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Waterless Falcon
Aarakocra Lords’ Alliance Vassal (Milestone)
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ﬁ) +3_ Strength \ 7/ \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ O _-1_ Dexterity
16 O +2 Constitution '1 18 28 S
O _+0_ Intelligence
® +2 Wisdom INITIATIVE CLASS \ HIT POINTS /
® +5 Charisma / . , \
3d10 successes O=O=0O
DEXTERITY raiLures O=O=0
8 \ DEFENSES \ HIT DICE \ DEATH SAVES )
@ K SAVING THROWS ) Y
HEROIC INSPIRATION
N 7 j === ARMOR ===
y \ =N Heavy Armor, Light Armor, Medium Armor,
[CONSTITUTION] ﬂ) 41 Acrobatics DEX \ N Shields
‘ O _*0_ Animal Handling wis PROFICIENCY BONUS j === WEAPONS ===
O +0 Arcana INT ~ Martial Weapons, Simple Weapons
O +3  Athletics STR = —r === TOOLS ===
QO _+3_ Deception CHA ABILITY SAVE DC | Calligrapher's Supplies
) p— p—
®© 2 History INT === LANGUAGES ===
® _*2_ Insight wis ( N Common, Infernal
30 ft. (Walking), 30 ft. (Flyin
® +5 Intimidation CHA ( 9) (Flying)
O _*0_ Investigation INT
O +0 Medicine wis \ SPEED /
O +0 Nature INT ) PROFICIENCIES & TRAINING
O +o Perception wis , N\
O _*3  Performance CHA === ACTIONS === DC equals your Paladin spell save DC (DC 13).
) Standard Actions
® _*5_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, === BONUS ACTIONS ===
® +2 Religion INT Hide, Ready, Search, Utilize, Opportunity Attack, Channel Divinity: Divine Sense
g Grapple, Shove, Improvise, Two-Weapon Fighting, For the next 10 min. or until you have the
O _-1 Sleight of Hand DEX Interact with an Object, Study, Influence Incapacitated condition, you know the location of any
Celestials, Fiends, and Undead within 60 ft., and you
~ €a annel Divinity ¢ ong Rest now its creature type. In the same radius, you also
O _1  stealth DEX Channel Divinity » 2 / Long R know i In th di I
U CHARISMA ) O +0 Survival wis You can channel energy directly from the Outer detect the presence of any place/object that has been
Planes to fuel magical effects. Each time you use this consecrated or desecrated, as with the Hallow spell.
1 6 o) class’s Channel Divinity, you can choose which effect
- to create. You can use this class’s Channel Divinity 2 Lay On Hands: Heal
O times per Long Rest, but can regain one expended As a Bonus Action, you can touch a creature
use after finishing a Short Rest. (which could be yourself) and restore a number HP to
o J— that creature, up to the maximum amount remaining in
If vour Channel Divinity requires a savina throw, the the pool.
\ SKILLS J ACTIONS )
4 N
10 PASSIVE PERCEPTION Javelin +5 1d6+3 Piercing Simple, Thrown, Slow, Range (30/120)
Javelin +5 1d6+3 Piercing Simple, Thrown, Slow, Range (30/120)
12 PASSIVE INSIGHT
Longsword +5 1d8+3 Slashing Martial, Versatile, Sap
10 PASSIVE INVESTIGATION . .
Unarmed Strike +5 4 Bludgeoning
Talons +5 1d6+3 Slashing
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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 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 « 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 13).

| 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 13 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 13 Str. saving throw.
On a failed save, a creature is pushed 15 ft. straight
away from you and has the Prone condition.

| Dao’s Crush: Special

| Djinni’s Escape: Special
| Efreeti’s Fury: Special

| 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
12. 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.

=== AARAKOCRA 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 6
You are a Humanoid.

* Size « MotM 6
Your size is Medium.

* Speed * MotM 6
Your walking speed is 30 ft.

