D&D
1B ENOINID)

STRENGTH

DEXTERITY

8

Lo

CONSTITUTION

_*0_ Animal Handling wis
O -1 Arcana INT
® +8 Athletics STR
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INTELLIGENCE
® _+4 Insight wis
8 ® +12 Intimidation CHA
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CHARACTER NAME

+8_ Strength

+3  Dexterity

+7  Constitution

+3_ Intelligence

+8  Wisdom

+12  Charisma

+4 Bonus on saves
Advantage Against Spells
Advantage Against Breath
Weapons

\

SAVING THROWS

y

Acrobatics DEX

Medicine WIS

-1 Nature INT

Perception wis

Performance CHA

Persuasion CHA

-1 Religion INT
Sleight of Hand DEX

-1 Stealth DEX
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/ \
ARMOR Max HP Current HP Temp HP |
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
. 12d10
Resistances - All successes O-O-0
Immunities - Frightened raures OO0
\§ 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, Thieves' Tools
- === L ANGUAGES ===
7 N Common, Common Sign Language,
35 ft. (Walking) Draconic, Giant
A SPEED )

4 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 » 3/ Long Rest
You can channel energy directly from the Outer

DC equals your Paladin spell save DC (DC 16).

Hill's Tumble (Hill Giant) 4 / Long Rest

When you hit a Large or smaller creature with an
attack roll and deal damage to it, you can give it the
Prone condition.

=== BONUS ACTIONS ===
Activate Large Form « 1/ Long Rest

0 i - A . .
0 Survival wis Planes to fuel magical effects. Each time you use this Once per Long Rest as a Bonus Action, you can
18 class’s Channel Divinity, you can choose which effect change your size to Large for 10 minutes or until you
- to create. You can use this class’s Channel Divinity 3 end it. For that duration, you have Advantage on
times per Long Rest, but can regain one expended Strength checks, and your Speed increases by 10 ft.
use after finishing a Short Rest.
J— Channel Divinity: Divine Sense
L ) If vour Channel Divinity requires a savina throw, the For the next 10 min. or until vou have the
\ SKILLS / \ ACTIONS )
r // \\
14 PASSIVE PERCEPTION Dagger +8 1d4+4 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
Dagger +8 1d4+4 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
14 PASSIVE INSIGHT
Javelin +8 1d6+4 Piercing Simple, Thrown, Slow, Range (30/120)
PASSIVE INVESTIGATION f .
9 Maul +8 2d6+4 Bludgeoning Martial, Heavy, Two-Handed, Topple
Darkvision 60 ft. Vicious Greatsword +8 2d6+4 Slashing +2d6 Slashing, Martial, Heavy, Two-Handed, Graze
Unarmed Strike +8 5 Bludgeoning

SENSES

'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 60 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: 60 / 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 3
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 16).

| Channel Divinity: Divine Sense: 1 Bonus Action
| 3/Long Rest ¢ 1 Action

* Paladin Subclass « PHB-2024 111
| Oath of Vengeance

* Oath of Vengeance Spells « PHB-2024 116

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

* Vow of Enmity « PHB-2024 117

When you take the Attack action, you can expend one
use of Channel Divinity to utter a vow of enmity against
a creature you can see within 30 ft. You have
Advantage on attack rolls against that creature for 1
minute or until you use this feature again.

If the creature drops to 0 HP, you can transfer the vow
to a different creature within 30 ft.

| 1 Action
* 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.

* Aura of Protection « PHB-2024 111

You radiate a protective aura in a 10-ft. Emanation that
originates from you. The aura is inactive if you have
the Incapacitated condition.

You and your allies in the aura gain a +4 to saving
throws while in the aura. If another Paladin is present,
a creature can benefit from only one Aura of Protection
at a time; and chooses which aura while in them.

* Relentless Avenger « PHB-2024 117

When you hit a creature with an Opportunity Attack,
you can reduce its Speed to 0 until the end of the
current turn. You can also move up to half your Speed
as part of the same Reaction without provoking
Opportunity Attacks.

| 1 Reaction
* 8: Ability Score Improvement « PHB-2024 111

* Abjure Foes « PHB-2024 111

As a Magic action, you can expend on use of this
class’s Channel Divinity to overwhelm foes. As you
present your Holy Symbol or weapon, you can target
up to 4 creatures that you can see within 60 ft. Each
one must make a DC 16 Wis. saving throw or have the
Frightened condition for 1 minute, or until it takes
damage.

