Barpig Palealedin
CLASS & LEVEL BACKGROUND PLAYER NAME
- 900
RACE ALIGNMENT EXPERIENCE POINTS
| INSPIRATION ) / \ // \\
;s 10 -1 30 ft
ARMOR
@ PROFICIENCY BONUS j S INITIATIVE \_ SPEED )
PERSONALITY TRAITS
— [o= M S | =
+3 Strength
DEXTERITY 1 0 -1 Dexteriyy '
_1 ® +4 Constitution
O *+0 intelligence [ CURRENT HIT POINTS L [z IDEALS |
Y ﬂ Wisdom [ il [ ¥
1 ® i Charisma &
[CONSTITUTION]
- o y N TEMPORARY HIT POINTS ) oS
4 N) / [ el
/O -1 Acrobatics ) oo successes O=-O=0 \
i (@) ﬂ Animal Handling FAILURESO=O=O
o +—0 Arcapa HIT DICE DEATH SAVES FLAWS
[ INTELLIGENCE ] ® 5 Athletics > 4 N 7
+0 O +_4 D(.eception ,/ : \\ // - \\
® +2 ristory Witch Hunt
0 @® +3 Insight STR +5 +3 .
e Starting at the 2nd Level,
pumsmtill | o 0 :m'ml_ at:’” DEX ==l Sl you gain the ability to cast
WISDOM o Medic:‘e SPELL +4 DC: 12 spells. You gain Spellcasting,
+1 S 10 8 using the spells of the
TU Nature )
@ 5 1 Boagiin Dagger, 1d4 (Str/Dex) Paladin class.
o +_§ performance Warhammer, 1d8 V  (Sur) PR, -
T O +_ Persuasion -So a n eve , When you
ahg ® *2 Reiigion hand Crossbow 1d‘|‘ (Dex) hit a creature with a melee
+2 O -1 Sleight of Hand weapon attack, you can
O -1 stealth expend one spell slot to deal
0 *1 surviva < radiant damage to the target,
A SKILLS AN ATTACKS & SPELLCASTING . in addition to the weapon’s

@ PASSIVE WISDOM (PERCEPTION) I

/ - Engraved mug.

Armor: Light armor, Medium
Armor

Weapons: Simple weapons,
hand crossbows,
longswords, battle axes,
warhammers, rapiers,
shortswords

Tools: Brewer's Supplies

OTHER PROFICIENCIES & LANGUAGES

- Brewer's Supplies
- Leather armor (11+)

damage. The extra damage
is 2d8 for a 1st-level spell
slot, plus 1d8 for each spell
level higher than 1st, to

a maximum of 5d8.
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