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© _+3  Strength \ /7 \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ O _+4_ Dexterity
8 ® +5 Constitution +7 23 7 0 S
O _+1_Intelligence
O +3 Wisdom INITIATIVE CLASS \ HIT POINTS /
O -1 Charisma y / , <
L. . 3d10 + 4d8 + 3d10
— Immunities - Magical Sleep successes OO0
DEXTERITY
FaiLURES (O =)
Advantage Made to
avoid or end the \§ DEFENSES \ HIT DICE \ DEATH SAVES J
Charmed condition |
K SAVING THROWS ) A
HEROIC INSPIRATION
N 7 j === ARMOR ===
y \ =N Heavy Armor, Light Armor, Medium Armor,
ﬂ) +4  Acrobatics DEX \ N Shields
‘ O _*3  Animal Handling wis PROFICIENCY BONUS j === WEAPONS ===
O +4 Arcana INT ~ Martial Weapons, Simple Weapons
O -1 Athletics STR = —r === TOOLS ===
O -1 Deception CHA ABILITY SAVE DC | Thieves' Tools
o S==x F—
) +1  History INT J— ——
INTELLIGENCE LANGUAGES . )
® _+7_ lInsight wis 7% N Abyssal, Common, Draconic, Elvish, Infernal
30 ft. (Walkin
12 ® +3 Intimidation CHA ( 9)
® _*5  Investigation INT
’@ O +3 Medicine wis \ SPEED /
O +1 Nature INT ) PROFICIENCIES & TRAINING
( WISDOM \' ® +11 Perception wis , \
O -1 Performance CHA === ACTIONS === Once per turn, when you attack a creature and hit it
l 6 ) Standard Actions with a weapon, you can deal an extra 2d6 Psychic
O _-L_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, damage. You can use it 3 times per Long Rest.
O _+4_ Religion INT Hide, Ready, Search, Upllze, Opportunity AFtaclf, o -
Grapple, Shove, Improvise, Two-Weapon Fighting, === BONUS ACTIONS ===
O _*4_ Sleight of Hand DEX Interact with an Object, Study, Influence Hunter's Mark ¢ 2 / Long Rest
- You always have Hunter's Mark prepared and can
® _*8 Stealth DEX Channel Divinity » 2 / Long Rest cast it without expending a spell slot 2 times per Long
U CHARISMA ) 7 . You can channel energy directly from the Outer Rest.
® 7 Survival wis Planes to fuel magical effects. When you use this
8 O class’s Channel Divinity, you can choose which effect Second Wind « 2 / Long Rest
- to create. You can use this class’s Channel Divinity 2 You can draw upon a limited well of physical and
O times per Long Rest, but can regain one expended mental stamina and regain 1d10+3 HP.
o use after finishing a Short Rest.
e — You can use this 2 times per Long Rest, and can
Dreadful Strike « 3/ Lona Rest redain one expended use when vou finish a Short
\ SKILLS J ACTIONS )
7 N
21 PASSIVE PERCEPTION Dagger +9 1d4+5 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
Pistol +11 1d10+5 Piercing  Martial, Ammunition (Firearms), Range, Loading, Vex, Range (30/90)
17 PASSIVE INSIGHT
Scimitar +9 1d6+5 Slashing Martial, Finesse, Light, Nick
PASSIVE INVESTIGATION Lo . . .
15 Shortsword +9 1d6+5 Piercing Martial, Finesse, Light, Vex
Darkvision 180 ft. Unarmed Strike +3 0 Bludgeoning
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=== CLERIC FEATURES ===

* Core Cleric Traits « PHB-2024 69
* Spellcasting « PHB-2024 69
* Divine Order « PHB-2024 70

| Thaumaturge
You know one extra cantrip from the Cleric spell list.
You also have a +3 bonus to your Arcana and Religion
checks.

* Channel Divinity « PHB-2024 70

You can channel energy directly from the Outer Planes
to fuel magical effects. When 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 Cleric spell save DC (DC 15).

| 2/Long Rest ¢ 1 Action

| Channel Divinity: Divine Spark: 1 Action

| Channel Divinity: Turn Undead: 1 Action
* Cleric Subclass « PHB-2024 71

| War Domain
* Guided Strike « PHB-2024 77
When you or a creature within 30 ft. of you misses with
an attack roll, you can expend one use of Channel
Divinity to give that roll a +10 bonus. When you use

this feature to benefit another creature, you must take
a Reaction to do so.

| Channel Divinity: Guided Strike (Self): Special

| Channel Divinity: Guided Strike (Benefit Ally): 1
Reaction

* War Domain Spells « PHB-2024 77

When you reach a Cleric level specified in the War
Domain Spells table, you always have the listed spells
prepared.