While Frightened, a target can only do one of the
following on its turn: move, take an action, or take a
Bonus Action.

| Channel Divinity: Abjure Foes: 1 Action

* Aura of Courage « PHB-2024 111

You and your allies have Immunity to the Frightened
condition while in your Aura of Protection. If a
Frightened ally enters the aura, that condition has no

N

FEATURES & TRAITS
Mantle of Spell Resistance 1 -- Chest 1 25 1b.
Amulet of the Devout, +2 1 - Crowbar 1 51b.
Vicious Greatsword 1 61b Traveler's Clothes 1 41b.
Belt of Metallic Dragons' Champion 1 - Bedroll 1 7 Ib.
Plate 1 65 Ib. Mess Kit 1 11b.
Dagger 1 11b. Rations (1 day) 10 20 Ib.
Dagger 1 1lb. Rope, Hempen (50 feet) 1 10 Ib.
Javelin 6 12 Ib. Tinderbox 1 11b.
Maul 1 10 Ib. Torch 10 10 Ib.
WEIGHT CARRIED Backpack 1 5 lb. Waterskin 1 51b.
4905 Ib. Pouch -Consumibles 1 11b. Rations 7 14 Ib.
ENCUMBERED Hoar's Rider (Moto) 1 11b.
540 Ib. Thieves' Tools 1 11b. Mantle of Spell Resistance 1 -
PUSH/DRAG/LIFT Amuleto de Hoar 1 1lb. Amulet of the Devout, +2 1 -
1080 Ib. Chain 10 100 Ib. Belt of Metallic Dragons' Champion 1 -

EQUIPMENT
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effect on that ally while there.

* Radiant Strikes « PHB-2024 111

When you hit a target with an attack roll using a Melee
weapon or Unarmed Strike, the target takes an
additional 1d8 Radiant damage.

| 1 Action

* 12: Ability Score Improvement « PHB-2024 111

=== GOLIATH SPECIES TRAITS ===

* Creature Type » PHB-2024 192
You are a Humanoid.

* Size « PHB-2024 193
Your size is Medium.

* Speed ¢ PHB-2024 192
Your Speed is 35 ft.

* Giant Ancestry « PHB-2024 192
Choose one supernatural boon from your ancestry,
you can use it 4 times per Long Rest.

| Hill's Tumble (Hill Giant) «
When you hit a Large or smaller creature with an
attack roll and deal damage to it, you can give it the
Prone condition.

| 4 /Long Rest « 1 Action

* Large Form « PHB-2024 192

Once per Long Rest as a Bonus Action, you can
change your size to Large for 10 minutes or until you
end it (no action required). For the duration, you gain
additional effects.

Activate Large Form by clicking on this trait and

selecting the drop down called Activate Large Form.
Deselect it to stop its effects.

| Activate Large Form: 1/ Long Rest * 1 Bonus
Action

* Powerful Build « PHB-2024 192

You have Advantage on any ability check you make to
end the Grappled condition. You also count as one
size larger when determining your carrying capacity.

* Ability Score Increases « PHB-2024

When determining your character’s ability scores,
increase one score by 2 and a different one by 1, or
increase three scores by 1.

| Increase two scores (+2/ +1) ¢
Increase one scores by 2 and a different score by 1.
=== FEATS ===

* Great Weapon Master « PHB-2024 204
Ability Score Increase. Your Str. is increased by 1.

Heavy Weapon Mastery. When you hit a creature with
a weapon that has the Heavy property as part of the
Attack action on your turn, you can cause the weapon
to deal an extra 4 damage to the target.

Hew. Immediately after you score a Critical Hit with a
Melee weapon or reduce a creature to 0 HP with one,
you can make one attack with the same weapon as a
Bonus Action.

| Hew: 1 Bonus Action
| Heavy Weapon Mastery: 1 Action
* Zhentarim Tactics « FRHoF 41

Ability Score Increase. Increase your Dexterity or

ADDITIONAL FEATURES & TRAITS

Charisma score by 1, to a maximum of 20.

Retaliate. Immediately after a creature within 5 feet of
you hits you with a melee attack, you can make an
Opportunity Attack against that creature.

Versatile Merc. When you finish a Long Rest, choose a
skill in which you have proficiency. You have Expertise
in that skill until you finish your next Long Rest.

| Retaliate: Special

| Versatile Merc: Assign Expertise: 1/ Long Rest «
Special

* Spellfire Adept « FRHoOF 41
Ability Score Increase. Increase your Intelligence,
Wisdom, or Charisma score by 1, to a maximum of 20.

Fueled Spellfire. Once per turn, when a spell you cast
deals Radiant damage, you can expend up to two Hit
Point Dice, roll them, and add the total rolled to one
damage roll of the spell.

Searing Spellfire. When you make a damage roll that
deals Radiant damage, it ignores Resistance to
Radiant damage.

| Fueled Spellfire: Special

* Charm of the Sun

You learn the Light cantrip if you don't already know it.
You can cast Sunburst, requiring no spell components
and using your Intelligence, Wisdom, or Charisma as
the spellcasting ability (your choice). Once used, the
charm vanishes from you, and you unlearn the Light
cantrip gained from this charm.

