
Felyndiira "Saint" DeVir
Dark Elf (Drow)Far Traveler Lawful Good
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I have a strong code of honor that others don't 

comprehend.
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Common, Elvish, Any one of your choice

Weapon: Simple weapons, martial weapons, Armor: All 

armor, shields, Tool: Any one musical instrument or 

gaming set of your choice, likely something native to 

your homeland

The gods of my people are a comfort to me so 

far from home.
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Dagger (Weapon)

Elven Chain (Armor)

Longbow (Weapon)

Mithral Plate Armor (Armor)

Net (Weapon)

Pendant of Fire Element ()

Ring of Swimming (Ring)

Shield, +1 (Armor)

Steel Mirror ()

Windvane (Weapon)

Healer (Feat)

Ability Score Improvement (Feature)

All Eyes on You (Feature)

Aura of Courage (Feature)

Aura of Devotion (Feature)

Aura of Protection (Feature)

Channel Divinity (Devotion) (Feature)

Cleansing Touch (Feature)

Divine Health (Feature)

Divine Sense (Feature)

Divine Smite (Feature)

Extra Attack (Feature)

Fighting Style (Feature)

Improved Divine Smite (Feature)

Lay on Hands (Feature)

Oath of Devotion (Feature)

Oath Spells (Devotion) (Feature)

Spellcasting (Feature)

Tenets of Devotion (Feature)

Drow Magic (Trait)

Drow Weapon Training (Trait)

Fey Ancestry (Trait)

I have a weakness for the new intoxicants and 

other pleasures of this land.

I have much to learn from the folk I meet along 

my way.

Windvane (Thrown (range 20/60), versatile (1d8), magic) +12 d6+7 piercing,magic

d6 lightning

Dagger (Finesse, light, thrown (range 20/60)) +10 d4+5 piercing

Dagger (Finesse, light, thrown (range 20/60)) +10 d4+5 piercing

Longbow (Ammunition (range 150/600), heavy, two-handed) +10 d8+5 piercing

Net (Special, thrown (range 5/15)) +10

14
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Felyndiira "Saint" DeVir

100 80lbs4'6"

Weapons

Name Properties Ammo Prof Attack Damage

Dagger Finesse, light, thrown (range 20/60) +10Yes d4+5 piercing

Dagger Finesse, light, thrown (range 20/60) 3 +10Yes d4+5 piercing

Longbow Ammunition (range 150/600), heavy, two-hande

d

20 +10Yes d8+5 piercing

Net Special, thrown (range 5/15) 2 +10Yes  

Windvane Thrown (range 20/60), versatile (1d8), magic +12Yes d6+7 piercing,magic

d6 lightning

Children: Ara (Braegor), Rinn (Myrrdin) Keen Senses (Trait)

Sunlight Sensitivity (Trait)

Trance (Trait)
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Spells Spell Ability: charisma Base DC: 17Base Attack: 9 Prepared: 5

1st 2nd 3rd 4th 5th 6th 7th 8th 9th

4 3 3 1 0 0 0 0 0

O O O O O O O O O O O

Divine Smite - Bonus (Undead or Fiend)

Duration: Range: Casting Time: 

Source: Components: 

d8 radiantDamage: 

Divine Smite (1st Level Slot)

Duration: Range: Casting Time: 

Source: Components: 

d8,d8 radiantDamage: 

Divine Smite (2nd Level Slot)

Duration: Range: Casting Time: 

Source: Components: 

d8,d8,d8 radiantDamage: 

Divine Smite (4th Level Slot)

Duration: Range: Casting Time: 

Source: Components: 

d8,d8,d8,d8,d8 RadiantDamage: 

Divnie Smite (3rd Level Slot)

Duration: Range: Casting Time: 

Source: Components: 

d8,d8,d8,d8 radiantDamage: 

Lay on Hands Long Rest

Duration: Range: Casting Time: 

Source: Components: 

+1 Heal: 

Ongoing Necrotic

Duration: Range: Casting Time: 

Source: Components: 

Save vs constitution DC 29Attack: 

Sacred Weapon RestO

Duration: Range: Casting Time: 

Source: Components: 

Healing Kit

Duration: Range: Casting Time: 

Source: Components: 

d6+14 Heal: 

Level 1

Bless (Enchantment) Prepared OO

Duration: Concentration, up to 1 minuteRange: 30 feetCasting Time: 1 action
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Source: Cleric, Cleric Life Domain, PaladinComponents: V, S, M (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.

