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U CHARISMA ) O 2 Survival wis Your oath allows you to channel divine energy to As an action, you can toych a creature and heal it
fuel magical effects. When you use your Channel for <strong>3d4</strong> hit points.
+O o) Divinity, you choose which option to use. You must
- then finish a short or long rest to use your Channel Lay on Hands Pool * 20 / Long Rest
O Divinity again. Some Channel Divinity effects require You have a pool of healing power that can restore
o saving throws (DC 11). 20 HP per long rest. As an action, you can touch a
J— creature to restore any number of HP remaining in the
Divine Sense « 1 / Lona Rest pool. or 5 HP to either cure a disease or neutralize a
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=== PALADIN FEATURES ===
* Hit Points « PHB 84
* Proficiencies « PHB 84

* Divine Sense « PHB 84

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
celestial, fiend, undead within 60 ft. that is not behind
total cover. You can use this feature 1 times per long
rest.

| 1/ Long Rest ¢ 1 Action

* Lay on Hands * PHB 84

You have a pool of healing power that can restore 20
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 neutralize a
poison affecting the creature.

| Lay on Hands Pool: 20 / Long Rest « 1 Action

* Additional Paladin Spells « TCoE 52
Your Paladin has additional spells available to them,
as designated in Tasha's Cauldron of Everything.

* Fighting Style « PHB 84
You adopt a style of fighting as your specialty.

| Blind Fighting « TCoE 52
You have blindsight with a range of 10 ft.

* Spellcasting « PHB 84

You can cast prepared paladin spells using CHA as
your spellicasting modifier (Spell DC 11, Spell Attack
+3). You can use a holy symbol as a spellcasting
focus.

* Divine Smite « PHB 85

When you hit with a melee weapon attack, you can
expend one spell slot to deal 2d8 extra radiant damage
to the target plus 1d8 for each spell level higher than
1st (max 5d8) and plus 1d8 against undead or fiends
(max 6d8 total).

| Special
* Harness Divine Power « TCoOE 53
You can expend a use of your Channel Divinity to fuel
your spells. As a bonus action, you touch your holy
symbol, utter a prayer, and regain one expended spell
slot, which can be no higher than level 2. You regain
all expended uses when you finish a long rest.

| 1/Long Rest ¢ 1 Bonus Action

* Divine Health « PHB 85
You are immune to disease.

* Sacred Oath » PHB 85
| Oath of the Watchers
| Channel Divinity: 1 / Short Rest « 1 Action
* Oath Spells « TCoE 55
You gain oath spells at the paladin levels listed in the

Oath of the Watchers table.

* Channel Divinity « TCoE
You gain the following Channel Divinity options.

| Channel Divinity: Watcher's Will: 1 Action
| Channel Divinity: Abjure the Extraplanar: 1 Action
* Martial Versatility « TCoE 53

Whenever you reach a level in this class that grants
the Ability Score Improvement feature, you can replace

a fighting style you know with another fighting style
available to paladins. This replacement represents a
shift of focus in your martial practice.

* Ability Score Improvement « PHB 85
=== MONK FEATURES ===

* Hit Points « PHB 77

* Proficiencies « PHB 77

* Unarmored Defense « PHB 78
While not wearing armor and not using a shield, your
AC equals 10 + DEX modifier + WIS modifier.

* Martial Arts « PHB 78

While you are unarmed or wielding only monk
weapons and you aren’t wearing armor or wielding a
shield, you can use DEX instead of STR for the attack
and damage rolls, you can roll your Martial Arts
damage die in place of the normal damage, and when
you use the Attack action on your turn, you can make
one unarmed strike as a bonus action.

| Unarmed Strike: 1 Bonus Action

* Dedicated Weapon ¢ TCoE 48

Whenever you finish a short or long rest, you can
touch one weapon, and then count that weapon as a
monk weapon until you use this feature again. The
weapon must be a simple or martial weapon that you
are proficient with, and must lack the heavy and
special properties.

* Kis PHB 78
You can spend Ki Points to fuel ki features. You have
4 points per short rest and your Ki save DC is 13.

