rules 111
You can attack twice instead of once whenever you
take the Attack action on your turn.

* Faithful Steed « free-rules 111
You always have Find Steed prepared, and can cast it
once per Long Rest without expending a spell slot.

* Aura of Protection « free-rules 111

You radiate a protective aura in a 10-ft. Emanation that
originates from you. The aura is inactive if you have
the Incapacitated condition.

You and your allies in the aura gain a +5 to saving
throws while in the aura. If another Paladin is present,
a creature can benefit from only one Aura of Protection

at a time; and chooses which aura while in them.

* Aura of Conquest « XGtE

While you are conscious, all frightened creatures
within 10 ft. have their speed reduced to 0 and take 4
psychic damage if starting their turn in the aura.

* 8: Ability Score Improvement ¢ free-rules 111

* Abjure Foes « free-rules 111

As a Magic action, you can expend on use of this
class’s Channel Divinity to overwhelm foes. As you
present your Holy Symbol or weapon, you can target
up to 5 that you can see within 60 ft. Each one must
make a DC 18 Wis. saving throw or have the
Frightened condition for 1 minute, or until it takes
damage.

While Frightened, a target can only do one of the
following on its turn: move, take an action, or take a
Bonus Action.

| Channel Divinity: Abjure Foes: 1 Action
=== WARLOCK FEATURES ===
* Core Warlock Traits « free-rules 153

* Eldritch Invocations « free-rules 153

You have unearthed Eldritch Invocations, pieces of
forbidden knowledge that imbue you with an abiding
magical ability or other lessons. If an invocation has a
prerequisite, you must meet it to learn that invocation.

| Devil's Sight «
You can see normally in Dim Light and
Darkness—both magical and nonmagical—within 120
ft. of yourself.

| Lessons of the First Ones ¢
You can gain one Origin feat of your choice.

N

FEATURES & TRAITS
Boots of Elvenkind 1 -
Cloak of Displacement 1 -
Eversmoking Bottle 1 11lb
Mantle of Spell Resistance 1 -
Potion of Hill Giant Strength 1 -
Staff of Power 1 -
Adamantine Plate 1 65 Ib.
Potion of Invulnerability 1 -
Sentinel Shield 1 61b
WEIGHT CARRIED Wyvern Poison (Injury) 2 -
75 Ib. Grenade, Fragmentation 3 3lb.
ENCUMBERED Tangler Grenade 4 -
0 Ib. Black Ghost Orchid Seed 1 - Cloak of Displacement 1 -
PUSH/DRAG/LIFT Mantle of Spell Resistance 1 --

0 lb.

Staff of Power

EQUIPMENT
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| One with Shadows ¢
While you're in an area of Dim Light or Darkness, you
can cast Invisibility on yourself without expending a
spell slot.

| Otherworldly Leap ¢
You can cast Jump without expending a spell slot.

| Pact of the Tome
At the end of a Short or Long Rest you can conjure
forth a book in your hand, a Book of Shadows, which
contains eldritch magic that only you can access,
granting the benefits below.

« When the book appears, choose 3 cantrips and
choose two level 1 spells that have the Ritual tag,
which can be from any class’s spell list.

« You can use the book as a Spellcasting Focus.

The book disappears if you conjure another one or if
you die.

* Pact Magic « free-rules 153
* Magical Cunning « free-rules 154
Once per Long Rest, you can perform an esoteric rite
for 1 minute, regaining up to 1 expended Pact Magic
spell slots.
| 1/Long Rest « 1 Minute
* Warlock Subclass ¢ free-rules 154
| The Undead (VRGtR)
* Expanded Spell List « VRGtR
The Undead lets you choose from an expanded list of

spells when you learn a warlock spell.

* Form of Dread * VRGtR

As a bonus action, you can transform to manifest an
aspect of your patron’s dread. For 1 minute you gain
the following benefits:

- You gain temp HP equal to 1d10+5.

- Once on each of your turns, if you hit a creature you
can force it to make a Wisdom saving throw (DC 18).
On a fall, it is frightened of you until the end of your
next turn.

- You are immune to the frightened condition.

You can use this 5 per long rest.

| Form of Dread: Transform: 5/ Long Rest « 1 Bonus
Action

| Special

* Ability Score Improvement « free-rules 155

=== SHADAR-KAI SPECIES TRAITS ===

* Languages * MotM 5

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 * MotM 31

You are a Humanoid. You are also considered an elf
for any prerequisite or effect that requires you to be an
elf.

* Size « MotM 31
You are Medium.

* Speed « MotM 31
Your walking speed is 30 ft.

