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ARMOR Max HP Current HP Temp HP |
+3 15 166 -
INITIATIVE CLASS \ HIT POINTS J
, " 3d10 + 5d12 + 3d8 + 6d10 + 3d10 ( \
Resistances - Fire successes O-O-0
FAILURES( H H )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION j ‘ === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
PROFICIENCY BONUS j Martial Weapons, Simple Weapons
=== TOOLS ===
N N Lyre
ABILITY SAVE DC |
r— — === LANGUAGES ===
Celestial, Common, Common Sign
7 N Language, Deep Speech, Gnomish, Goblin,
40 ft. (Walking) Infernal
A SPEED )
i 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

Senses Darkvision 60 ft., Passive Perception 18

Traits

Flyby. The beast doesn’t provoke Opportunity Attacks
when it flies out of an enemy’s reach.

Primal Bond. You add your Prof. Bonus (6) to any

74

® _*6_ Stealth DEX Beast of the Sky * 16 / Other ability check or saving throw (included above) the
U CHARISMA ) ©® *14 Survival wis Your Beast of the Sky has the following statistics: beast makes.
1 l O AC 15 ---
- HP 16 (3d6) Actions
@] Speed 10 ft., Fly 60 ft. Beast's Strike. Melee Attack Roll: +8, reach 5 ft., Hit:
1d4+5 Slashing damage.
) _ Saving Throws Str. +4, Dex. +9, Con. +7, Int. +5, Wis.
+8., Cha. +6 === BONUS ACTIONS ===
\N SKILLS J ACTIONS
7 N
15 PASSIVE PERCEPTION Longsword, +3 +11 1d8+5 Slashing Martial, Versatile, Sap
Fire Bolt +7 4d10 Fire VIS
15 PASSIVE INSIGHT
Unarmed Strike +8 3 Bludgeoning
12 PASSIVE INVESTIGATION
Blindsight 10 ft., Darkvision 60 ft.
SENSES L N\ WEAPON ATTACKS & CANTRIPS y
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=== FIGHTER FEATURES ===
* Core Fighter Traits « free-rules 91

* Fighting Style « free-rules 91

You gain a Fighting Style feat of your choice, and
whenever you gain a Fighter level, you can replace the
feat you chose with a different Fighting Style feat.

* Second Wind « free-rules 91
As a Bonus Action, you can draw upon a limited well of
physical and mental stamina and regain 1d10+6 HP.

You can use this 3 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 3/Long Rest « 1 Bonus Action
* Weapon Mastery e free-rules 91
* Action Surge ¢ free-rules 91
On your turn you can take one additional action,

except the Magic action.

You can use this feature 1 time(s) until you finish a
Short or Long Rest.

| 1/ Short Rest « Special

* Tactical Mind « free-rules 91

When you fail an ability check, you can expend a use
of Second Wind, and instead of regaining HP, you roll
1d10 and add the result to the ability check. If the
check still fails, this use of Second Wind isn’t
expended.

| Special

* Fighter Subclass ¢ free-rules 92

| Eldritch Knight
* Spellcasting « PHB-2024 97

* War Bond « PHB-2024 97

You learn aritual that creates a magical bond between
yourself and a weapon. You perform the ritual over the
course of 1 hour, which can be done during a Short
Rest. The ritual fails if another Fighter is bonded to the
weapon or if the weapon is a magic item that someone
else has attuned to.

Once bonded, you can'’t be disarmed of that weapon
unless you have the Incapacitated condition. As a
Bonus Action, you can summon it to your hand as long
as its on the same plane of existence as you.

You can have up to 2 bonded weapons, but you can
only summon one at a time with a Bonus Action. If you
try to bond with a 3rd weapon, you must break the
bond with one of the other two.

| War Bond: Ritual Bonding: 1 Hour

| War Bond: Summon Weapon: 1 Bonus Action
* 4: Weapon Mastery « free-rules 91
* Ability Score Improvement « free-rules 92
* Extra Attack « free-rules 92
You can attack 2 times instead of once whenever you
take the Attack action on your turn.
* Tactical Shift « free-rules 92
Whenever you activate your Second Wind with a
Bonus Action, you can move up to half your Speed
without provoking Opportunity Attacks.

| Second Wind: Tactical Shift: 1 Bonus Action

N

* 6: Ability Score Improvement « free-rules 92
=== BARBARIAN FEATURES ===

* Core Barbarian Traits « free-rules 51

* Rage « free-rules 51

* Unarmored Defense « free-rules 51
While not wearing armor, your base AC equals 15 +
any Shield bonus.

