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CASTING TIME
1 action

RANGE
Touch

COMPONENTS
V, M

DURATION
1 hour

LIGHT

a firefly or phosphorescent moss

You touch one object that is no larger than 10
feet in any dimension. Until the spell ends, the
object sheds bright light in a 20-foot radius and
dim light for an additional 20 feet. The light can
be colored as you like. Completely covering the
object with something opaque blocks the light.
The spell ends if you cast it again or dismiss it as
an action.
If you target an object held or worn by a hostile
creature, that creature must succeed on a
Dexterity saving throw to avoid the spell.

Bard, Cleric Evocation cantrip

CASTING TIME
1 action

RANGE
30 feet

COMPONENTS
V, S, M

DURATION
Concentration, up to 1

minute

BLESS

a sprinkling of holy water

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.

Cleric, Cleric (Life), Paladin 1st Enchantment

CASTING TIME
1 bonus action

RANGE
30 feet

COMPONENTS
V

DURATION
Concentration, up to 1

minute

COMPELLED DUEL

You attempt to compel a creature into a duel.
One creature that you can see within range must
make a Wisdom saving throw. On a failed save,
the creature is drawn to you, compelled by your
divine demand. For the duration, it has
disadvantage on attack rolls against creatures
other than you, and must make a Wisdom saving
throw each time it attempts to move to a space
that is more than 30 feet away from you, if it
succeeds on this saving throw, this spell doesn't
restrict the target's movement for that turn.
The spell ends if you attack any other creature, if
you cast a spell that targets a hostile creature
other than the target, if a creature friendly to you
damages the target or casts a harmful spell on it,
or if you end your turn more than 30 feet away
from the target.

Paladin, Paladin (Crown) 1st Enchantment

CASTING TIME
1 reaction

RANGE
60 feet

COMPONENTS
V, S

DURATION
Instantaneous

HELLISH REBUKE

You point your finger, and the creature that
damaged you is momentarily surrounded by
hellish flames. The creature must make a
Dexterity saving throw. It takes 2d10 fire damage
on a failed save, or half as much damage on a
successful one.
At Higher Levels: When you cast this spell using
a spell slot of 2nd level or higher, the damage
increases by 1d10 for each slot level above 1st.

Paladin (Oathbreaker) 1st Evocation

CASTING TIME
1 minute

RANGE
Touch

COMPONENTS
V, S, M

DURATION
Instantaneous

IDENTIFY (RITUAL)

a pearl worth at least 100 gp and an owl feather

You choose one object that you must touch
throughout the casting of the spell. If it is a magic
item or some other magic-imbued object, you
learn its properties and how to use them,
whether it requires attunement to use, and how
many charges it has, if any. You learn whether
any spells are affecting the item and what they
are. If the item was created by a spell, you learn
which spell created it.
If you instead touch a creature throughout the
casting, you learn what spells, if any, are
currently affecting it.

Bard, Cleric (Knowledge) 1st Divination

CASTING TIME
1 action

RANGE
Touch

COMPONENTS
V, S, M

DURATION
Concentration, up to 10

minutes

PROTECTION FROM EVIL AND

GOOD

holy water or powdered silver and iron, which the
spell consumes

Until the spell ends, one willing creature you
touch is protected against certain types of
creatures - aberrations, celestials, elementals,
fey, fiends, and undead.
The protection grants several benefits. Creatures
of those types have disadvantage on attack rolls
against the target. The target also can't be
charmed, frightened, or possessed by them. If
the target is already charmed, frightened, or
possessed by such a creature, the target has
advantage on any new saving throw against the
relevant effect.

Cleric, Paladin, Paladin

(Devotion) 1st Abjuration

CASTING TIME
1 bonus action

RANGE
60 feet

COMPONENTS
V, S, M

DURATION
Concentration, up to 10

minutes

SHIELD OF FAITH

a small parchment with a bit of holy text written
on it

A shimmering field appears and surrounds a
creature of your choice within range, granting it a
+2 bonus to AC for the duration.