* Blessing of the Raven Queen « MotM 31

As a bonus action, you can magically teleport up to 30
ft. to an unoccupied space you can see. Starting at 3rd
level, you gain resistance to all damage when you

ADDITIONAL FEATURES & TRAITS

teleport using this trait until the start of your next turn.
You can use this feature 5 times per long rest.
| 5/Long Rest ¢ 1 Bonus Action

| Blessing of the Raven Queen (Resistance): 1
Bonus Action

* Darkvision « MotM 31

You can see in dim light within 60 ft. of you as if it were
bright light and in darkness as if it were dim light, only
discerning colors in that darkness as shades of gray.

* Fey Ancestry « MotM 31
You have advantage on saving throws you make to
avoid or end the charmed condition on yourself.

* Keen Senses ¢ MotM 31
You have proficiency in the Perception skill.

* Necrotic Resistance « MotM 31
You have resistance to necrotic damage.

* Trance * MotM 31

You don't need to sleep, and magic can’t put you to
sleep. You can finish a long rest in 4 hours if those
hours are spent in a trancelike meditation in which you
remain conscious.

When you finish this trance you gain two proficiencies -
each one a weapon or tool of your choosing from the
Player's Handbook. This lasts until you finish your next
long rest.

=== FEATS ===

* Ability Score Improvement « free-rules 202

* Ability Score Improvement « free-rules 202

ADDITIONAL EQUIPMENT
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Increase one ability score by 2 or two ability scores by
1.

* War Caster « PHB-2024 209
Ability Score Increase. Int., Wis., or Cha. increased by
1.

Concentration. You have Advantage on Constitution
saving throws to maintain Concentration.

Reactive Spell. When a creature provokes an
Opportunity Attack from you, you can take a Reaction
to cast a spell at the creature rather than making an
Opportunity Attack. This spell must have a casting time
of one action and must target only that creature.

Somatic Components. You can perform the Somatic
components of spells even when you have weapons or
a Shield in one or both hands.

| Reactive Spell: 1 Reaction

* Blind Fighting « PHB-2024 209
You have Blindsight with a range of 10 ft.

* Lucky « PHB-2024 201

Luck Points. You have 5 Luck Points that you can
spend on the benefits below. You regain expended
Luck Points after a Long Rest.

Advantage. When you roll a d20 for a D20 Test, you
can spend 1 Luck Point to give yourself Advantage on
the roll.
Disadvantage. When a creature rolls a d20 for an
attack roll against you, you can spend 1 Luck Point to
impose Disadvantage on that roll.

| Luck Points: 5/ Long Rest * Special

* Merchant Ability Score Improvements « PHB-2024

182
| Increase two scores (+2 / +1) ¢

* Savage Attacker « free-rules 201

Once per turn when you hit a target with a weapon,
you can roll the weapon’s damage dice twice and use
either roll against the target.

* Weapon Mastery « PHB-2024 110

| Quarterstaff (Topple) «
Topple. If you hit a creature with a Quarterstaff, you
can force it to make a Con. saving throw (DC 8 + 5 +
the ability modifier used to make the attack). On a
failed save, the creature has the Prone condition.

| Sickle (Nick) «
Nick. When you make the extra attack of the Light
property, you can make it as part of the Attack action
instead of as a Bonus Action. This extra attack can
only be made once per turn.

