D&D
1B ENOINID)

CHARACTER NAME

O smencti ] | O

\

_+4  Strength
_+0  Dexterity
_+3 Constitution
_-1_Intelligence
_+4  Wisdom
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+0  Acrobatics DEX

+4  Animal Handling wis

-1 Arcana INT

+4  Athletics STR

+1  Deception CHA

-1 History INT

+1  Insight wis

+4  Intimidation CHA

-1 Investigation INT

+1  Medicine WIS

+2  Nature INT

+1  Perception WIS

+1  Performance CHA

+4  Persuasion CHA

-1 Religion INT

+0  Sleight of Hand DEX

+0  Stealth DEX

+1  Survival wis
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CLASS & LEVEL PLAYER NAME
Orc Farmer (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/ \
ARMOR Max HP Current HP Temp HP |
+0 17 59 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
5d10 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
— — === TOOLS ===
ABILITY SAVE DC | Carpenter's Tools
S==x N
=== LANGUAGES ===
7 N Common, Goblin, Orc
30 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

Channel Divinity » 2 / Long Rest

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 vour Channel Divinity requires a savina throw, the

DC equals your Paladin spell save DC (DC 12).

=== BONUS ACTIONS ===
Adrenaline Rush « 3/ Short Rest

As a Bonus Action, you can take the Dash action.
When you do, you gain 3 Temporary HP.

You can use this trait 3 times, and you regain all uses
after a Short or Long Rest.

Channel Divinity: Divine Sense

For the next 10 min. or until you have the
Incapacitated condition, you know the location of any
Celestials, Fiends, and Undead within 60 ft., and you
know its creature type. In the same radius, you also
detect the presence of anv place/obiect that has been

74

Darkvision 120 ft.

SENSES

SKILLS \ ACTIONS
[ 7 N
11 PASSIVE PERCEPTION Greataxe +7 1d12+4 Slashing Martial, Heavy, Two-Handed, Cleave
11 DASSIVE INSIGHT Greatsword, +1 +8 2d6+5 Slashing Martial, Heavy, Two-Handed, Graze
Javelin +7 1d6+4 Piercing Simple, Thrown, Slow, Range (30/120)
9 PASSIVE INVESTIGATION Unarmed Strike +7 5 Bludgeoning

'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 25 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: 25/ 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 12).

| Channel Divinity: Divine Sense: 1 Bonus Action
| 2/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.

=== ORC SPECIES TRAITS ===

* Creature Type » PHB-2024 195
You're a Humanoid.

* Size « PHB-2024 195
Your Size is Medium.

* Speed * PHB-2024 195
Your Speed is 30 ft.

* Adrenaline Rush « PHB-2024 195
As a Bonus Action, you can take the Dash action.
When you do, you gain 3 Temporary HP.

You can use this trait 3 times, and you regain all uses
after a Short or Long Rest.

| 3/ Short Rest « 1 Bonus Action

* Darkvision « PHB-2024 195
You have Darkvision with a range of 120 ft.

* Relentless Endurance « PHB-2024 195
Once per Long Rest, when you're reduced to 0 HP but
not killed outright, you can drop to 1 HP instead.

| 1/ Long Rest « Special

=== FEATS ===

* Ability Score Improvement « PHB-2024 202

Increase one ability score by 2 or two ability scores by
1.

* Farmer Ability Score Improvements « PHB-2024 180

| Increase two scores (+2 / +1) ¢

N

FEATURES & TRAITS
Greatsword, +1 1 61b Rations 7 14 Ib.
Potion of Comprehension 1 - Robe 1 4 b.
Potion of Healing 3 151b Shovel 1 51b.
Spell Scroll (Level 1) Sleep 1 -- Blanket 1 3b.
Shield 1 6 Ib. Tinderbox 1 11b.
Splint 1 60 Ib. Lamp 1 11b.
Potion of Watchful Rest (Com, Cons) 1 -- Holy Water 1 1lb.
Longsword 1 31b. Traveler's Clothes 1 4 b.
Javelin 6 12 Ib. Potion of Watchful Rest (Com, Cons) 1 --
WEIGHT CARRIED Sickle L 21b.
176.5 Ib. Greataxe 1 7 1b.
ENCUMBERED Backpack 1 51b.
0lb. Chest 1 25 Ib.
PUSH/DRAG/LIFT Iron Pot 1 10 Ib.
0 Ib. Carpenter's Tools 1 6 Ib.