Flurry of Blows - After you take the Attack action on
your turn, you can spend 1 ki point to make two

N

FEATURES & TRAITS
Chain Mail 1 55 Ib. Waterskin 1 51b
Dagger 1 1lb. Block of Incense 2 --
Scimitar 1 31b. Censer 1 --
Scimitar 1 31b. Vestments 1 --
Ink (1 ounce bottle) 1 -
Ink Pen 1 -
Backpack 1 5 lb.
Clothes, Traveler's 1 4 1b.
Pouch 1 11b.
WEIGHT CARRIED Alms Box L -
85.2 Ib. Holy Symbol 1 -
ENCUMBERED Blanket 1 3lb
180 Ib. Candle 10 -
PUSH/DRAG/LIFT Rations (1 day) 2 4 1b.
360 Ib. Tinderbox 1 1lb.

EQUIPMENT
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unarmed strikes as a bonus action.

Patient Defense - You can spend 1 ki point to take the
Dodge action as a bonus action on your turn.

Step of the Wind - You can spend 1 ki point to take the
Disengage or Dash action as a bonus action on your
turn, and your jump distance is doubled for the turn.

| Ki Points: 4 / Short Rest « Special
| Flurry of Blows: 1 Bonus Action

| Patient Defense: 1 Bonus Action
| Step of the Wind: 1 Bonus Action

* Unarmored Movement « PHB 78
Your speed increases by 10 feet while you are not
wearing armor or wielding a shield.

* Ki-Fueled Attack » TCoE 48

If you spend 1 ki point or more as part of your action
on your turn, you can make one attack with an
unarmed strike or a monk weapon as a bonus action
before the end of the turn.

| Special
* Monastic Tradition « PHB 78
| Way of the Four Elements

* Deflect Missiles « PHB 78

You can use your reaction to deflect or catch the
missile when you are hit by a ranged weapon attack.
When you do so, the damage you take from the attack
is reduced by 1d10 +7. If you reduce damage to 0 and
have a free hand, you can spend 1 ki point to make a
ranged attack (as with a monk weapon) with range
20/60.

| 1 Reaction
| Deflect Missiles Attack: 1 Reaction

* Disciple of the Elements « PHB 80

You can cast spells, spending up to 2 ki points to
increase the spell effect (includes base ki point cost for
the spell).

* Elemental Disciplines « PHB 81

| Elemental Attunement « PHB 81
As an action, you can briefly control elemental forces
within 30 feet of you - a harmless sensory effect, light
or snuff a candle or campfire, chill or warm 1 Ib. of
nonliving material for up to 1 hour, or create elements
within a 1-ft. cube for 1 minute.

| 1 Action

| Fist of Unbroken Air « PHB 81
As an action, you can spend 2 ki points and a chosen
creature within 30 ft. must make a STR saving throw
(DC 13). On failure, it takes 3d10 bludgeoning
damage, plus an extra 1d10 bludgeoning damage for
each additional ki point you spend, and you can push
the creature up to 20 ft. away from you and knock it
prone.

| 1 Action
* Quickened Healing « TCoE 49
As an action, you can spend 2 ki points to regain
1d4+3 hit points.
| 1 Action
* Ability Score Improvement « PHB 78

* Slow Fall « PHB 78

ADDITIONAL FEATURES & TRAITS

You can use your reaction when you fall to reduce any
falling damage you take by 20.

| 1 Reaction

=== AASIMAR RACIAL TRAITS ===

* Ability Score Increases ¢ MotM 5

When determining your character’s ability scores,
increase one score by 2 and increase a different score
by 1, or increase three different scores by 1.

| Increase three scores (+1/+1/+1) ¢
Increase three different scores by 1.

* Languages * MotM 5

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type ¢ MotM 7
You are a Humanoid.

* Size « MotM 7
You are Medium or Small. You choose the size when
you select this race.

* Speed « MotM 7
Your walking speed is 30 ft.

* Celestial Resistance ¢« MotM 7
You have resistance to necrotic damage and radiant
damage.

* Darkvision « MotM 7

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

* Healing Hands ¢ MotM 7

ADDITIONAL EQUIPMENT
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As an action, you can touch a creature and heal it for
<strong>3d4</strong> hit points.

| 1/Long Rest « 1 Action

* Light Bearer « MotM 7
You learn the <em>light</em> cantrip. Charisma is
your spellcasting ability for it.