Command (Enchantment) Prepared OO

Duration: 1 roundRange: 60 feetCasting Time: 1 action

Source: Cleric, Cleric Knowledge Domain, Warlock (FieComponents: V

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 and their effects follow. You might issue a command other than one described here. If 

you do so, the DM determines how the target behaves. If the target can't follow your command, the spell ends.

Approach. The target moves toward you by the shortest and most direct route, ending its turn if it moves within 5 

feet of you.

Drop. The target drops whatever it is holding and then ends its turn.

Flee. The target spends its turn moving away from you by the fastest available means.

Grovel. The target falls prone and then ends its turn.

Halt. The target doesn't move and takes no actions. A flying creature stays aloft, provided that it is able to do so. 

If it must move to stay aloft, it flies the minimum distance needed to remain in the air.

At Higher Levels. When you cast this spell using a spell slot of 2nd level or higher, you can affect one additional 

creature for each slot level above 1st. The creatures must be within 30 feet of each other when you target them.

Save vs wisdom DC 17Attack: 

Compelled Duel (Enchantment) Prepared O

Duration: Concentration, up to 1 minuteRange: 30 feetCasting Time: 1 bonus action

Source: PaladinComponents: V

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.

Save vs wisdom DC 17Attack: 

Cure Wounds (Evocation) Prepared OO

Duration: InstantaneousRange: TouchCasting Time: 1 action

Source: Bard, Cleric, Cleric Life Domain, Druid, PaladiComponents: V, S

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.

d8+4 Heal: 

Detect Evil and Good (Divination) Prepared O

Duration: Concentration, up to 10 minutesRange: SelfCasting Time: 1 action

Source: Cleric, PaladinComponents: V, S

For the duration, you know if there is an aberration, celestial, elemental, fey, fiend, or undead within 30 feet of 

you, as well as where the creature is located. Similarly, you know if there is a place or object within 30 feet of 

you that has been magically consecrated or desecrated.

The spell can penetrate most barriers, but it is blocked by 1 foot of stone, 1 inch of common metal, a thin sheet of 

lead, or 3 feet of wood or dirt.

Detect Magic (Divination) Prepared O

Duration: Concentration, up to 10 minutesRange: SelfCasting Time: 1 action

Source: Bard, Cleric, Druid, Eldritch Knight, Eldritch IComponents: V, S
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For the duration, you sense the presence of magic within 30 feet of you. If you sense magic in this way, you can 

use your action to see a faint aura around any visible creature or object in the area that bears magic, and you 

learn its school of magic, if any.

The spell can penetrate most barriers, but it is blocked by 1 foot of stone, 1 inch of common metal, a thin sheet of 

lead, or 3 feet of wood or dirt.

Detect Poison and Disease (Divination) Prepared O

Duration: Concentration, up to 10 minutesRange: SelfCasting Time: 1 action

Source: Cleric, Druid, Paladin, RangerComponents: V, S, M (a yew leaf)

For the duration, you can sense the presence and location of poisons, poisonous creatures, and diseases within 30 

feet of you. You also identify the kind of poison, poisonous creature, or disease in each case. The spell can 

penetrate most barriers, but it is blocked by 1 foot of stone, 1 inch of common metal, a thin sheet of lead, or 3 

feet of wood or dirt.

Divine Favor (Evocation) Prepared O

Duration: Concentration, up to 1 minuteRange: SelfCasting Time: 1 bonus action

Source: Cleric War Domain, PaladinComponents: V, S

Your prayer empowers you with divine radiance. Until the spell ends, your weapon attacks deal an extra 1d4 

radiant damage on a hit.

