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

+1 ANIMAL HANDLING: Animals really like me

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

42 ATHLETICS: I’'m good at running, jumping, and climbing

44 DECEPTION: I'm good at lying and playing tricks on people

+1 HISTORY: | know about things that happened a long time ago
43 INSIGHT: | know how people feel and can tell when they’re lying
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PERCEPTION

PASSIVE

42 INTIMIDATION: I’'m good at scaring people!

O -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

O +1 PERCEPTION: I'm good at finding and spotting things
@® +2 PERFORMANCE: I’'m good at putting on a show!

® +4 PERSUASION: I can get people to do what | want to do
© +3 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
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is not behind total cover. You can use
this feature 3 times per long rest.
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. DIVINE SENSE | 3 TIMES PER LONG REST
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g As.fnua?:(;:’ youdcafn detect gtotc:)d and can see attacks a target other than you
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Unarmed Strike 5 udgeoning can sense anything affected by the impose disadvantage on the roll.
hallow spell or know the location of any
1d20 + celestrial, fiend, undead within 60ft. that

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.

A\ AMMUNITION /
7 TN < LAY ON HANDS | 10 HP PER LONG REST |
. HEAVY ARMOUR
You have a pool of healing power that
INVENTORY: SHIELD, Backpack, Bedroll, Mess Kit, P &P Disadvantage on stealth checks.
. . can restore 10 HP per long rest. As an
Rations (1 day), 50ft. Hempen Rope, Tinderbox, Torch, action, you can touch a creature to
Waterskin, Reliquary, Dice Set, Dragonchess Set ) ’ ber of HP o INSPIRING LEADER | ONCE PER REST
rES ore Iany number o b remaln(ljng n You can spend 10 minutes inspiring your
the pool, or 5 HP to either cure a disease ;
LANGUAGES: Common, Elvish, Infernal, Celestial P ) . . companions. When you do so, choose up to
or neutralise a poison affecting the six friendly creatures (which can include
GP: sp: cp: creature. yourself) within 30 feet of you. Each
’ ) ' creature can gain 4 temporary hitpoints.
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A O speLLcasTING Focus

The first time you hit with a melee weapon
attack during this spell's duration, your weapon
rings with thunder that is audible within 300
feet of you, and the attack deals an extra 2d6
thunder damage to the target. Additionally, if
the target is a creature, it must succeed on a
Strength saving throw or be pushed 10 feet

ﬁvel
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1 Thunderous Smite

away from you and knocked prone.

1 Cure Wounds

LEVEL

7 Cure Wounds
Touch 1 Action -
Instant VS
(OPREPARED)

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.

1 Command

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
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	Stuff I Can Do 01: DIVINE SENSE | 3 TIMES PER LONG REST
As an action, you can detect good and evil. Until the end of your next turn, you can sense anything affected by the hallow spell or know the location of any celestrial, fiend, undead within 60ft. that is not behind total cover. You can use this feature 3 times per long rest. 

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.
	Stuff I Can Do 02: PROTECTION |

While wielding a shield and a creature you can see attacks a target other than you within 5ft., you can use your reaction to impose disadvantage on the roll. 



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. 



HEAVY ARMOUR |

Disadvantage on stealth checks.



INSPIRING LEADER | ONCE PER REST

You can spend 10 minutes inspiring your companions. When you do so, choose up to six friendly creatures (which can include yourself) within 30 feet of you. Each creature can gain 4 temporary hitpoints.
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