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

* Tough « PHB-2024 202

When you take this feat, your HP maximum increases
by 10. Whenever you gain a character level thereafter,
your HP maximum increases an additional 2 HP.

* Weapon Mastery « PHB-2024 110

| Greataxe (Cleave) «
Cleave. Once per turn, if you hit a creature with a
melee attack using a Greataxe, 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 Greataxe’s damage, but
without your ability modifier (unless the modifier is
negative).

| 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.

| Cleave (Greataxe): 1 Action

| Graze (Greatsword): 1 Action

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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Lawful Neutral Hoar-dios de la
ALIGNMENT FAITH SKIN EYES HAIR
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El mal debe ser destruido.
Los inocentes merecen
proteccion.
La victoria exige sacrificios
PERSONALITY TRAITS
L~ 1
[ "]
No hago lo correcto, hago lo necesario
Mi naturaleza es la violencia, mi fe decide donde
la dirijo
IDEALS
L~ 1
[ "]
BONDS
L~ 1
[N "]
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS N FLAWS Y
)\ { 1 {
/, \
Hoar

CHARACTER BACKSTORY

Hoar es una deidad ficticia del universo de Forgotten
Realms, asociada con la venganza, la retribucion y
la justicia poética. Conocido también como el "Dios
del Castigo” o "el Poeta Oscuro”, Hoar encarna la
inevitabilidad del ajuste de cuentas y la recompensa
moral por las acciones pasadas.

Hechos clave
Alineamiento: Legal neutral

Esferas de influencia: Venganza, retribucion, justicia
poética

Simbolo sagrado: Tres lagrimas rojas cayendo sobre
una espada plateada

Dominios comunes: Ley, Venganza, Tormenta

Aliados/deidades afines: Tyr, Helm; ocasionalmente
Shar

Origenes y naturaleza

Hoar, también conocido como Assuran entre los
pueblos de Unther, es un dios que reclama
jurisdiccion sobre la retribucion y el castigo justo. Se
le considera un juez implacable que devuelve a cada
individuo la medida exacta de su propio
comportamiento. Su culto se extiende por Faerdn,
especialmente entre aquellos que han sido
agraviados y buscan equilibrio moral sin caer en el
caos de la venganza ciega.

Doctrina y seguidores

Los fieles de Hoar creen que toda injusticia sera
eventualmente saldada y que la venganza debe
ejercerse con mesura y precision, no con furia
irracional. Sus clérigos actian como arbitros o
ejecutores de justicia, documentando agravios y
asegurando que las deudas morales sean pagadas.
Los templos de Hoar suelen situarse en lugares
donde abundan los conflictos, como cortes o
ciudades fronterizas.

ADDITIONAL NOTES /,
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=== 1st LEVEL ===
Bane

Hunter's Mark
Divine Smite

Divine Smite

===2nd LEVEL ===
Hold Person

Misty Step

Find Steed

Find Steed

4 Slots OO0O0

Oath of Vengeance Spells (Always Prepared)
Oath of Vengeance Spells (Always Prepared)
Paladin’s Smite (Always Prepared)

Paladin’s Smite (Always Prepared)

2 Slots OO

Oath of Vengeance Spells (Always Prepared)
Oath of Vengeance Spells (Always Prepared)
Faithful Steed

Faithful Steed

CHA 12

WIS 12

1A

1BA
1BA
1BA

1A
1BA
1A
1A

30 ft.
90 ft.

Self
Self

60 ft.

Self

30 ft.
30 ft.

SPELLS

V,S,\M

V,S,\M

V.S
V.S

Concentration, up to 1 minute
Concentration, up to 1 hour
Instantaneous

Instantaneous

Concentration, up to 1 minute

Instantaneous

Instantaneous

Instantaneous

PHB-2024 245

PHB-2024 287

PHB-2024 265

PHB-2024 265

PHB-2024 286

PHB-2024 299

PHB-2024 272

PHB-2024 272

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

1LR,V

\

D: 1m, VISIM
\%

1/LR, VIS
VIS

> 4
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