Cleric, Cleric (War), Paladin 1st Abjuration

CASTING TIME
1 bonus action

RANGE
Self

COMPONENTS
V

DURATION
Concentration, up to 1

minute

SEARING SMITE

The next time you hit a creature with a melee
weapon attack during the spell's duration, your
weapon flares with white-hot intensity, and the
attack deals an extra 1d6 fire damage to the
target and causes the target to ignite in flames.
At the start of each of its turns until the spell
ends, the target must make a Constitution saving
throw. On a failed save, it takes 1d6 fire damage.
On a successful save, the spell ends. If the
target or a creature within 5 feet of it uses an
action to put out the flames, or if some other
effect douses the flames (such as the target
being submerged in water), the spell ends.
At Higher Levels: When you cast this spell using
a spell slot of 2nd level or higher, the initial extra
damage dealt by the attack increases by 1d6 for
each slot above the 1st.

Paladin 1st Evocation

CASTING TIME
1 action

RANGE
60 feet

COMPONENTS
V, S, M

DURATION
Concentration, up to 1

minute

HEAT METAL

a piece of iron and a flame

Choose a manufactured metal object, such as a
metal weapon or a suit of heavy or medium
metal armor, that you can see within range. You
cause the object to glow red-hot. Any creature in
physical contact with the object takes 2d8 fire
damage when you cast the spell. Until the spell
ends, you can use a bonus action on each of
your subsequent turns to cause this damage
again.
If a creature is holding or wearing the object and
takes the damage from it, the creature must
succeed on a Constitution saving throw or drop
the object if it can. If it doesn't drop the object, it
has disadvantage on attack rolls and ability
checks until the start of your next turn.
At Higher Levels: When you cast this spell using
a spell slot of 3rd level or higher, the damage
increases by 1d8 for each slot above 2nd.

Bard 2nd Transmutation
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CASTING TIME
1 action

RANGE
Touch

COMPONENTS
V, S

DURATION
Instantaneous

LESSER RESTORATION

You touch a creature and can end either one
disease or one condition afflicting it. The
condition can be blinded, deafened, paralyzed, or
poisoned.

Bard, Cleric, Cleric (Life),

Paladin, Paladin (Devotion) 2nd Abjuration

CASTING TIME
1 bonus action

RANGE
Touch

COMPONENTS
V, S

DURATION
Concentration, up to 1

hour

MAGIC WEAPON

You touch a nonmagical weapon. Until the spell
ends, that weapon becomes a magic weapon
with a +1 bonus to attack rolls and damage rolls.
At Higher Levels: When you cast this spell using
a spell slot of 4th level or higher, the bonus
increases to +2. When you use a spell slot of 6th
level or higher, the bonus increases to +3.

Cleric (Arcana), Cleric (War),

Paladin 2nd Transmutation

CASTING TIME
1 action

RANGE
Touch

COMPONENTS
V, S, M

DURATION
1 hour

WARDING BOND

a pair of platinum rings worth at least 50 gp each,
which you and target must wear for the duration

This spell wards a willing creature you touch and
creates a mystic connection between you and
the target until the spell ends. While the target is
within 60 feet of you, it gains a +1 bonus to AC
and saving throws, and it has resistance to all
damage. Also, each time it takes damage, you
take the same amount of damage.
The spell ends if you drop to 0 hit points or if you
and the target become separated by more than
60 feet. It also ends if the spell is cast again on
either of the connected creatures. You can also
dismiss the spell as an action.

Cleric, Paladin (Crown) 2nd Abjuration

CASTING TIME
1 bonus action

RANGE
Self

COMPONENTS
V

DURATION
Concentration, up to 1

minute

BLINDING SMITE

The next time you hit a creature with a melee
weapon attack during this spell's duration, you
weapon flares with a bright light, and the attack
deals an extra 3d8 radiant damage to the target.
Additionally, the target must succeed on a
Constitution saving throw or be blinded until the
spell ends.
A creature blinded by this spell makes another
Constitution saving throw at the end of each of its
turns. On a successful save, it is no longer
blinded.

