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CLASS & LEVEL PLAYER NAME
Bugbear Genie Touched (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
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ARMOR Max HP Current HP Temp HP |
+4 19 4 4 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
5d10 successes O=O=0O
FAILURES( )=( >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
HEROIC INSPIRATION
j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS
j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Glassblower's Tools
S==x N
=== LANGUAGES ===
7 N Common, Common Sign Language
30 ft. (Walking)
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

Channel Divinity » 2 / Long Rest

You can channel energy directly from the Outer
Planes to fuel magical effects. Each time you use this
class’s Channel Divinity, you can choose which effect
to create. You can use this class’s Channel Divinity 2
times per Long Rest, but can regain one expended
use after finishing a Short Rest.

If vour Channel Divinity requires a savina throw, the

DC equals your Paladin spell save DC (DC 14).

=== BONUS ACTIONS ===
Channel Divinity: Divine Sense

For the next 10 min. or until you have the
Incapacitated condition, you know the location of any
Celestials, Fiends, and Undead within 60 ft., and you
know its creature type. In the same radius, you also
detect the presence of any place/object that has been
consecrated or desecrated, as with the Hallow spell.

Lay On Hands: Heal

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.

74

SKILLS \ ACTIONS
74 <\
13 PASSIVE PERCEPTION Dragon’s Wrath Shortsword (Slumbering) +7 1d6+6 Piercing +1d6 Piercing, +5 Poison, Martial, Finesse, Light, Vex, True Strike: 1d6+3 Radiant
Slumbering Dragon’s Wrath Whip +7 1d4+6 Slashing Martial, Finesse, Reach, Slow, True Strike: 1d6+3 Radiant
13 PASSIVE INSIGHT
Unarmed Strike +2 0 Bludgeoning
9 PASSIVE INVESTIGATION
Darkvision 60 ft.
SENSES A \ WEAPON ATTACKS & CANTRIPS
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=== PALADIN FEATURES ===
* Core Paladin Traits « PHB-2024 109

* Lay On Hands * PHB-2024 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 25 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: 25/ Long Rest « 1
Bonus Action

| Lay On Hands: Heal: 1 Bonus Action
| Lay On Hands: Purify Poison: 1 Bonus Action
* Spellcasting « PHB-2024 110
* Weapon Mastery « PHB-2024 110
* Fighting Style « PHB-2024 110
| Fighting Style feat ¢ br-2024 110
* Paladin’s Smite « PHB-2024 110
You always have Divine Smite prepared and cast it
without expending a spell slot once per Long Rest.
* Channel Divinity « PHB-2024 110
You can channel energy directly from the Outer Planes

to fuel magical effects. Each time you use this class’s
Channel Divinity, you can choose which effect to

create. You can use this class’s Channel Divinity 2
times per Long Rest, but can regain one expended use
after finishing a Short Rest.

If your Channel Divinity requires a saving throw, the
DC equals your Paladin spell save DC (DC 14).

| Channel Divinity: Divine Sense: 1 Bonus Action
| 2/Long Rest ¢ 1 Action

* Paladin Subclass « PHB-2024 111
| Oath of the Noble Genies

* Elemental Strike « FRHoF

Immediately after you cast Divine Smite, you can
expend one use of your Channel Divinity and invoke
one of the following effects.

Dao’s Crush. Earth rises up around the target of your
Divine Smite. The target has the Grappled condition
(DC 14 to escape). While Grappled, the target has the
Restrained condition.

Djinni’'s Escape. You teleport to an unoccupied space
you can see within 30 ft. of yourself and take on a
semi-incorporeal form, which lasts until the end of your
next turn. While in this form, you have Resistance to
Bludgeoning, Piercing, and Slashing damage, and you
have Immunity to the Grappled, Prone, and Restrained
conditions.

Efreeti’s Fury. The target of your Divine Smite takes an
extra 2d4 Fire damage, and fire jumps from the target
to another creature you can see within 30 ft. of
yourself. The second creature also takes 2d4 Fire
damage.

Marid’s Surge. The target of your Divine Smite and
each creature of your choice in a 10-ft. Emanation

originating from you makes a DC 14 Str. saving throw.
On a failed save, a creature is pushed 15 ft. straight
away from you and has the Prone condition.

| Channel Divinity: Dao’s Crush: Special

| Channel Divinity: Djinni's Escape: Special
| Channel Divinity: Efreeti’'s Fury: Special

| Channel Divinity: Marid’s Surge: Special

* Genie Spells « FRHoF

When you reach a Paladin level specified in the Genie
Spells table, you thereafter always have the listed
spells prepared.

* Genie’s Splendor « FRHoF
When you aren’t wearing any armor, your base AC is
17. You can use a Shield and still gain this benefit.

You also gain proficiency in one of the following skills
of your choice: Acrobatics, Intimidation, Performance,
or Persuasion.

* Ability Score Improvement « PHB-2024 111

* Extra Attack « PHB-2024 111
You can attack twice instead of once whenever you
take the Attack action on your turn.

* Faithful Steed « PHB-2024 111
You always have Find Steed prepared, and can cast it
once per Long Rest without expending a spell slot.

