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HEROIC INSPIRATION
=== ARMOR ===

Heavy Armor, Light Armor, Medium Armor,
Shields

=== WEAPONS ===

Martial Weapons, Simple Weapons
=== TOOLS ===

Calligrapher's Supplies, Herbalism Kit,
Jeweler's Tools

=== LANGUAGES ===
Common, Elvish, Sylvan

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

=== BONUS ACTIONS ===
Fey Step * 3/ Long Rest

As a bonus action, you can teleport up to 30 ft. to
an unoccupied space you can see. You can use this 3
times per long rest. At 3rd level, your Fey Step gains
an additional effect based on your season.

Fey Step (Spring)
When vou use vour Fey Step, vou can touch one

ACTIONS

willing creature within 5 ft. of you, teleporting them
instead of you to an unoccupied space you can see
within 30 ft.

Healing Light: Expend Healing « 4 / Long Rest

You can heal yourself or one creature you can see
within 60 ft. by expending dice from the pool. You can
expend up to 3 at once. You restore HP equal to the
dice expended. You regain all expended dice when
you finish a Long Rest.

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.
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13 PASSIVE PERCEPTION LongbOW, +1 (True Stnke) +8 1d8+7 Piercing Martial, Ammunition, Heavy, Range, Two-Handed, Slow, Range (150/600)
Longsword +5 1d8+2 Slashing Martial, Versatile, Sap, True Strike: 1d6+3 Radiant
10 PASSIVE INSIGHT
Eldritch Blast +6 1d10+3 Force  Count: 2, VIS
9 PASSIVE INVESTICATION Longsword (True Strike) +6 1d10+6 Radiant
Darkvision 60 ft. Shortbow (True Strike) +8 1d8+4 Radiant
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=== 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.

| Agonizing Blast (Eldritch Blast) «
You can add your Cha. modifier bonus to the damage
rolls of Eldritch Blast.

| Devil's Sight «
You can see normally in Dim Light and
Darkness—both magical and nonmagical—within 120
ft. of yourself.

| Lessons of the First Ones ¢ br-2024
You gain one Origin feat of your choice.

* Pact Magic « PHB-2024 153
* Magical Cunning « PHB-2024 154
Once per Long Rest, you can perform an esoteric rite
for 1 minute, regaining up to 1 expended Pact Magic
spell slots.

| 1/Long Rest « 1 Minute
* Warlock Subclass « PHB-2024 154

| Celestial Patron
* Celestial Spells « PHB-2024 160
When you reach a Warlock level specified in the
Celestial Spells table, you thereafter always have the

listed spells prepared.

* Healing Light « PHB-2024 160

You gain the ability to channel celestial energy to heal
wounds and have a pool of 4d6 to fuel this healing.

As a Bonus Action, you can heal yourself or one
creature you can see within 60 ft. by expending dice
from the pool. You can expend up to 3 at once. You
restore HP equal to the dice expended. You regain all
expended dice when you finish a Long Rest.

| Healing Light: Expend Healing: 4 / Long Rest « 1
Bonus Action

=== 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 «

* Paladin’s Smite « PHB-2024 110
You always have Divine Smite prepared and cast it
without expending a spell slot once per Long Rest.

=== ELADRIN SPECIES TRAITS ===

* Eladrin Season ¢« MotM 13

You can choose between the following Eladrin
Seasons: Autumn, Winter, Spring, and Summer. Your
Trance trait lets you change your season.

| Spring ¢
Cheerfulness and celebration, marked by merriment
and hope as winter’s sorrow passes.

* Ability Score Increases « MotM 5

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

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

* Creature Type * MotM 13
You are a Humanoid but are also considered an elf for
any prerequisite or effect that requires you to be an elf.

* 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.

* Size « MotM 13
You are Medium.

N

FEATURES & TRAITS
Longbow, +1 (True Strike) 1 2 1b. Holy Water 1 11b.
Shield 1 6 Ib. Arrows 20 11b.
Chain Mail 1 55 Ib. Bag of Holding 1 51b.
Longsword 1 31b.
Javelin 6 12 Ib.
Backpack 1 51b.
Calligrapher's Supplies 1 5 lb.
Quiver 1 11b.
Holy Symbol 1 -
WEIGHT CARRIED Arcane Focus 1 -
119 Ib. Rations 7 14 Ib.
ENCUMBERED Robe 1 41lb.
210 Ib. Blanket 1 3lb.
PUSH/DRAG/LIFT Tinderbox 1 11lb.
420 Ib. Lamp 1 1lb.