* Weapon Mastery e free-rules 52

You are able to use the mastery properties of 3 kinds
of Simple or Martial Melee weapons of your choice.
Whenever you finish a Long Rest, you can change one
of those weapon choices.

* Danger Sense ¢ free-rules 52
You have Advantage on Dex. saving throws unless
you have the Incapacitated condition.

* Reckless Attack « free-rules 52

When you make your first attack roll on your turn, you
can decide to attack recklessly, giving you Advantage
on attack rolls using Str. until the start of your next
turn, but attacks against you have Advantage during
that time.

* Barbarian Subclass « free-rules 52
| Path of the Zealot

* Primal Knowledge - free-rules 52
You gain proficiency in another Barbarian skill of your
choice.

While Raging, whenever you make an ability check
using one of the following skills, you can make it as a
Str. check even if it normally uses a different ability:
Acrobatics, Intimidation, Perception, Stealth, or

FEATURES & TRAITS
\\
Longsword, +3 1 3lb Spear, +3 1 31lb
Bead of Nourishment 1 - Nature's Mantle 1 --
Bead of Nourishment 1 -- Map 0 --
Blood Fury Tattoo 1 -- Net 0 --
Amulet of the Devout, +1 1 - Paper 10 -
Bag of Holding 1 51b. Alchemist's Supplies 1 8 Ib.
Quiver 1 1lb. Iron Pot 1 10 Ib.
Crossbow Bolt Case 1 11b. Brewer's Supplies 1 9lb.
Traveler's Clothes 1 4 1b. Calligrapher's Supplies 1 51b.
WEIGHT CARRIED Boots of Elvenkind 1 - Ball Bearings 1,000 2 |b.
2445 |b. Bracers of Archery 1 -- Portable Ram 1 351b.
ENCUMBERED Shield, +1 1 6 Ib.
210 Ib. Crossbow, Heavy, +1 1 18 Ib. Blood Fury Tattoo 1 -
PUSH/DRAG/LIFT Longsword, +1 1 31b. Amulet of the Devout, +1 1 -
420 Ib. Shortbow, +3 1 2 1b.
EQUIPMENT ))
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* Divine Fury « PHB-2024 57

On each of your turns while your Rage is active, the
first creature you hit with a weapon or an Unarmed
Strike takes an additional 1d6+2 Radiant or Necrotic
damage (choose each time you deal the damage).

* Warrior of the Gods « PHB-2024 57

You have a pool of 4d12 that you can spend to heal
yourself. As a Bonus Action, you can expend dice from
the pool by rolling them and regaining HP equal to the
roll's total. You regain all expended dice when you
finish a Long Rest.

| Warrior of the Gods: Expend Dice: 4 / Long Rest * 1
Bonus Action

* 4: Weapon Mastery ¢ free-rules 52

* Ability Score Improvement  free-rules 53

* Extra Attack « free-rules 53

You can attack twice instead of once whenever you
take the Attack action on your turn.

* Fast Movement « free-rules 53

Your speed increases by 10 ft. while you aren’t
wearing Heavy armor.

=== RANGER FEATURES ===

* Core Ranger Traits ¢ free-rules 119

* Spellcasting ¢ free-rules 119

* Favored Enemy e free-rules 119

You always have Hunter's Mark prepared and can cast

it without expending a spell slot 2 times per Long Rest.

| Hunter’s Mark: 2 / Long Rest « 1 Bonus Action

* Weapon Mastery ¢ free-rules 120

* Deft Explorer  free-rules 120
You gain Expertise with one of your skill proficiencies.

You know two languages of your choice.
* Fighting Style « free-rules 120

| Fighting Style feat ¢
* Ranger Subclass ¢ free-rules 120

| Beast Master

* Primal Companion « PHB-2024 122

You magically summon a primal beast and choose its
stat block: Beast of the Land, Beast of the Sea, or
Beast of the Sky. You determine the kind of animal it
is, choosing a kind that's appropriate to the stat block,
and whatever beast you choose, it bears primal
markings to indicate its supernatural origins.

The beast is Friendly to you and your allies, obeys
your commands, and vanishes if you die.