FEATURES & TRAITS
Chain Mail 1 55 Ib. Ink 1 --
Shield 1 6 Ib. Ink Pen 5 --
Longsword 1 31b. Parchment 9 --
Javelin 6 12 Ib.
Holy Symbol 1 -
Backpack 1 5 lb.
Blanket 1 31b.
Holy Water 1 1lb.
Lamp 1 1lb.
WEIGHT CARRIED Rations l 141b.
120 Ib. Robe 1 4 1b.
ENCUMBERED Tinderbox 1 11b.
240 Ib. Javelin 2 4 1b.
PUSH/DRAG/LIFT Calligrapher's Supplies 1 51b.
480 Ib. Fine Clothes 1 6 Ib.

EQUIPMENT




Waterless Falcon

CHARACTER NAME

e — —
Paladin 3 SrRefinados
CLASS & LEVEL PLAYER NAME
Aarakocra Lords’ Alliance Vassal (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
P — —

7

* Flight « MotM 6

You have a flying speed equal to your walking speed.
You can't use this flying speed if you're wearing
medium or heavy armor.

* Talons « MotM 6

You have talons that you can use to make unarmed
strikes. When you hit with them, you deal 1d6+3
slashing damage.

| 1 Action

* Wind Caller « MotM 6

Once per long rest, you can cast gust of wind without
requiring a material component. You can also cast this
spell normally using any spell slots of 2nd level or
higher.

Your spellcasting modifier is either Intelligence,
Wisdom, or Charisma (choose when you select this
race).

| Charisma «
Charisma is your spellcasting ability for this spell.
=== FEATS ===
* Interception « PHB-2024 209
When a creature you can see hits another creature
within 5 ft. of you with an attack roll, you can take a
Reaction to reduce the damage dealt to the target by
1d10+2. You must be holding a Shield or a Simple or
Martial weapon to use this Reaction.

| 1 Reaction

* Weapon Mastery « PHB-2024 110

| Halberd (Cleave) «

Cleave. Once per turn, if you hit a creature with a
melee attack using a Halberd, you can make another
melee attack with it against a second creature within 5
ft. of the first that's within your reach. On a hit, the
second creature takes the Halberd’'s damage, but
without your ability modifier (unless the modifier is
negative).

| 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.

| Cleave (Halberd): 1 Action
| Slow (Javelin): 1 Action

* Lords’ Alliance Agent « FRHoOF 38
You gain the following benefits.

Inspiring Strike. Once per turn when you score a
Critical Hit against a creature, you can choose an ally
within 30 ft of yourself who can see or hear you and
who lacks Heroic Inspiration. That ally gains Heroic
Inspiration.

Reassert Honor. When an enemy you can see deals
damage to an ally of yours that is within 5 ft of you, you
have Advantage on your next attack roll against that
enemy before the end of your next turn.

* Lords’ Alliance Vassal Ability Score Increase ¢
FRHoF

| Increase two scores (+2/ +1) ¢

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
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 === 3 Slots OO0
QO Searing Smite Paladin CON 13 1BA Self \% 1 minute PHB-2024 314 D:1m, V
O Wrathful Smite Paladin WIS 13 1BA  Self \% 1 minute PHB-2024 343 D: 1m, V
O Thunderous Smite Paladin STR 13 1BA Self \Y Instantaneous ~ PHB-2024 334 \/
O Detect Magic [R] Paladin - 1A Self/30 ft. Sphere  V,S Concentration, up to 20 minutes PHB-2024 262 D: 10m, 30 ft. Sphere, V/S
P Chromatic Orb Genie Spells (Always Prepared) +5 1A 90 ft. V,S,M Instantaneous  PHB-2024249 V/S/M
P Thunderous Smite Genie Spells (Always Prepared) STR 13 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 \% Instantaneous ~ PHB-2024 265
===2nd LEVEL ===
O Gust of Wind Wind Caller STR13 1A Self V,S,M  concenuation. wpro1miwe - PHB 248 1/LR, D: 1m, V/S/M
P Gust of Wind Wind Caller (Always Prepared) STR 13 1A Self V,S,M  concentiation, ipo 1minuie - PHB 248  D: 1m, V/IS/IM
SPELLS
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