* War Priest « PHB-2024 77

As a Bonus Action, you can make one attack with a
weapon or an Unarmed Strike. You can use this Bonus
Action 3 times per Short or Long Rest.

| War Priest: Bonus Attack: 3 / Short Rest « 1 Bonus
Action

* Ability Score Improvement « PHB-2024 71
=== FIGHTER FEATURES ===
* Core Fighter Traits « PHB-2024 91
* Fighting Style « PHB-2024 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 « PHB-2024 91
As a Bonus Action, you can draw upon a limited well of
physical and mental stamina and regain 1d10+3 HP.
You can use this 2 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 2/ Long Rest « 1 Bonus Action

* Weapon Mastery « PHB-2024 91

~N
* Action Surge * PHB-2024 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 « PHB-2024 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 « PHB-2024 92

| Champion
* Improved Critical « PHB-2024 96
Your attack rolls with weapons and Unarmed Strikes
can score a Critical Hit on a d20 roll of 19-20.

| Special
* Remarkable Athlete « PHB-2024 96
You have Advantage on Initiative and Strength
(Athletic) checks.
Immediately after you score a Critical Hit, you can
move up to half your Speed without provoking
Opportunity Attacks.
=== RANGER FEATURES ===
* Core Ranger Traits « PHB-2024 119

* Spellcasting « PHB-2024 119

FEATURES & TRAITS
\\
Mantle of Spell Resistance 1 - Rations (1 day) 10 20 Ib.
Serpent Scale Armor 1 13 Ib. Rope, Hempen (50 feet) 1 10 Ib.
Potion of Healing (Greater) 2 1lb. Tinderbox 1 1lb.
Potion of Healing (Superior) 1 0.5 Ib. Torch 10 10 Ib.
Potion of Fire Resistance 2 - Waterskin 1 51b.
Clockwork Amulet 1 - Shield 1 6 Ib.
Amulet of the Devout, +2 1 - Dagger 1 11b.
Potion of Healing 1 - Crossbow, Light 1 51b.
Orb of Time 1 - Shortsword 1 2 |b.

WEIGHT CARRIED Firearm Bullets, +1 1 - Pistol 1 31b.
255.25 |b. Scimitar 1 31b. Crossbow Bolts 10 0.75 Ib.
ENCUMBERED Backpack 1 51b.

120 Ib. Chest 1 25 Ib. Mantle of Spell Resistance 1 -

PUSH/DRAG/LIFT Bedroll 1 7 1b. Amulet of the Devout, +2 1 -

240 Ib. Mess Kit 1 11b.
EQUIPMENT ))




* Favored Enemy « PHB-2024 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 « PHB-2024 120

* Deft Explorer « PHB-2024 120
You gain Expertise with one of your skill proficiencies.

You know two languages of your choice.
* Fighting Style « PHB-2024 120

| Fighting Style feat « br-2024
* Ranger Subclass « PHB-2024 120

| Gloom Stalker

* Dread Ambusher « PHB-2024 125
You have the following benefits:

« At the start of your first turn of each combat, your
Speed increases by 10 ft. until the end of that turn.

« Once per turn, when you attack a creature and hit
it with a weapon, you can deal an extra 2d6 Psychic
damage. You can use it 3 times per Long Rest.

« When you roll Initiative, you can add your Wis.
modifier (+3) to the roll.

| Dreadful Strike: 3/ Long Rest * 1 Action

* Gloom Stalker Spells « PHB-2024 126

When you reach a Ranger level specified in the Gloom
Stalker Spells table, you thereafter always have the
listed spells prepared.

* Umbral Sight « PHB-2024 126
You gain Darkvision with a range of 60 ft., if you

already have Darkvision when you gain this feature, its
range increases by 60 ft.

You're adept at evading creatures that rely on
Darkvision. While entirely in Darkness, you have the
Invisible condition to any creature that relies on
Darkvision to see you.

=== ELF SPECIES TRAITS ===

* Creature Type » PHB-2024 190
You are a Humanoid.