In Combat. In combat, the beast acts during your turn.
It can move and use its Reaction on its own, but only
takes the Dodge action unless you take a Bonus
Action to command it to use an action from its stat
block or some other other action. You can sacrifice
one of your attacks when you take the Attack action to
command the beast to take the Beast's Strike action. If
you have the Incapacitated condition, the beast acts
on its own and isn't limited to the Dodge action.

Restoring or Replacing the Beast. If the beast died
within the last hour, you can take a Magic action to
touch it and expend a spell slot. After 1 minute, the
beast returns to life with all its HP restored.

ADDITIONAL FEATURES & TRAITS
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Survival.

Whenever you finish a Long Rest, you can summon a
new primal beast in an unoccupied space within 5 ft. of
you. You choose its stat block and appearance, and if
you already have a beast from this feature, the old one
vanishes when the new one appears.

| Beast of the Sky « PHB-2024
You magically summon the Beast of the Sky.

| 16 / Other « 1 Action
| Primal Companion: Summon: Special
| Primal Companion: Restore Beast: 1 Action
=== BARD FEATURES ===
* Core Bard Traits « free-rules 59

* Bardic Inspiration « free-rules 59

As a Bonus Action, you can inspire another creature
within 60 ft. that can see or hear you. That creature
gains one of your Bardic Inspiration dice (1d6). Once
within the next hour, when the creature fails a D20
Test, the creature can roll the Bardic Inspiration die
and add the number rolled to the total, potentially
turning the failure into a success.

You can confer your Bardic Inspiration die 1 times per
Long Rest.

| 1/Long Rest ¢ 1 Bonus Action

* Spellcasting * free-rules 59

You can cast spells through your bardic arts. Charisma
is your spellcasting ability for your Bard spells (Spell
DC 14, Spell Attack +6). You can use a Musical
Instrument as a Spellcasting Focus for your Bard
spells.

Rations

Cook's Utensils
Bedroll

Shovel

Blanket

Tent

Book
Waterskin
Manacles
Navigator's Tools
Jug

Ink Pen

Ink

Alchemist's Fire

Holy Water

10 20 Ib. Map or Scroll Case
1 81b. Chain

1 7 Ib. Climber's Kit
1 51b. Crowbar

3 91lb. Fine Clothes
1 20 Ib. Arrows

1 51b. Bolts

1 51b.

1 6 Ib.

1 21b.

1 4 1b.

1 -

1 -

5 51b.

1 11b.

ADDITIONAL EQUIPMENT

1 1lb

0 -

1 12 Ib.
1 51b.
2 12 Ib.
20 1lb.
20 151b.
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* Expertise * free-rules 60
You gain Expertise in two skill proficiencies of your
choice.

* Jack of All Trades « free-rules 60

You can add half your Proficiency Bonus (3) to ability
checks you make that uses a skill proficiency you lack
and that doesn't otherwise use your Proficiency Bonus.

* Bard Subclass ¢ free-rules 60
| College of Eloquence (TCoE)

* Silver Tongue * TCoE

When you make a Charisma (Persuasion) or Charisma
(Deception) check, you can treat a d20 roll of 9 or
lower as a 10.

* Unsettling Words « TCoE

As a bonus action, you can expend one use of your
Bardic Inspiration and choose one creature you can
see within 60 ft. Roll the Bardic Inspiration die (1d6).
The creature must subtract the number rolled from the
next saving throw it makes before the start of your next
turn.

| 1 Bonus Action
=== 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 15 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: 15/ 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 ¢ free-rules 110
* Fighting Style « free-rules 110
| Blessed Warrior ¢ free-rules 110
* 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 « TCoE
You gain the following Channel Divinity options.

| Channel Divinity: Watcher’s Will: 1 Action

| Channel Divinity: Abjure the Extraplanar: 1 Action
* Paladin Subclass « free-rules 111

| Oath of the Watchers (TCoE)
* Oath Spells « TCoE

You gain oath spells at the paladin levels listed in the
Oath of the Watchers table.

=== TIEFLING SPECIES TRAITS ===

ADDITIONAL FEATURES & TRAITS

* Creature Type « PHB-2024 197
You are a Humanoid.

* Size « PHB-2024
You are Medium or Small, chosen when you select this
species.

* Speed * PHB-2024 197
You have a Speed of 30 ft.

* Darkvision « PHB-2024 197
You have Darkvision with a range of 60 ft.