* Celestial Revelation « MotM 7

You choose between one of three revelation options:
<strong>Necrotic Shroud</strong>, <strong>Radiant
Consumption</strong>, or <strong>Radiant
Soul</strong>.

Once per long rest, you can use a bonus action to
transform using your revelation which lasts for one
minute or until you end it as a bonus action.

| Radiant Consumption ¢
While transformed:

- You shed bright light in a 10 ft. radius and dim light
for an additional 10 ft.

- Once on each of your turns, you can deal an extra 3
radiant damage to one target when you deal damage
to it with an attack or spell.

- At the end of each of your turns, each creature within
10 ft. of you takes 3 radiant damage.

| Celestial Revelation (Radiant Consumption): 1
Bonus Action

| 1/Long Rest « 1 Bonus Action

=== FEATS ===

* Mobile « PHB 168

Your speed increases by 10 feet. When you use the
Dash action, difficult terrain doesn't cost you extra
movement on that turn. When you make a melee

attack against a creature, you don't provoke
opportunity attacks from that creature for the rest of
the turn, whether you hit or not.

* Keen Mind « PHB 167

Increase your INT score by 1. You always know which
way is north, the number of hours left before the next
sunrise or sunset, and can accurately recall anything
you have seen or heard within the past month.

* Magic Initiate (Cleric) « PHB

You learn two cantrips of your choice from the cleric
spell list. You learn one 1st-level spell from that same
list and can cast it at its lowest level once per long rest.
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She's got 2 cantrips which: Guidance and Word of
Radiance
Level 1 cleric spell: cure wounds
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=== CANTRIPS === (At Will)
P Light Light Bearer (Always Prepared) DEX 11 1A Touch/20 ft. Sphere  V/,M 1 hour PHB 255 D: 1h, 20 ft. Sphere, VIM
=== 1st LEVEL === 3 Slots OO0
O Compelled Duel <C> Paladin WIS11 1BA 30ft. \ Concenuation, upto L minuie  PHB 224 D:1m, V
QO Divine Favor <C> Paladin - 1BA  Self V,S Concenuation, upto 1 minuie  PHB 234 D: 1m, VIS
P Alarm Paladin (Always Prepared) -- im 30 ft. V,S,M 8 hours PHB 211 D: 8h, V/ISIM
P Detect Magic <C> Paladin (Always Prepared) -- 1A Self/30 ft. Sphere  V,S Concenration, upto 0minutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Bless<C> Paladin -- 1A 30 ft. V,S,M  concentation, upto 1 minwie - PHB 219 D: 1m, V/ISIM
O Command Paladin wIs11 1A 60 ft. \% 1 round PHB 223 D:1Rnd, V
O Cure Wounds Paladin - 1A Touch V.S Instantaneous  PHB 230  V/S
O Detect Evil and Good <C> Paladin -- 1A Self/30 ft. Sphere  V,S Concenuaiion, upto 0minutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Poison and Disease <C> Paladin - 1A Self/30 ft. Sphere V/,S,M  concenvaion, wpoomnves PHB 231 D: 10m, 30 ft. Sphere, V/S/M
O Heroism <C> Paladin - 1A Touch V.S Concenuation, upto 1minte - PHB 250 D: 1m, V/S
O Protection from Evil and Good <C> Paladin - 1A Touch V,S,M  concentaion.wprosominwes  PHB 270 D: 10m, V/SIM
O Purify Food and Drink Paladin - 1A 10 ft./5 ft. Sphere  V,S Instantaneous  PHB 270 5 ft. Sphere, V/S
O Shield of Faith <C> Paladin - 1BA 60 ft. V,S,M  concentaion.wprosominwes - PHB 275 D: 10m, V/SIM
O Searing Smite <C> Paladin CON 11 1BA  Self \% Concentration, upto Lminwte - PHB 274 D: 1m, V
O Thunderous Smite <C> Paladin STR11 1BA Self \ Concenuation, upto 1minte - PHB 282 D: 1m, V
O Wrathful Smite <C> Paladin WIS 11 1BA  Self \ Concenvaton wpo 1mine - PHB 289 D: 1m, V
O Ceremony Paladin - 1h Touch V,S,M Instantaneous XGtE 151 V/S/M
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