EQUIPMENT
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* Speed * MotM 13
Your walking speed is 30 ft.

* Darkvision « MotM 13

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, only
discerning colors in that darkness as shades of gray.

* Fey Ancestry « MotM 13
You have advantage on saving throws you make to
avoid or end the charmed condition.

* Fey Step » MotM 13

As a bonus action, you can teleport up to 30 ft. to an
unoccupied space you can see. You can use this 3
times per long rest. At 3rd level, your Fey Step gains
an additional effect based on your season.

| Spring - Charisma ¢
| Fey Step (Spring): 1 Bonus Action
| 3/Long Rest ¢ 1 Bonus Action

* Keen Senses ¢ MotM 13
You are proficient in Perception.

* Trance » MotM 13

You don't need to sleep, and magic can’t put you to
sleep. You can finish a long rest in 4 hours if those
hours are spent in a trancelike meditation in which you
remain conscious.

When you finish this trance you can change your
season, and gain two proficiencies - each one a
weapon or tool of your choosing from the Player’s
Handbook. This lasts until you finish your next long
rest.

=== FEATS ===

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

* Lucky » PHB-2024 201

Luck Points. You have 3 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: 3/ Long Rest » Special

* Skilled « PHB-2024 201
You gain proficiency in any combination of three skills
or tools of your choice.

Repeatable. You can take this feat more than once.
* Weapon Mastery « PHB-2024 110

| 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.

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

ADDITIONAL FEATURES & TRAITS

| Slow (Longbow): 1 Action

| Graze (Greatsword): 1 Action

N
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=== CANTRIPS === (At Will)
QO True Strike Warlock +6 1A Self SM Instantaneous  PHB-2024 336 S/M
QO Eldritch Blast Warlock +6 1A 120 ft. V,S Instantaneous ~ PHB-2024 267 Count: 2, V/S
P Light Celestial Spells (Always Prepared) -- 1A Touch V.M 1 hour PHB-2024 292 D: 1h, VIM
P Sacred Flame Celestial Spells (Always Prepared) DEX 14 1A 60 ft. V,S Instantaneous  PHB-2024 313 V/S

=== 1st LEVEL === 2 Slots OO
O Divine Favor Paladin - 1BA  Self V.S 1 minute PHB-2024 265 D: 1m, V/S
O Command Paladin wIs 14 1A 60 ft. \% Instantaneous ~ PHB-2024 251
QO Searing Smite Paladin CON 14 1BA  Self \Y 1 minute PHB-2024 314 D: 1m, V
O Hex Warlock - 1BA 90 ft. V,S,M  cConcentration, upto 1 hour - PHB-2024 285 D: 1h, V/S/M
O Armor of Agathys Warlock -- 1BA  Self V,S,M 1 hour PHB-2024 243 D: 1h, V/S/M
QO Tasha's Hideous Laughter Warlock WIS 14 1A 30 ft. V,S,M  concentiation, upto 1 minwte - PHB-2024 331 D: 1m, V/S/M
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
P Cure Wounds Celestial Spells (Always Prepared) -- 1A Touch V,S Instantaneous ~ PHB-2024259 \//S
P Guiding Bolt Celestial Spells (Always Prepared) +6 1A 120 ft. V,S 1 round PHB-2024 282 D: 1Rnd, V/S

===2nd LEVEL === 2 Pact 0O
O Hold Person Warlock WIS 14 1A 60 ft. V,S,M  concentration. upto 1minute - PHB-2024 286 D: 1m, V/S/M
P Ad Celestial Spells (Always Prepared) -- 1A 30 ft. V,S,M 8 hours PHB-2024 239 D: 8h, V/S/M
P Lesser Restoration Celestial Spells (Always Prepared) -- 1BA Touch V,S Instantaneous ~ PHB-2024 291 V/S
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