Heroism (Enchantment) Prepared O

Duration: Concentration, up to 1 minuteRange: TouchCasting Time: 1 action

Source: Bard, PaladinComponents: V, S

A willing creature you touch is imbued with bravery.

Until the spell ends, the creature is immune to being frightened and gains temporary hit points equal to your 

spellcasting ability modifier at the start of each of its turns. When the spell ends, the target loses any remaining 

temporary hit points from this spell.

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.

+4 Heal: 

Protection from Evil and Good (Abjuration) Prepared O

Duration: Concentration up to 10 minutesRange: TouchCasting Time: 1 action

Source: Cleric, Eldritch Knight, Paladin, Warlock, WizComponents: V, S, M (holy water or powdered silver and iron, which the spell c

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.

Duration: Concentration up to 10 minutesRange: TouchCasting Time: 1 action

Source: Cleric, Eldritch Knight, Paladin, Warlock, WizComponents: V, S, M (holy water or powdered silver and iron, which the spell c

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.

Duration: Concentration up to 10 minutesRange: TouchCasting Time: 1 action

Source: Cleric, Eldritch Knight, Paladin, Warlock, WizComponents: V, S, M (holy water or powdered silver and iron, which the spell c

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.

Purify Food and Drink (Transmutation) Prepared O

Duration: InstantaneousRange: 10 feetCasting Time: 1 action

Source: Cleric, Druid, PaladinComponents: V, S
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All nonmagical food and drink within a 5-foot-radius sphere centered on a point of your choice within range is 

purified and rendered free of poison and disease.

Sanctuary (Abjuration) Prepared O

Duration: 1 minuteRange: 30 feetCasting Time: 1 bonus action

Source: Cleric, MonkComponents: V, S, M (a small silver mirror)

You ward a creature within range against attack. Until the spell ends, any creature who targets the warded 

creature with an attack or a harmful spell must first make a Wisdom saving throw. On a failed save, the creature 

must choose a new target or lose the attack or spell. This spell doesn't protect the warded creature from area 

effects, such as the explosion of a fireball. If the warded creature makes an attack or casts a spell that affects 

an enemy creature, this spell ends.

Searing Smite (Evocation) Prepared O

Duration: Concentration, up to 1 minuteRange: SelfCasting Time: 1 bonus action

Source: PaladinComponents: V

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 level above 1st.

Save vs constitution DC 17Attack: 

d6 fireDamage: 

Shield of Faith (Abjuration) Prepared O

Duration: Concentration, up to 10 minutesRange: 60 feetCasting Time: 1 bonus action

Source: Cleric, Cleric War Domain, PaladinComponents: V, S, M (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.

Thunderous Smite (Evocation) Prepared O

Duration: Concentration, up to 1 minuteRange: SelfCasting Time: 1 bonus action

Source: PaladinComponents: V

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 away 

from you and knocked prone.

Save vs strength DC 17Attack: 

Wrathful Smite (Evocation) Prepared O

Duration: Concentration, up to 1 minuteRange: SelfCasting Time: 1 bonus action

Source: PaladinComponents: V

The next time you hit with a melee weapon attack during this spell's duration, your attack deals an extra 1d6 

psychic damage. Additionally, if the target is a creature, it must make a Wisdom saving throw or be frightened of 

you until the spell ends. As an action, the creature can make a Wisdom check against your spell save DC to steel 

its resolve and end this spell.

Save vs wisdom DC 17Attack: 

Level 2

Aid (Abjuration) Prepared O

Duration: 8 hoursRange: 30 feetCasting Time: 1 action

Source: Cleric, PaladinComponents: V, S, M (a tiny strip of white cloth)

Your spell bolsters your allies with toughness and resolve. Choose up to three creatures within range.

Each target's hit point maximum and current hit points increase by 5 for the duration.

