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INTELLIGENCE +3  Athletics
+1 _+2  Deception

_+3  History

@ -1 Insight
_+2 Intimidation
WISDOM _+1_ Investigation
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+3  Nature

-1 Perception

+2  Performance
+4  Persuasion
+3  Religion

+1_ Sleight of Hand
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Lay On Hands. 10/10

Fighting Style. Dueling. When
you are wielding a melee
weapon in one hand and no
other weapons, you gain a +2
bonus to damage rolls with that
weapon.
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shield
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Common, Goblin, Draconic
light armor, medium armor,
heavy armor, shields
simple weapons, martial
weapons

dragonchess

) OTHER PROFICIENCIES & LANGUAGES

5 javelins
priests pack
chain mail
holy symbol
dragonchess
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X Chain Mail. The wearer has disadvantage on
Morningstar  +5 1d8 + 3 Dexterity (Stealth) checks.
Javelin +5 1d6 + 3 Divine Sense. As an action, you can open your

awareness to detect such forces. Until the end of
your next turn, you know the location of any
celestial, fiend, or undead within 60 feet of you that
is not behind total cover. You know the type
(celestial, fiend, or undead) of any being whose
presence you sense, but not its identity. Within the
same radius, you also detect the presence of any
place or object that has been consecrated or
desecrated, as with the hallow spell.

You can use this feature 3 times. When you finish a
long rest, you regain all expended uses.

Lay on Hands

You have a pool of healing power that replenishes
when you take a long rest. With that pool, you can
restore a total number of hit points equal to your
paladin level x 5.

As an action, you can touch a creature and draw
power from the pool to restore a number of hit points
to that creature, up to the maximum amount
remaining in your pool.

Alternatively, you can expend 5 hit points from your
pool of healing to cure the target of one disease or
neutralize one poison affecting it. You can cure
multiple diseases and neutralize multiple poisons
with a single use of Lay on Hands, expending hit
points separately for each one.

This feature has no effect on undead and
constructs.

Divine Smite

Starting at 2nd level, when you hit a creature with a
melee weapon attack, you can expend one spell slot
to deal radiant damage to the target, in addition to
the weapon's damage. The extra damage is 2d8 for
a 1st-level spell slot.
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

CHARACTER BACKSTORY

Darkvision. You can see in dim light within 60 feet of you as if it were bright light
and in darkness as if it were in dim light. You discern colors in that darkness
only as shades of gray.

Fey Ancestry. You have advantage on saving throws you make to avoid or end
the charmed condition on yourself.

Fury of the Small. When you damage a creature with an attack or a spell and
the creature's size is larger than yours, you can cause the attack or spell to deal
extra damage to the creature. The extra damage equals your proficiency bonus.
You can use this trait a number of times equal to your proficiency bonus,
regaining all expended uses when you finish a long rest, and you can use it no
more than once per turn.

Nimble Escape. You can take the Disengage or Hide action as a bonus action
on each of your turns.

ADDITIONAL FEATURES & TRAITS

TREASURE
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CUREWOUNDS Lv1

Wizard

Range 30 ft Bard
Duration Q 1 minute Cleric |

Druid

Casting Time 1 action  Sorcerer

Warlock

' s 5} Ranger
) Paladin |
Your divine energy grants your allies a boon

You bless up to three creatures of your
choice within range. Whenever a target
makes an attack roll or a saving throw before
the spell ends, the target can roll a d4 and
add the number rolled to the attack roll or
saving throw.

At Higher Levels. When you cast this spell
using a spell slot of 2nd level or higher, you
can target one additional creature for each
slot level above 1st.

PHB 219

Wizard
Range Touch Bard |
Duration Instant Cleric [
Druid |

Casting Time 1 action  Sorcerer

Warlock

' s Ranger |
) Paladin |

A staple for any healer

A creature you touch regains a number of

hit points equal to 1d8 + your spellcasting
ability modifier. This spell has no effect on
undead or constructs.

At Higher Levels. When you cast this spell
using a spell slot of 2nd level or higher, the
healing increases by 1d8 for each slot level
above 1st.
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