* Size « PHB-2024 190
You are Medium.

* Speed « PHB-2024 190
Your speed is 30 ft.

* Darkvision « PHB-2024 190
You have Darkvision with a range of 60 ft.

* Elven Lineage * PHB-2024 190
Choose a lineage from the Elven Lineages table. You
gain the level 1 benefit of that lineage.

| Drow Lineage ¢
The range of your Darkvision increases to 120 ft. and
you gain the spells outlined in the Elven Lineages
table.
* Elven Lineage Spells « PHB-2024 189

| Drow Lineage - Wisdom «
* Fey Ancestry « PHB-2024 190
You have Advantage on saving throws you make to
avoid or end the Charmed condition.

* Keen Senses « PHB-2024 190

ADDITIONAL FEATURES & TRAITS

You have proficiency in the Insight, Perception, or
Survival skill.

* Trance « PHB-2024 190

You don't need to sleep, and magic can’t put you to
sleep. You can finish a Long Rest in 4 hours if you
spend those hours in a trancelike meditation, during
which you retain consciousness.

=== FEATS ===

* Archery « PHB-2024 209
You gain a +2 bonus to attack rolls with Ranged
weapons.

* Elven Accuracy * XGtE 74

Increase your DEX, INT, WIS, or CHA score by 1.
Whenever you have advantage on an attack roll using
one of those modifiers, you can reroll one of the dice
once.

* Dark Gift - Mist Walker «

The Mists grip all who tread the Domains of Dread, but
you know how to slip through their grasp. You can
navigate the Mists successfully given enough time and
a little luck, but this freedom comes with a price; if you
remain in one area for too long, the Mists find you and
drain your life force.

* Weapon Mastery « PHB-2024 91

| 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.

| Scimitar (Nick) «
Nick. When you make the extra attack of the Light
property, you can make it as part of the Attack action
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Clothes, Common
Crowbar

Hammer

Holy Water (flask)
Manacles

Mirror, Steel

Oil (flask)

Piton

Rations (1 day)
Rope, Hempen (50 feet)
Tinderbox
Waterskin
Thieves' Tools
Stake (Wooden)

Holy Symbol

1 31b. Capa de borreguillo 1 41b

1 51b. Amulet of Proof against Detection and Location 1 --

1 31b. Boots of the Winterlands 1 --

1 11b. Brazier of Commanding Fire Elementals 1 51b.
1 6 Ib. Lantern of Revealing 1 --

1 0.5 Ib. Mantle of Spell Resistance 1 --

1 11b. Necklace of Adaptation 1 --

10 251b. Ring of Free Action 1 --

5 10 Ib. Wand of the War Mage, +1 1 -

1 10 Ib. Amulet of the Devout, +1 1 -

1 11b. Potion of Healing 1 0.5 Ib.
1 51b. Potion of Healing 1 0.5 Ib.
1 11b. Spell Scroll (Cantrip) 1 --

5 - Alchemy Jug 1 12 Ib.
1 - Arrow of Slaying 1 --

ADDITIONAL EQUIPMENT
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instead of as a Bonus Action. This extra attack can
only be made once per turn.

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

| Vex (Pistol): 1 Action
| Nick (Scimitar): 1 Action
| Vex (Shortsword): 1 Action

* Lucky « PHB-2024 201

Luck Points. You have 4 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: 4 / Long Rest « Special

* Two-Weapon Fighting « PHB-2024 210

When you make an extra attack as a result of using a
weapon that has the Light property, you can add your
ability modifier to the damage of that attack if you
aren’t already adding it to the damage.

* Wayfarer Ability Score Improvements « PHB-2024
185

| Increase two scores (+2/ +1) ¢

* Weapon Mastery « PHB-2024 120

| Dagger (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.

| Musket (Slow) ¢
Slow. If you hit a creature with a Musket 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.

| Nick (Dagger): 1 Action

| Slow (Musket): 1 Action

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT




CHARACTER APPEARANCE
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Medium
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Good
ALIGNMENT FAITH SKIN EYES HAIR
— —
\
N\
7 . . N\
| don’t run from evil. Evil runs from
me.