* Fiendish Legacy *« PHB-2024 197
Choose a legacy from the Fiendish Legacies table.
You gain the level 1 benefit of that legacy.

| Infernal Legacy ¢
You have resistance to Fire damage and you gain the
spells outlined in the Fiendish Legacies table.

* Fiendish Legacy Spells « PHB-2024 197
| Charisma
* Otherworldly Presence « PHB-2024 197

| Charisma
You know the Thaumaturgy cantrip. When you cast it
with this trait, the spell uses Charisma.

* Languages * PHB-2024 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

* Ability Score Increases « PHB-2024
When determining your character’s ability scores,

N

ADDITIONAL EQUIPMENT
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increase one score by 2 and increase a different score
by 1, or increase three different scores by 1.

| Increase three scores (+1/+1/+1)
Increase three different scores by 1.

=== FEATS ===
* Sharpshooter « PHB-2024 207

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

* Shield Master « PHB-2024 207
Ability Score Increase. Increase your Str. by 1.

Shield Bash. If you attack a creature within 5 ft. of you
as part of the Attack action with a Melee weapon, you
can immediately bash the target with your Shield if it's
equipped. The target must make a DC 16 Str. saving
throw. On a failed save, you either push the target 5 ft.
from you or cause it to have the Prone condition (your
choice). You can use this once per turn.

| Shield Bash: Special

* Spell Sniper « PHB-2024 208
Ability Score Increase. Int., Wis., or Cha. increased by
1.

Bypass Cover. Your attack rolls for spells ignore Half
Cover and Three-Quarters Cover.

Casting in Melee. Being within 5 ft. of an enemy
doesn't impose Disadvantage on your attack rolls with
spells.

Increased Range. When you cast a spell that has a
range of at least 10 ft. and requires you to make an
attack roll, you can increase the spell's range by 60 ft.

* Archery ¢ free-rules 209
You gain a +2 bonus to attack rolls with Ranged
weapons.

* Weapon Mastery » PHB-2024 52

| Heavy Crossbow (Push) ¢
Push. If you hit a creature with Heavy Crossbow, you
can push the creature up to 10 ft. straight away from
you if it's Large or smaller.

| Javelin (Slow) «
Slow. If you hit a creature with a Javelin and deal
damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Push (Heavy Crossbow): 1 Action

| Slow (Javelin): 1 Action
* 4: Weapon Mastery « PHB-2024

| Shortbow (Vex)
Vex. If you hit a creature with a Shortbow and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Vex (Shortbow): 1 Action
* Weapon Mastery « PHB-2024 91

| Light Hammer (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.

ADDITIONAL FEATURES & TRAITS

N
| Scimitar (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.

| 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.

| Nick (Light Hammer): 1 Action
| Nick (Scimitar): 1 Action
| Nick (Sickle): 1 Action
* 4: Weapon Mastery « PHB-2024 91

| Spear (Sap) *
Sap. If you hit a creature with a Spear, that creature
has Disadvantage on its next attack roll before the
start of your next turn.

| Sap (Spear): 1 Action
* Weapon Mastery « PHB-2024 110

| Light Crossbow (Slow) ¢
Slow. If you hit a creature with a Light Crossbow and
deal damage to the creature, you can reduce its Speed
by 10 ft. until the start of your next turn. If the creature
is hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Pistol (Vex) ¢
Vex. If you hit a creature with a Pistol and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

ADDITIONAL EQUIPMENT
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| Slow (Light Crossbow): 1 Action
| Vex (Pistol): 1 Action

* Weapon Mastery « PHB-2024 120

| Longbow (Slow) «
Slow. If you hit a creature with a Longbow and deal
damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Rapier (Vex) ¢
Vex. If you hit a creature with a Rapier and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Vex (Rapier): 1 Action

| Slow (Longbow): 1 Action

ADDITIONAL FEATURES & TRAITS

Q ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
QO Vicious Mockery Bard WIS 15 1A 60 ft. \% Instantaneous  free-rules 337 'V
O Blade Ward Bard -- 1A Self V,S Concenration, upto L minute - PHB-2024 247 D: 1m, V/S
O Light Fighter - 1A Touch V,M 1 hour free-rules 292 D: 1h, VIM
QO Create Bonfire Fighter DEX 14 1A 60 ft./5 ft. Cube V,S Concentration, upto Lminute  EE 152 D: 1m, 5 ft. Cube, V/S
QO Fire Bolt Fiendish Legacy Spells +7 1A 120 ft. V.S Instantaneous  free-rules 274 V/S
O Thaumaturgy Otherworldly Presence - 1A 30 ft. \Y 1 minute free-rules 333 D: 1m, V
O Mending Fighting Style - im Touch V,S,M Instantaneous free-rules 297 V/S/M
O Resistance Fighting Style -- 1A Touch V.S Concentration, up to L minute ~ free-rules 312 D: 1m, V/S