| Topple (Quarterstaff): 1 Action

| Nick (Sickle): 1 Action

ADDITIONAL FEATURES & TRAITS
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=== CANTRIPS === (At Will)
Q Eldritch Blast Warlock +12 1A 120 ft. V,S Instantaneous  free-rules 267 Count: 3, V/S
O True Strike Warlock +12 1A Self SM Instantaneous  free-rules 336 S/M
O Mind Sliver Warlock INT18 1A 60 ft. \% 1 round PHB-2024 298 D: 1Rnd, V
QO Starry Wisp Eldritch Invocations +12 1A 60 ft. V.S Instantaneous  free-rules 320 V/S
O Sorcerous Burst Eldritch Invocations +12 1A 120 ft. V,S Instantaneous  free-rules 318 /S
O Control Flames Eldritch Invocations - 1A 60 ft./5 ft. Cube S Instantaneous  EE 152 5 ft. Cube, S
=== 1st LEVEL === 4 Slots OO00
O Command Paladin WIS 18 1A 60 ft. \Y Instantaneous  free-rules 251V
O Thunderous Smite Paladin STR18 1BA  Self \% Instantaneous ~ PHB-2024 334
O Searing Smite Paladin CON 18 1BA  Self \Y 1 minute free-rules 314 D: 1m, V
O Divine Smite Paladin - 1BA  Self \% Instantaneous  free-rules 265 V
O Arms of Hadar Warlock STR18 1A Self/10 ft. Emanation  V/,S Instantaneous ~ PHB-2024 243 10 ft. Emanation, V/S
O Hex Warlock - 1BA  90ft. V,S,M  concentration, upto 1 hour  free-rules 285 D: 1h, V/S/IM
O Magic Missile Staff of Power - 1A 120 ft. V,S Instantaneous  PHB 257 1 Charge (20/20), VIS
P Divine Smite Paladin’s Smite (Always Prepared) -- 1BA  Self \% Instantaneous  free-rules 265 1/LR, V
P Divine Smite Paladin’s Smite (Always Prepared) -- 1BA  Self \ Instantaneous  free-rules 265
O Jump Eldritch Invocations - 1BA  Touch V,S,M 1 minute free-rules 290 D: 1m, V/S/M
O Detect Magic [R] Eldritch Invocations - 1A Self/30 ft. Sphere  V/,S Concentraion, upt0 1ominues— free-rules 262 D: 10m, 30 ft. Sphere, V/S
O Speak with Animals [R] Eldritch Invocations - 1A Self V,S 10 minutes free-rules 318 D: 10m, V/S
===2nd LEVEL === 3 Slots 000
QO Shining Smite Paladin - 1BA  Self \ Concentration, upto 1 minute  free-rules 316 D: 1m, V
O Hold Person Paladin WIS 18 1A 60 ft. V,S,M  concentation upto 1 minute  free-rules 286 D: 1m, V/S/M
O Lesser Restoration Paladin - 1BA Touch V,S Instantaneous  free-rules 291 V/S
O Darkness Warlock -- 1A 60 ft./15 ft. Sphere  \/,M Concentraion, up 0 10 minues— free-rules 260 D: 10m, 15 ft. Sphere, VIM
O Mirror Image Warlock -- 1A Self V,S 1 minute free-rules 299 D: 1m, V/S
O Levitate Staff of Power CON 18 1A 60 ft. V,S,M  concenaion. w0 ominwes - PHB 255 2 Charges (20/20), D: 10m, V/S/M
O Ray of Enfeeblement Staff of Power cons/+12 1A 60 ft. V,S Concentraion, wpo1mine - PHB 271 1 Charge (20/20), D: 1m, V/S
O Find Steed Faithful Steed -- 1A 30 ft. V,S Instantaneous  free-rules 272 1/LR, V/S
O Find Steed Faithful Steed - 1A 30 ft. V,S Instantaneous  free-rules 272 /S
O Invisibility Eldritch Invocations - 1A Touch V,S,M  Concentration, upto L hour ~ free-rules 289 D: 1h, V/S/M
=== 3rd LEVEL === 2 Slots OO | 2 Pact OO
QO Spirit Shroud Paladin - 1BA  Self V,S Concentration, upto tminte - TCOE 108  D: 1m, V/S
QO Dispel Magic Paladin - 1A 120 ft. V,S Instantaneous  free-rules 265 Special: (See Description)*, V/S
O Hunger of Hadar Warlock DEX 18 1A 150 t./20 ft. Sphere  \/,S,M  Concentration, up1o 1 minute - PHB-2024 286  D: 1m, 20 ft. Sphere, V/S/M
QO Counterspell Warlock CON 18 1R 60 ft. S Instantaneous  free-rules 258 S
=== 5th LEVEL ===
QO Cone of Cold Staff of Power CON 18 1A Self/60 ft. Cone V,S,M Instantaneous PHB 224 5 Charges (20/20), 60 ft. Cone, V/IS/M
O Fireball Staff of Power DEX 18 1A 150 ft/20 ft. Sphere V,S,M  Instantaneous PHB 241 5 Charges (20/20), 20 ft. Sphere, V/S/M
O Hold Monster Staff of Power WIS 18 1A 90 ft. V,S,M  concentation. oo 1mine - PHB 251 5 Charges (20/20), D: 1m, V/SIM
QO Lightning Bolt Staff of Power DEX 18 1A Self/100 ft. Line V,S,M Instantaneous PHB 255 5 Charges (20/20), 100 ft. Line, V/S/M
O Wall of Force Staff of Power -- 1A 120 ft. V,S,M  concenvation. ipo 0mines - PHB 285 5 Charges (20/20), D: 10m, V/S/M
=== 6th LEVEL ===
O Globe of Invulnerability Staff of Power -- 1A Self/10 ft. Sphere  V,S,M  Concentration, pto 1minie - PHB 245 6 Charges (20/20), Special: (See Description)*, D: 1m, 10 ft. Sphere, V/S/M
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