ALLIES & ORGANIZATIONS

| live for the thrill of the hunt.
| refuse to become a victim, and | will

PERSONALITY TRAITS
|~

1
[ ~"1
I kill monsters to make the world a

safer place, and to exorcise my own

demons. (Good)
IDEALS

L~ —~
[ ~"1
| keep my thoughts and discoveries in a
journal. My journal is my legacy.
BONDS
L~ —~
[N ~~"]

| feel no compassion for the dead. They're
the lucky ones.

\\ FLAWS //

"

CHARACTER BACKSTORY

ADDITIONAL NOTES /,




Cleric / Ranger
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=== CANTRIPS ===
Mending

Spare the Dying
Toll the Dead
Thaumaturgy
Dancing Lights

Guidance

=== 1st LEVEL ===
Command

Cure Wounds

Healing Word

Shield of Faith

Guiding Bolt

Ceremony [R]

Bane

Protection from Evil and Good
Purify Food and Drink [R]
Bless

Sanctuary

Create or Destroy Water
Detect Evil and Good
Detect Poison and Disease [R]
Detect Magic [R]

Inflict Wounds
Wardaway

Zephyr Strike

Detect Magic [R]

Alarm [R]

Absorb Elements

Faerie Fire

Faerie Fire

Disguise Self

Hunter's Mark

===2nd LEVEL ===
Hold Person

Lesser Restoration
Prayer of Healing
Protection from Poison
Spiritual Weapon
Magic Weapon

Aid

Augury [R]

Find Traps
Blindness/Deafness
Gentle Repose [R]
Calm Emotions
Locate Object
Silence [R]

(At will)

Cleric

Cleric

Cleric

Cleric

Elven Lineage Spells (Always Prepared)

Divine Order

4 Slots 0000

Cleric

Cleric

Cleric

Cleric (Always Prepared)
Cleric (Always Prepared)
Cleric

Cleric

Cleric

Cleric

Cleric

Cleric

Cleric

Cleric

Cleric

Cleric

Cleric

Cleric

Ranger

Ranger

Ranger

Ranger

Elven Lineage Spells
Elven Lineage Spells
Gloom Stalker Spells (Always Prepared)

Favored Enemy (Always Prepared)

3 Slots 000

Cleric

Cleric

Cleric

Cleric

Cleric (Always Prepared)
Cleric (Always Prepared)
Cleric

Cleric

Cleric

Cleric

Cleric

Cleric

Cleric

Cleric

WIS 17

CON 17
CON 17

DEX 17
DEX 17

im Touch

1A 15 ft.
1A 60 ft.
1A 30 ft.
1A 120 ft.
1A Touch
1A 60 ft.
1A Touch
1BA 60 ft.
1BA 60 ft.
1A 120 ft.
ih+1om  Touch
1A 30 ft.
1A Touch

1A+10m 10 ft./5 ft. Sphere
1A 30 ft.
1BA 301t
1A 30 ft./30 ft. Cube
1A Self/30 ft. Sphere
1A+10m  Self/30 ft. Sphere

1A+10m  Self/30 ft. Sphere

1A Touch
1A 60 ft.
1BA  Self

1A Self/30 ft. Sphere
im 30 ft./20 ft. Cube
1R Self

1A 60 ft./20 ft. Cube

1A 60 ft./20 ft. Cube

1A Self
1BA 90 ft.
1A 60 ft.
1BA  Touch
10m 30 ft.
1A Touch
1BA 60 ft.
1BA  Touch
1A 30 ft.
11m  Self
1A 120 ft.
1A 120 ft.
1a+1m  Touch

1A 60 ft./20 ft. Sphere
1A Self

1A+10m 120 ft./20 ft. Sphere

SPELLS

V,S.\M
V.S
V.S

V,S,\M
V.S

V.S

V,S,\M
V.S
V,S,\M
V,S,\M
V,S,\M
V.S
V,S,\M
V,S,\M
V,S,M
V.S
V,S,\M
V.S
V.S
V,S,\M

V.S
V,S,\M

V,S,\M
V.S

V.S
V.S
V.S
V,S,\M
V,S,\M
V.S
A\
V,S,\M
V.S
V,S,\M
V.S

Instantaneous
Instantaneous
Instantaneous
1 minute
Goncentation, up o 1 minute

Concentration, up to 1 minute

Instantaneous
Instantaneous
Instantaneous
Concentration,up 0 10 minutes
1 round
Instantaneous
Concentration, up o 1 minute
Concentration,up 0 10 minutes
Instantaneous
Concentration, up o 1 minute
1 minute
Instantaneous
Concentration, up o 10 minutes
Concentaton,up o 10 minutes
Concentraton,up o 10 minutes
Instantaneous
Instantaneous
Goncentation, up to 1 minute
Concentraton,up o 10 minutes
8 hours