=== BUGBEAR SPECIES TRAITS ===
* Languages * MotM 5

Your character can speak, read, and write Common
and one other language that you and your DM agree is

N

FEATURES & TRAITS
Dragon’s Wrath Shortsword (Slumbering) 1 2 1b. Robe 1 4 b.
Shield 1 6 Ib. Glassblower's Tools 1 5 1b.
Diamante 1 - Blanket 1 31b.
Slumbering Dragon’s Wrath Whip 1 3lb. Tinderbox 1 1lb.
Backpack 1 51b. Waterskin 1 51b.
Emblem 1 - Lamp 1 11b.
Chest 1 25 Ib. Lamp 1 11b.
Crowbar 1 51b. Holy Water 1 11b.
Hammer 1 31b. Javelin 6 12 Ib.
WEIGHT CARRIED Piton 10 251b. Tinderbox 1 11b.
153.5 Ib. Rations (1 day) 10 20 Ib. Waterskin 1 51b.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
240 Ib. Torch 10 10 Ib. Dragon’s Wrath Shortsword (Slumbering) 1 2 lb.
PUSH/DRAG/LIFT Oil 3 31b.
480 Ib. Rations 7 14 Ib.

EQUIPMENT




goblinoid for any prerequisite or effect that requires
you to be a goblinoid.

* Size « MotM 8
Your size is Medium.

* Speed * MotM 8
Your walking speed is 30 ft.

* Darkvision « MotM 8

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. You
discern colors in that darkness only as shades of gray.

* Fey Ancestry « MotM 8
You have advantage on saving throws you make to
avoid or end the charmed condition on yourself.

* Long-Limbed ¢ MotM 8
When you make a melee attack on your turn, your
reach for it is 5 ft. greater than normal.

* Powerful Build « MotM 8

You count as one size larger when determining your
carrying capacity and the weight you can push, drag,
or lift.

* Sneaky ¢« MotM 8

You are proficient in the Stealth skill. In addition,
without squeezing, you can move through and stop in
a space large enough for a Small creature.

* Surprise Attack « MotM 8

If you hit a creature that has not taken a turn yet in the
current combat with an attack roll, it takes an extra 2d6
damage.

* Defensive Duelist « PHB-2024 203
Ability Score Increase. Dex. increased by 1.

Parry. If you're holding a Finesse weapon and another
creature hits you with a melee attack, you can take a
Reaction to add 3 to your AC, potentially causing the
attack to miss. You gain this bonus to your AC against
melee attacks until the start of your next turn.

| Parry: 1 Reaction

* Dueling « PHB-2024 209

While holding a Melee weapon in one hand and no
other weapons, you gain a +2 bonus to damage rolls
with that weapon.

* Magic Initiate (Wizard) « PHB-2024 201

Two Cantrips. You learn two cantrips of your choice
from the Wizard 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 Wizard
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.

ADDITIONAL FEATURES & TRAITS
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appropriate for the character. | Special | Charisma «
* Creature Type » MotM 8 * Weapon Mastery « PHB-2024 110
You are a Humanoid. You are also considered a === FEATS ===

| 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.

| Whip (Slow) «
Slow. If you hit a creature with a Whip 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.

| Slow (Whip):

| Vex (Rapier): 1 Action
* Genie Touched Ability Score Increase « FRHoF 30

| Increase two scores (+2 / +1) ¢

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
QO Toll the Dead Magic Initiate (Wizard) WIS 14 1A 60 ft. V,S Instantaneous ~ XGtE 169 V/S
QO True Strike Magic Initiate (Wizard) +6 1A Self SM Instantaneous ~ PHB-2024336 S/M
P Elementalism Genie Spells (Always Prepared) -- 1A 30 ft./5 ft. Cube V,S Instantaneous ~ PHB-2024 267 5 ft. Cube, V/S

=== 1st LEVEL === 4 Slots OO00
QO Divine Favor Paladin - 1BA  Self V,S 1 minute PHB-2024 265 D: 1m, V/S
O Shield of Faith Paladin - 1BA 60 ft. V,S,M  concenation,upto 10minues  PHB-2024 316 D: 10m, V/S/M
O Detect Poison and Disease [R] Paladin - 1A Self/30 ft. Sphere  V/,S,M  concenvaon uptosomines - PHB-2024 262 D: 10m, 30 ft. Sphere, V/S/M
O Ceremony [R] Paladin -- 1h Touch V,S,M Instantaneous  XGtE 151 V/SIM
O Compelled Duel Paladin Wis14 1BA 30 ft. \% Concentration, up to Lminute  PHB-2024 252 D: 1m, V
O Shield Magic Initiate (Wizard) -- 1R Self V.S 1 round PHB-2024 316 1/LR, D: 1Rnd, V/S
P Chromatic Orb Genie Spells (Always Prepared) +6 1A 90 ft. V,S,M Instantaneous  PHB-2024249 V/S/M
P Thunderous Smite Genie Spells (Always Prepared) STR 14 1BA  Self \% Instantaneous ~ PHB-2024334 'V
P Divine Smite Paladin’s Smite (Always Prepared) -- 1BA  Self \% Instantaneous ~ PHB-2024265 1/LR, V
P Divine Smite Paladin’s Smite (Always Prepared) -- 1BA  Self \Y Instantaneous ~ PHB-2024 265

===2nd LEVEL === 2 Slots 0O
QO Shining Smite Paladin - 1BA  Self \% Concentration, up to L minute  PHB-2024 316  D: 1m, V
P Mirror Image Genie Spells (Always Prepared) -- 1A Self V,S 1 minute PHB-2024299 D: 1m, V/S
P Phantasmal Force Genie Spells (Always Prepared) INT 14 1A 60 ft./10 ft. Cube V,S,M  Concentration, upto 1minute  PHB-2024 304 D: 1m, 10 ft. Cube, V/S/M
O Find Steed Faithful Steed - 1A 30 ft. V,S Instantaneous ~ PHB-2024272 1/LR, VIS
O Find Steed Faithful Steed - 1A 30 ft. V.S Instantaneous ~ PHB-2024272 \//S
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