At Higher Levels. When you cast this spell using a spell slot of 3rd level or higher, a target's hit points increase 

by an additional 5 for each slot level above 2nd.

+5 Heal: 

Branding Smite (Evocation) Prepared O
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Duration: Concentration, up to 1 minuteRange: SelfCasting Time: 1 bonus action

Source: PaladinComponents: V

The next time you hit a creature with a weapon attack before this spell ends, the weapon gleams with astral 

radiance as you strike. The attack deals an extra 2d6 radiant damage to the target, which becomes visible if it's 

invisible, and the target sheds dim light in a -foot radius and can't become invisible until the spell ends.

At Higher Levels. When you cast this spell using a spell slot of 3rd level or higher, the extra damage increases by 

1d6 for each slot level above 2nd.

Find Steed (Conjuration) Prepared O

Duration: InstantaneousRange: 30 feetCasting Time: 10 minutes

Source: PaladinComponents: V, S

You summon a spirit that assumes the form of an unusually intelligent, strong, and loyal steed, creating a long-last

ing bond with it. Appearing in an unoccupied space within range, the steed takes on a form that you choose, such 

as a warhorse, a pony, a camel, an elk, or a mastiff. (Your DM might allow other animals to be summoned as steeds

.) The steed has the statistics of the chosen form, though it is a celestial, fey, or fiend (your choice) instead of 

its normal type. Additionally, if your steed has an Intelligence of 5 or less, its Intelligence becomes 6, and it 

gains the ability to understand one language of your choice that you speak.

Your steed serves you as a mount, both in combat and out, and you have an instinctive bond with it that allows you 

to fight as a seamless unit. While mounted on your steed, you can make any spell you cast that targets only you 

also target your steed.

When the steed drops to 0 hit points, it disappears, leaving behind no physical form. You can also dismiss your 

steed at any time as an action, causing it to disappear. In either case, casting this spell again summons the same 

steed, restored to its hit point maximum.

While your steed is within 1 mile of you, you can communicate with it telepathically.

You can't have more than one steed bonded by this spell at a time. As an action, you can release the steed from 

its bond at any time, causing it to disappear.

Lesser Restoration (Abjuration) Prepared O

Duration: InstantaneousRange: TouchCasting Time: 1 action

Source: Bard, Cleric, Cleric Life Domain, Druid, PaladiComponents: V, S

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

deafened, paralyzed, or poisoned.

Locate Object (Divination) Prepared O

Duration: Concentration, up to 10 minutesRange: SelfCasting Time: 1 action

Source: Bard, Cleric, Druid, Eldritch Knight, Paladin, RComponents: V, S, M (a forked twig)

Describe or name an object that is familiar to you. You sense the direction to the object's location, as long as that 

object is within 1,000 feet of you. If the object is in motion, you know the direction of its movement.

The spell can locate a specific object known to you, as long as you have seen it up close-within 30 feet-at least 

once. Alternatively, the spell can locate the nearest object of a particular kind, such as a certain kind of apparel, 

jewelry, furniture, tool, or weapon.

This spell can't locate an object if any thickness of lead, even a thin sheet, blocks a direct path between you and 

the object.

Magic Weapon (Transmutation) Prepared O

Duration: Concentration, up to 1 hourRange: TouchCasting Time: 1 bonus action

Source: Cleric War Domain, Eldritch Knight, Paladin, WComponents: V, S

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.

Protection from Poison (Abjuration) Prepared O

Duration: 1 hourRange: TouchCasting Time: 1 action

Source: Cleric, Druid, Paladin, RangerComponents: V, S

You touch a creature. If it is poisoned, you neutralize the poison. If more than one poison afflicts the target, you 

neutralize one poison that you know is present, or you neutralize one at random.

For the duration, the target has advantage on saving throws against being poisoned, and it has resistance to 

poison damage.