Paladin 3rd Evocation

CASTING TIME
1 action

RANGE
Touch

COMPONENTS
V, S

DURATION
Concentration, up to 1

hour

ELEMENTAL WEAPON

A nonmagical weapon you touch becomes a
magic weapon. Choose one of the following
damage types - acid, cold, fire, lightning, or
thunder. For the duration, the weapon has a +1
bonus to attack rolls and deals an extra 1d4
damage of the chosen type when it hits.
At Higher Levels: When you cast this spell using
a spell slot of 5th or 6th level, the bonus to attack
rolls increases to +2 and the extra damage
increases to 2d4. When you use a spell slot of
7th level or higher, the bonus increases to +3
and the extra damage increases to 3d4.

Paladin 3rd Transmutation

CASTING TIME
1 action

RANGE
Touch

COMPONENTS
V, S

DURATION
Concentration, up to 1

hour

PROTECTION FROM ENERGY

For the duration, the willing creature you touch
has resistance to one damage type of your
choice - acid, cold, fire, lightning, or thunder.

Cleric, Paladin (Ancients),

Paladin (Vengeance) 3rd Abjuration

CASTING TIME
1 action

RANGE
Touch

COMPONENTS
V, S, M

DURATION
Instantaneous

REVIVIFY

diamonds worth 300 gp, which the spell
consumes

You touch a creature that has died within the last
minute. That creature returns to life with 1 hit
point. This spell can't return to life a creature that
has died of old age, nor can it restore any
missing body parts.

Cleric, Cleric (Life), Paladin 3rd Necromancy

CASTING TIME
1 bonus action

RANGE
Self (10-foot-radius)

COMPONENTS
V, S

DURATION
Concentration, up to 1

minute

SPIRIT SHROUD

You call forth spirits of the dead, which flit around
you for the spell's duration. The spirits are
intangible and invulnerable.
Until the spell ends, any attack you make deals
1d8 extra damage when you hit a creature within
10 feet of you. This damage is radiant, necrotic,
or cold (your choice when you cast the spell).
Any creature that takes this damage can't regain
hit points until the start of your next turn.
In addition, any creature of your choice that you
can see that starts its turn within 10 feet of you
has its speed reduced by 10 feet until the start of
your next turn.
At Higher Levels: When you cast this spell using
a spell slot of 4th level or higher, the damage
increases by 1d8 for each slot level above 3rd.

Cleric, Paladin 3rd Necromancy
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	Blank Page

	class-level: Forge Master 14 (F3/P11)
	background: Criminal
	player-name: Eric
	character-name: Jin Mori
	race: Fallen Aasimar
	alignment: Chaotic Neutral
	xp: 
	inspiration: 1
	str: +4
	prof-bonus: +5
	ac: 19
	initiative: +1
	speed: 30
	personality-traits: Independent,
Looks out for his best interests

	str-mod: 18
	str-save: +9
	dex: +1
	ideals: Seeking the truth behind my masters death.
	dex-mod: 13
	bonds: Fond memories of my late master.
	con: +1
	hd-total: 14d10
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	con-mod: 13
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	hd: 
	flaws: Short tempered, Bad luck with the law
	int: -1
	dex-save: +6
	con-save: +6
	int-save: -1
	wis-save: 0
	cha-save: +3
	acrobatics: +6
	animal-handling: +5
	athletics: +4
	deception: +8
	history: -1
	medicine: 0
	weapon-name-1: Vulcan's Hammer +3
	weapon-attack-bonus-1: +12
	weapon-damage-1: 2d6 + 1d8* + 7
	insight: 0
	intimidation: +3
	weapon-name-2: Yumi
	weapon-attack-bonus-2: +6
	weapon-name-3: 
	weapon-attack-bonus-3: 
	str-save-check: Yes
	dex-save-check: Yes
	con-save-check: Yes
	int-save-check: Off
	wis-save-check: Off
	cha-save-check: Off
	int-mod: 9
	weapon-damage-2: 1d10 + 1
	investigation: -1
	wis: 0
	arcana: -1
	perception: +5
	wis-mod: 11
	cha: +3
	nature: -1
	performance: +3
	religion: -1
	stealth: +6
	acrobatics-check: Yes
	animal-handling-check: Yes
	arcana-check: Off
	athletics-check: Off
	deception-check: Yes
	history-check: Off
	insight-check: Off
	intimidation-check: Off
	investigation-check: Off
	medicine-check: Off
	nature-check: Off
	perception-check: Yes
	performance-check: Off
	persuasion-check: Off
	religion-check: Off
	sleight-of-hand-check: Off
	stealth-check: Yes
	survival-check: Off
	persuasion: +3
	hp-max: 114
	hp-current: 
	hp-temp: 
	weapon-damage-3: 
	sleight-of-hand: +1
	cha-mod: 17
	survival: 0
	attacks-and-spellcasting: Vulcan's Hammer +3. Heavy, two-handed, bludgeoning (2d6)