1 round
Concentation, up to 1 minue
Concentration, up to 1 minute
1 hour

Concentration, up to 1 hour

Concentration, up to 1 minute
Instantaneous
Instantaneous
1 hour

Goncentration, up o 1 minute
1 hour

8 hours
Instantaneous
Instantaneous
1 minute

10 days
Concentration, up o 1 minute
Concentration, up 0 10 minutes

Concentration, up to 10 minutes

PHB-2024 297
PHB-2024 318
PHB-2024 334
PHB-2024 333
PHB-2024 259

PHB-2024 282

PHB-2024 251
PHB-2024 259
PHB-2024 284
PHB-2024 316
PHB-2024 282
XGtE 151
PHB-2024 245
PHB-2024 309
PHB-2024 310
PHB-2024 247
PHB-2024 313
PHB-2024 258
PHB-2024 261
PHB-2024 262
PHB-2024 262
PHB-2024 288
FRHoF 147
XGtE 171
PHB-2024 262
PHB-2024 239
EE 150
PHB-2024 271
PHB-2024 271
PHB-2024 262

PHB-2024 287

PHB-2024 286
PHB-2024 291
PHB-2024 307
PHB-2024 310
PHB-2024 318
PHB-2024 295
PHB-2024 239
PHB-2024 244
PHB-2024 273
PHB-2024 248
PHB-2024 278
PHB-2024 249
PHB-2024 293

PHB-2024 316

VISIM

VIS

VIS
D:1m,V

D: 1m, V/SIM
D:1m, VIS

VIS

\Y

D: 10m, V/SIM

D: 1Rnd, VIS

VISIM

D: 1m, V/SIM

D: 10m, V/SIM

5 ft. Sphere, VIS

D: 1m, V/SIM

D: 1m, V/SIM

30 ft. Cube, V/ISIM

D: 10m, 30 ft. Sphere, V/S
D: 10m, 30 ft. Sphere, V/ISIM
D: 10m, 30 ft. Sphere, V/S
VIS

VISIM

D:1m, V

D: 10m, 30 ft. Sphere, V/S
D: 8h, 20 ft. Cube, V/S/M
D: 1Rnd, S

D: 1m, 20 ft. Cube, V

1/LR, D: 1m, 20 ft. Cube, V
D: 1h, VIS

Ext. D: (See Description)*, D: 1h, V

D: 1m, V/ISIM

VIS

\%

D: 1h, VIS

D: 1m, VIS

D: 1h, VIS

D: 8h, V/ISIM

VISIM

VIS

D:1m,V

D: 10d, V/ISIM

D: 1m, 20 ft. Sphere, VIS
D: 10m, V/SIM

D: 10m, 20 ft. Sphere, V/S
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O Continual Flame Cleric -- 1A Touch V,S,M Until dispelled ~ PHB-2024 256 D: Until Dispelled, V/S/M
O Enhance Ability Cleric -- 1A Touch V,S,M  Concentration, upto thour  PHB-2024 268 D: 1h, V/S/M
O Warding Bond Cleric -- 1A Touch V,S,M 1 hour PHB-2024 340 D: 1h, V/S/M
O Zone of Truth Cleric CHA 17 1A 60 ft./15 ft. Sphere  V,S 10 minutes PHB-2024 343 D: 10m, 15 ft. Sphere, V/S
O Deryan's Helpful Homunculi [R] Cleric -- 1a+10m  Self V,S,M 8 hours FRHoF 143 D: 8h, V/ISIM
O Misty Step Dark Gift - Mist Walker -- 1BA  Self \% Instantaneous  PHB 260  1/LR,V
O Darkness Elven Lineage Spells -- 1A 60 ft./15 ft. Sphere  \/,M Concentration, up to 10 minutes PHB-2024 260 1/LR, D: 10m, 15 ft. Sphere, VIM
O Darkness Elven Lineage Spells - 1A 60 ft./15 ft. Sphere  \/,M Concentration, up to 0 minutes PHB-2024 260 D: 10m, 15 ft. Sphere, VIM
SPELLS

> 4
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