* Great Weapon Fighting « PHB-2024 209
When you roll damage for an attack you make with a
Melee weapon that you are holding with two hands,

N

Robe

Blanket

Tinderbox

Lamp

Holy Water
Mending

Beast bond

Speak with animals
Locate object
Potion of Healing
Guardian Emblem
Demon Skin (Plate)
Greatsword, +1
Mithral Half Plate

Saddle of the Cavalier

1 41b. Shield

1 31b. Chain Mail

1 1lb. Bracer of Fliying Daggers
1 1lb. Longsword

0 -- Bracer of Fliying Daggers
1 -

1 -

1 -

1 -

1 0.5 Ib.

1 -

1 65 Ib.

1 6 Ib.

1 40 Ib.

1 -

ADDITIONAL EQUIPMENT

1 6 Ib.
1 55 Ib.
1 -

1 31lb
1 -
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you can treat any 1 or 2 on a damage die as a 3. The
weapon must have the Two-Handed or Versatile
property.

* Weapon Mastery « PHB-2024 110

| 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.

| Greatsword (Graze) »
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.

| Graze (Greatsword): 1 Action
| Nick (Dagger): 1 Action

* Zhentarim Ruffian « FRHoF 38
You gain the following benefits.

Exploit Opening. When you roll damage for an
Opportunity Attack, you can roll the damage dice twice
and use either roll against the target.

Family First. If you have Heroic Inspiration when you
roll Initiative, you can expend it to give yourself and
your allies Advantage on that Initiative roll.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
O Light Charm of the Sun DEX 14 1A Touch/20 ft. Sphere  V/,M 1 hour PHB 255 D: 1h, 20 ft. Sphere, VIM
=== 1st LEVEL === 4 Slots OO00
O Wrathful Smite Paladin WIS 18 1BA  Self \% 1 minute PHB-2024 343 D: 1m, V
QO Shield of Faith Paladin - 1BA 60 ft. V,S,M  concentration, up o 10minutes - PHB-2024 316 D: 10m, V/S/M
QO Divine Favor Paladin -- 1BA  Self V,S 1 minute PHB-2024 265 D: 1m, V/S
O Thunderous Smite Paladin STR18 1BA Self \% Instantaneous ~ PHB-2024 334 V
O Bane Paladin CHA 18 1A 30 ft. V,S,M  concentiation, upto 1 minwte - PHB-2024 245 D: 1m, V/S/M
O Wardaway Paladin CON 18 1A 60 ft. V,S,M Instantaneous  FRHoF 147 V/SIM
O Bless Paladin - 1A 30 ft. V,S,M  concentiation, upto 1 minwte - PHB-2024 247 D: 1m, V/S/M
P Bane Oath of Vengeance Spells (Always Prepared) CHA 18 1A 30 ft. V,S,M  concentration, upto 1 minute - PHB-2024 245 D: 1m, V/S/M
P Hunter's Mark Oath of Vengeance Spells (Always Prepared) -- 1BA 90 ft. A\ Concentration, up to 1 hour ~ PHB-2024 287  Ext. D: (See Description)*, D: 1h, 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 V
===2nd LEVEL === 3 Slots 000
O Warding Bond Paladin - 1A Touch V,S,M 1 hour PHB-2024 340 D: 1h, V/IS/M
O Hold Person Paladin WIS 18 1A 60 ft. V,S,M  concentation upto 1 minute - PHB-2024 286 D: 1m, V/S/M
P Hold Person Oath of Vengeance Spells (Always Prepared) WIS 18 1A 60 ft. V,S,M  concentation upto 1 minute - PHB-2024 286 D: 1m, V/S/M
P Misty Step Oath of Vengeance Spells (Always Prepared)  -- 1BA  Self v Instantaneous ~ PHB-2024 299 'V
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
===3rd LEVEL === 3 Slots 000
O Remove Curse Paladin - 1A Touch V,S Instantaneous ~ PHB-2024312 /S
P Haste Oath of Vengeance Spells (Always Prepared) -~ 1A 30 ft. V,S,M  Concentration, upto 1 minute - PHB-2024 284 D: 1m, V/S/M
P Protection from Energy Oath of Vengeance Spells (Always Prepared) -~ 1A Touch V,S Concentration, up to L hour  PHB-2024.309 D: 1h, V/S
=== 8th LEVEL ===
O Sunburst Charm of the Sun CON 18 1A  150ft/60ft Sphere V,S,M Instantaneous PHB 279  1/O (Used), 60 ft. Sphere, V/S/M

SPELLS

> 4

N