=== 1st LEVEL = 4 Slots OO0O0
O Animal Friendship Ranger WIS 17 1A 30 ft. V,S,M 24 hours free-rules 239 D: 24h, V/SIM
O Hunter's Mark Ranger -- 1BA 90 ft. \Y Concentration, up to 1 hour  free-rules 287 Ext. D: (See Description)*, D: 1h, V
O Speak with Animals [R] Ranger -- 1A Self V.S 10 minutes free-rules 318 D: 10m, V/S
O Alarm [R] Ranger - im 30 ft./20 ft. Cube V,S,M 8 hours free-rules 239  D: 8h, 20 ft. Cube, V/S/IM
O Bane Bard CHA 15 1A 30 ft. V,S,M  concenuation, up o 1minue  free-rules 245 D: 1m, V/S/M
O Comprehend Languages [R] Bard - 1A Self V,S,M 1 hour free-rules 252 D: 1h, V/S/IM
O Disguise Self Bard - 1A Self V.S 1 hour free-rules 262 D: 1h, V/S
O Witch Bolt Fighter +6 1A 60 ft. V,S,M  concentation, upto 1 minute  PHB-2024 343 D: 1m, V/S/M
O Tenser's Floating Disk [R] Fighter - 1A 30 ft. V,S,M 1 hour free-rules 332 D: 1h, V/S/IM
O Sleep Fighter WIS 14 1A 60 ft./5 ft. Sphere  V/,S,M  concenration, up o 1 minute  free-rules 317 D: 1m, 5 ft. Sphere, V/S/IM
O Catapult Fighter DEX 14 1A 60 ft. S Instantaneous  EE 150 S
O Compelled Duel Paladin WIS 15 1BA 30ft. \Y Concentration, up to L minute  PHB-2024 252 D: 1m, V
O Bless Paladin - 1A 30 ft. V,S,M  concentration, upto 1minute  free-rules 247 D: 1m, V/S/M
O Protection from Evil and Good Paladin - 1A Touch V,S,M  concentration,up o 1ominutes  free-rules 309 D: 10m, V/S/M
QO Shield of Faith Paladin - 1BA 60 ft. V,S,M  concentaion. w0 sominwes ~free-rules 316 D: 10m, V/S/M
O Hellish Rebuke Fiendish Legacy Spells DEX 15 1R 60 ft. V,S Instantaneous  free-rules 284 1/LR, V/S
O Hellish Rebuke Fiendish Legacy Spells DEX 15 1R 60 ft. V,S Instantaneous  free-rules 284 /S
P Hunter's Mark Favored Enemy (Always Prepared) -- 1BA 90 ft. \Y Concentration, upto 1hour  free-rules 287 Ext. D: (See Description)*, D: 1h, V
P Divine Smite Paladin’s Smite (Always Prepared) -- 1BA  Self A\ Instantaneous  free-rules 265 1/LR, V
P Divine Smite Paladin’s Smite (Always Prepared) -- 1BA  Self \% Instantaneous  free-rules 265 V

===2nd LEVEL === 3 Slots OO0
O Phantasmal Force Bard INT15 1A 60 ft./10 ft. Cube V,S,M  Concentration, upto 1 minue  PHB-2024 304 D: 1m, 10 ft. Cube, V/S/M
O Zone of Truth Bard CHA15 1A 60 ft./15 ft. Sphere  \/,S 10 minutes free-rules 343 D: 10m, 15 ft. Sphere, V/S
O Magic Mouth [R] Bard - im 30 ft. V,S,M Until dispelled  free-rules 295 D: Until Dispelled, V/S/M
QO Darkness Fiendish Legacy Spells -- 1A 60 ft./15 ft. Sphere  \/,M Concentration, up o 10 minutes free-rules 260 1/LR, D: 10m, 15 ft. Sphere, VIM
O Darkness Fiendish Legacy Spells - 1A 60 ft./15 ft. Sphere  \/,M Concentration, up o 10 minutes free-rules 260 D: 10m, 15 ft. Sphere, VIM
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