Yumi (Greatbow). Heavy, two-handed, ammunition (range 150/600), piercing (d10)

Lesser Dancing Sword. Slashing (d8)





	passive: 12
	cp: 
	other-profs: Tool Proficiencies: Playing Card Set; Thieves' Tools

Weapon Proficiencies: Martial; Simple

Armor Proficiencies: Heavy; Light; Medium; Shields

Language Proficiencies: Celestial; Common

Tool Expertise: Blacksmith's Tools




	sp: 
	ep: 
	gp: 
	pp: 
	equipment: Vulcan's Hammer. Advantage vs Charmed. 

Ring of Truth. Compels the wearer to tell the truth when speaking. It does not force them to talk. 

Sneakies. Advantage on stealth checks.

Demon Armor. +1 bonus to AC (included above), disadvantage on Stealth checks, and allows you to speak Abyssal. The armor's clawed gauntlets turn unarmed strikes with your hands into magic Weapons that deal slashing damage, with a +1 bonus to Attack rolls and Damage Rolls and a damage die of 1d8.
	features-and-traits: Darkvision. 60 ft.

Damage Resistances. necrotic, radiant, fire

Divine Health. Immune to disease.

Great Weapon Fighting Style. When you roll a 1 or 2 on a damage die for an attack you make with a melee weapon that you are wielding with two hands, you can reroll the die and must use the new roll, even if the new roll is a 1 or a 2. The weapon must have the two-handed or versatile property for you to gain this benefit.

Maneuvers. You may only use one maneuver every time you take the attack action. If a maneuver requires a saving throw, the DC is 8+ proficiency + your STR or DEX.

Martial Adept. Your experience in combat has granted you three additional maneuvers, as well as one additional superiority die.

Resilient. +1 Dex and proficiency in Dex saves.
 
Superiority Dice. 4d8 per short rest.

Extra Attack. Whenever you take the attack action on your turn you do two attacks instead of one.

Criminal Contact. You have a reliable and trustworthy contact who acts as your liaison to a network of other criminals. You know how to get messages to and from your contact, even over great distances.

Vulcan's Blessing. You gain +1 STR, Expertise in Blacksmith's Tools, and Resistance to fire damage.

Aura of Protection. Whenever you or a friendly creature within 10 feet of you must make a saving throw, the creature gains a bonus to the saving throw equal to your Charisma modifier. You must be conscious to grant this bonus.

Aura of Courage. You and friendly creatures within 10 feet of you can't be frightened while you are conscious.

Arachnophobia. Disadvantage on rolls involving spiders.

*Improved Divine Smite. 1d8 radiant damage for all melee attacks.
	character-name-2: Jin
	age: 28
	height: 5'10"
	weight: 10 stones
	eyes: Silver
	skin: Pale
	hair: White
	CHARACTER IMAGE: 
	Faction Symbol Image: 
	allies: Kord Smithy
(Blacksmith Master)
Urin 
(Fence/Boys), Sasserine
Ken...Suriken, 
(InDebted to Me) Mizen
Inspiration 
(Father of Girl I Saved)
	faction-name: 
	treasure: 









	backstory: 
	features-and-traits-2: ---------------Actions--------------

Healing Hands. As an action, you can touch a creature and cause it to regain a number of hit points equal to your level. (1 use per long rest)

