SKILLS
O +0 ACROBATICS: I'm good at tumbling, flipping, and rolling.

O #1 ANIMAL HANDLING: Animals really like me

O -1 ARCANA: | know about magic, spells, and weird things

@® 45 ATHLETICS: I’'m good at running, jumping, and climbing

O +2 DECEPTION: I'm good at lying and playing tricks on people

QO -1 HISTORY: I know about things that happened a long time ago
® +3 INSIGHT: | know how people feel and can tell when they’re lying
® +4 INTIMIDATION: I'm good at scaring people!

N\

ARMOUR

18

—x
Hit Point
2 O Maximum
ER——

MY CLASS

LEVEL

INITIATIVE (7

+2

9

SPEED )

30 ft.

/4

Temporary
Hit Points

L~ ~d L N
HIT DICE DEATH SAVES
(" Used  Total
successes O=O=0
ﬂ raiures O=O=0
N dl /1
N_S

= ) = == 1d20
Gold Dragonborn Noble
RACE AGE BACKGROUND XP
CHARACTER NAME
w EYES HAIR HEIGHT WEIGHT
’( STRENGTH \‘ ’( DEXTERITY \‘ ’(CONSTITUTION\\
(+3[+3| [+O+0| |+2]+2]|
\Bonus ' save J WBonus ' save J W\ Bonus ' SAVE J
’(lNTELLlGENCE\‘ ’( WISDOM \‘ ’( CHARISMA \‘ 3
-1(-1) |+11+3] |+2|+4|
\QL/ WA TIOOKE \ \BO\NUS SAVE \:Bi)'NUS save J W\.BoNus ' save J
é/;/j PALADIN 2 >@PROFICIENCD INSPIRATION ] <:|_:|_1 PERCEPTION
— —— i

©® +1 INVESTIGATION: | can find clues and secrets

O +1 MEDICINE: | can help people when they’re sick

O -1 NATURE: | know all about plants and animals

® +3 PERCEPTION: I’'m good at finding and spotting things

@® +2 PERFORMANCE: I’'m good at putting on a show!

® 14 PERSUASION: Ican get people to do what | want to do

@© +1 RELIGION: | know about the gods and prayers

O +0 SLEIGHT OF HAND: I’'m good at hiding things and taking things
QO +0 STEALTH: I'm good at hiding and staying quiet

O 1 SURVIVAL: | can follow footprints and track animals

7 NAME ATK BONUS DAMAGE )
LOI’]gSWO rd 1d20 + 5 1d8 +3 Slashing
Javelins 1d20 + 5 1d6 +3 Piercing
Unarmed Strike 1d20+ 5§  3Bludgeoning
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A\ AMMUNITION /

4 OTHER COMBAT STUFF N

INVENTORY: Holy Symbol, Backpack, Blanket, Lamp,
Holy Water, Rations (1 day), Robe, TInderbox

LANGUAGES: Common, Elvish, Infernal, Celestial

)
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LAY ON HANDS | 10 HP PER LONG REST
You have a pool of healing power that
can restore 10 HP per long rest. As an
action, you can touch a creature to
restore any number of HP remaining in
the pool, or 5 HP to either cure a disease
or neutralise a poison affecting the
creature.

DIVINE SMITE |

When you hit with a melee weapon
attack, you can expend one spell slot to
deal 2d8 extra radiant damage to the
target. Once per Long Rest, you can
Smite without using a spell slot.

STUFF | CAN DO

BREATH WEAPON |

When you take the Attack action on
your turn, you can replace your weapon
attack with an exhalation of magical
energy in either a 15-foot Cone or a
30-foot Line that is 5 feet wide (choose
the shape each time). Each creature in
that area must make a Dexterity saving
throw (DC 12). On a failed save, a
creature takes 1d10 fire damage On a
successful save, a creature takes half as
much damage.

DAMAGE RESISTANCE |
You have Resistance to fire damage.

GP: Sp: cp: HEAVY ARMOUR | DARKVISION |
) ) ’ Disadvantage on stealth checks. You have Darkvision up to 60 feet
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LEVEL
v Command 1

60 ft 1 Action WIS DC12

Instantaneous V

(OPREPARED)
You speak a one-word command to a creature you can
see within range. The target must succeed on a
Wisdom saving throw or follow the command on its
next turn. The spell has no effect if the target is
undead, if it doesn't understand your language, or if
your command is directly harmful to it. Some typical
commands might be;
* Approach
* Drop
* Flee
* Grovel

LEVEL
4 Divine Favour 1

Touch 1 Bonus Action -
1 Minute V,S
(OPREPARED)

Until the spell ends, your attacks with weapons
deal an extra 1d4 Radiant damage on a hit.
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Cure Wounds

1 Action

Instantaneous VS

(OPREPARED)
A creature you touch regains a number of hit
points equal to 2d8 + your spellcasting ability
modifier. This spell has no effect on undead or
constructs.
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