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CLASS & LEVEL PLAYER NAME
Satyr Lords’ Alliance Vassal (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
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ARMOR Max HP Current HP Temp HP
+0 16 24 -
INITIATIVE CLASS \ HIT POINTS
/ / /
2d10 + 1d8 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
— e— === TOOLS ===
ABILITY SAVE DC | Calligrapher's Supplies, Horn
- === L ANGUAGES ===
7 N Common, Sylvan
35 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

=== BONUS ACTIONS ===
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.

Lay On Hands: Healing Pool 10 / Long Rest
You have a pool of healina power that replenishes

when you finish a Long Rest. With that pool, you can
restore a total of 10 HP.

Lay On Hands: Purify Poison

You can 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.

Pact of the Blade: Bond

You can create a bond with a magic weapon you
touch. You can’t bond with a magic weapon if
someone else attuned to it or another Warlock is
bonded with it. Until the bond ends, you're proficient
with it and can use it as a Spellcasting Focus.

Your bond with the weapons ends if vou use this

ACTIONS

74

~
13 PASSIVE PERCEPTION Greatsword +5 2d6+3 Slashing  Martial, Heavy, Two-Handed, Graze, True Strike: Radiant
13 DASSIVE INSIGHT Javelin +4 1d6+2 Piercing  Simple, Thrown, Slow, Range (30/120), True Stike: Radiant
Javelin +4 1d6+2 Piercing  Simple, Thrown, Slow, Range (30/120), True Strike: Radiant
9 PASSIVE INVESTIGATION Unarmed Strike +4 3 Bludgeoning
Ram +4 1d6+2 Bludgeoning
SENSES L 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 10 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: 10 / 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.
=== WARLOCK FEATURES ===

* Core Warlock Traits « PHB-2024 153

* Eldritch Invocations « PHB-2024 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.

| Pact of the Blade « br-2024
As a Bonus Action, you can conjure a pact weapon in
your hand, or create a bond with a magic weapon you
touch. You can't bond with a magic weapon if
someone else attuned to it or another Warlock is
bonded with it. Until the bond ends, you're proficient
with it and can use it as a Spellcasting Focus.

Whenever you attack with the bonded weapon, you
can use your Cha. instead of Str. or Dex.; and you can
cause it to deal Necrotic, Psychic, or Radiant damage
or its normal damage type.

Your bond with the weapons ends if you use this
feature’s Bonus Action again, if the weapon is more
than 5 ft. away from you for more than 1 minute, or if
you die. A conjured weapon disappears when the bond
ends.

| Pact of the Blade: Conjure: 1 Bonus Action
| Pact of the Blade: Bond: 1 Bonus Action

* Pact Magic « PHB-2024 153

=== SATYR 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 29
You are a Fey.

* Size « MotM 29
You are Medium.

* Speed ¢« MotM 29
Your walking speed is 35 ft.

* Ram * MotM 29

You can use your head and horns to make unarmed
strikes. When you hit with them, you deal 1d6+2
bludgeoning damage.

| 1 Action

* Magic Resistance *« MotM 29
You have advantage on saving throws against spells.

* Mirthful Leaps « MotM 29

When you make a long or high jump, you can roll a d8
and add the result to the number of feet you cover.
This extra distance costs movement as normal.

| Special

* Reveler « MotM 29

You have proficiency in Performance and Persuasion
and proficiency with one musical instrument of your
choice.

=== FEATS ===

* Great Weapon Fighting « PHB-2024 209

When you roll damage for an attack you make with a
Melee weapon that has the Two-Handed or Versatile
properties, you can treat any 1 or 2 on a damage die
asa3.

* Weapon Mastery « PHB-2024 110

| Greatsword (Graze) ¢

N

FEATURES & TRAITS
Shield 1 6 Ib. Tinderbox 1 11b.
Chain Mail 1 55 Ib. Lamp 1 11b.
Longsword 1 31b. Holy Water 1 11b.
Javelin 6 12 Ib. Greatsword 1 6 Ib.
Javelin 2 4 1b.
Parchment 9 -
Backpack 1 51b.
Calligrapher's Supplies 1 5 lb.
Ink Pen 5 -
WEIGHT CARRIED Ink L -
128 Ib. Reliquary 1 2 1b.
ENCUMBERED Fine Clothes 1 6 Ib.
225 |b. Rations 7 14 1b.
PUSH/DRAG/LIFT Robe 1 41lb.
450 |b. Blanket 1 3lb.

EQUIPMENT




Tanger Cyder

CHARACTER NAME

e — —
Paladin 2 / Warlock 1 Sigu
CLASS & LEVEL PLAYER NAME
Satyr Lords’ Alliance Vassal (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
P — —

7
Graze. If your attack roll with a Greatsword misses a
creature, you can deal damage to it equal to the ability
modifier used to make the attack. This damage is the
same type dealt by the Greatsword, and can only be
increased by increasing the ability modifier.

| 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.

| Graze (Greatsword): 1 Action
| Slow (Javelin): 1 Action

* Lords’ Alliance Agent « FRHoF 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
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Paladin / Warlock
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=== CANTRIPS === (At Will)
P True Strike Warlock +5 1A Self SM Instantaneous  PHB-2024 336 S/M
P Sword Burst Warlock DEX 13 1A Self/5 ft. \Y Instantaneous  SCAG 143 V
=== 1st LEVEL === 2 Slots OO | 1 Pact O
P Wrathful Smite Paladin WIS 13 1BA  Self \% 1 minute PHB-2024 343 D: 1m, V
P Divine Favor Paladin - 1BA  Self v,S 1 minute PHB-2024 265 D: 1m, V/S
P Bless Paladin - 1A 30 ft. V,S,M  concentiation, upto 1 minute - PHB-2024 247 D: 1m, V/S/M
P Hex Warlock - 1BA 90 ft. V,S,M  Concentration upto 1 hour  PHB-2024 285 D: 1h, V/S/M
P Comprehend Languages [R] Warlock -- 1A Self V,S,M 1 hour PHB-2024 252 D: 1h, V/SIM
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 V
SPELLS
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