Radiant Soul. You can use your action to unleash the divine energy within yourself, causing your eyes to glimmer and two luminous, incorporeal wings to sprout from your back. Your transformation lasts for 1 minute or until you end it as a bonus action. During it, you have a flying speed of 30 feet, and once on each of your turns, you can deal extra radiant damage to one target when you deal damage to it with an attack or a spell. The extra radiant damage equals your level. (1 use per long rest)

Divine Sense. The presence of strong evil registers on your senses like a noxious odor, and powerful good rings like heavenly music in your ears. 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. (4 uses per long rest)

Lay on Hands. Your blessed touch can heal wounds. 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 × 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. (Max points: 15)

Divine Smite. 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, plus 1d8 for each spell level higher than 1st, to a maximum of 5d8. The damage increases by 1d8 if the target is an undead or a fiend.

----------Bonus Actions----------

Second Wind. Regain 1d10 + 4 HP. (1 use per short rest)

Rally. On your turn, you can use a bonus action and expend one superiority die to bolster the resolve of one of your companions who can see or hear you. That creature gains temporary hit points equal to the superiority die roll + your Charisma. (maneuver)

Sword's Dance (Lesser Dancing Sword). You can use a Bonus Action to toss the Lesser Dancing Sword into the air and speak the Command Word. When you do so, the sword begins to hover, flies up to 30 feet, and attacks one creature of your choice within 5 feet of it. The sword uses your Attack roll and ability score modifier to Damage Rolls. While the sword hovers, you can use a Bonus Action to cause it to fly up to 30 feet to another spot within 30 feet of you. As part of the same Bonus Action, you can cause the sword to Attack one creature within 5 feet of it. After the hovering sword attacks for the third time, it flies up to 30 feet and tries to return to your hand. If you have no hand free, it falls to the ground at your feet. If the sword has no unobstructed path to you, it moves as close to you as it can and then falls to the ground. It also ceases to hover if you grasp it or move more than 30 feet away from it. (1 use per long rest)

-----------Free Actions------------

Adrenaline Rush. Once per turn, you may spend 5 hit dice to take an extra Action. (1 use per turn)

Action Surge. You can take an extra action on your turn. (1 use per short rest)

Goading Attack. When you hit a creature with a weapon attack, you can expend one superiority die to attempt to goad the target into attacking you. You add the superiority die to the attack's damage roll, and the target must make a Wisdom saving throw. On a failed save, the target has a disadvantage on all attack rolls against targets other than you until the end of your next turn. (maneuver)

Bloodletting Strike. When you hit with a weapon attack, you can expend a superiority die to attempt to bleed the target. The creature must make a Constitution saving throw at the end of each of its turns. On a failure, the creature takes damage equal to your superiority die roll. On a success, the bleeding stops. Creatures that do not have blood are immune to this effect. (maneuver)

Divine Strike. You gain the ability to infuse your weapon strikes with the fiery power of the forge. Once on each of your turns when you hit a creature with a weapon attack, you can cause the attack to deal an extra 1d8 fire damage to the target. When you reach 14th level, the extra damage increases to 2d8.

Blessing of the Forge. You gain the ability to imbue magic into a weapon or armor. At the end of a long rest, you can touch one nonmagical object that is a suit of armor or a simple or martial weapon. Until the end of your next long rest or until you die, the object becomes a magic item, granting a +1 bonus to AC if it's armor or a +1 bonus to attack and damage rolls if it's a weapon.

-----------Reactions------------

Riposte. When a character misses you with a melee attack, you can use your reaction and expend one more superiority die to make a melee attack against the creature. If you hit, you add the superiority die to the attack's damage roll. (maneuver)

Block. When another creature damages you with a melee attack, you can use your reaction and expend one superiority die to reduce the damage by the number you roll on your superiority die + your Strength modifier. (maneuver)

Deny Death. When you or a friendly creature within 30 feet of you makes a death saving throw, you can use your reaction and expend one superiority die to invoke the fighting spirit. Add your superiority die to the saving throwŽs result. If the save succeeds the creature automatically stabilizes and regains hit points equal to your roll. (maneuver)

Awakened Aasimar Fighting Style. As a reaction, you can roll 1d4 and add it to any attack roll or saving throw. You can use this reaction after making the roll, but must do so before you know the result.
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