Zone of Truth (Enchantment) Prepared OO
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Duration: 10 minutesRange: 60 feetCasting Time: 1 action

Source: Bard, Cleric, PaladinComponents: V, S

You create a magical zone that guards against deception in a 15-foot-radius sphere centered on a point of your 

choice within range. Until the spell ends, a creature that enters the spell's area for the first time on a turn or 

starts its turn there must make a Charisma saving throw. On a failed save, a creature can't speak a deliberate lie 

while in the radius. You know whether each creature succeeds or fails on its saving throw. An affected creature 

is aware of the spell and can thus avoid answering questions to which it would normally respond with a lie. Such a 

creature can be evasive in its answers as long as it remains within the boundaries of the truth.

Save vs charisma DC 17Attack: 

Level 3

Aura of Vitality (Evocation) Prepared O

Duration: Concentration, up to 1 minuteRange: Self (30-foot radius)Casting Time: 1 action

Source: PaladinComponents: V

Healing energy radiates from you in an aura with a 30-foot radius. Until the spell ends, the aura moves with you, 

centered on you. You can use a bonus action to cause one creature in the aura (including you) to regain 2d6 hit 

points.

d6,d6 Heal: 

Blinding Smite (Evocation) Prepared O

Duration: Concentration, up to 1 minuteRange: SelfCasting Time: 1 bonus action

Source: PaladinComponents: V

The next time you hit a creature with a melee weapon attack during this spell's duration, your weapon flares with 

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.

Save vs constitution DC 17Attack: 

Create Food and Water (Conjuration) Prepared O

Duration: InstantaneousRange: 30 feetCasting Time: 1 action

Source: Cleric, Druid Desert Circle, PaladinComponents: V, S

You create 45 pounds of food and 30 gallons of water on the ground or in containers within range, enough to 

sustain up to fifteen humanoids or five steeds for 24 hours. The food is bland but nourishing, and spoils if 

uneaten after 24 hours. The water is clean and doesn't go bad.

Crusader's Mantle (Evocation) Prepared O

Duration: Concentration, up to 1 minuteRange: SelfCasting Time: 1 action

Source: Cleric War Domain, PaladinComponents: V

Holy power radiates from you in an aura with a 30-foot radius, awakening boldness in friendly creatures. Until 

the spell ends, the aura moves with you, centered on you. While in the aura, each nonhostile creature in the aura (i

ncluding you) deals an extra 1d4 radiant damage when it hits with a weapon attack.

Daylight (Evocation) Prepared OO

Duration: 1 hourRange: 60 feetCasting Time: 1 action

Source: Cleric, Cleric Light Domain, Druid, Druid GrasComponents: V, S

A 60-foot-radius sphere of light spreads out from a point you choose within range. The sphere is bright light and 

sheds dim light for an additional 60 feet.

If you chose a point on an object you are holding or one that isn't being worn or carried, the light shines from 

the object and moves with it. Completely covering the affected object with an opaque object, such as a bowl or a 

helm, blocks the light.

If any of this spell's area overlaps with an area of darkness created by a spell of 3rd level or lower, the spell 

that created the darkness is dispelled.

Dispel Magic (Abjuration) Prepared O

Duration: InstantaneousRange: 120 feetCasting Time: 1 action

Source: Bard, Cleric, Cleric Trickery Domain, Druid, EComponents: V, S
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Choose one creature, object, or magical effect within range. Any spell of 3rd level or lower on the target ends. 

For each spell of 4th level or higher on the target, make an ability check using your spellcasting ability. The DC 

equals 10 + the spell's level. On a successful check, the spell ends.

At Higher Levels. When you cast this spell using a spell slot of 4th level or higher, you automatically end the 

effects of a spell on the target if the spell's level is equal to or less than the level of the spell slot you used.

Elemental Weapon (Transmutation) Prepared O

Duration: Concentration, up to 1 hourRange: TouchCasting Time: 1 action

Source: PaladinComponents: V, S

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.

Magic Circle (Abjuration) Prepared OO

Duration: 1 hourRange: 10 feetCasting Time: 1 minute

Source: Cleric, Eldritch Knight, Paladin, Warlock, WizComponents: V, S, M (holy water or powdered silver and iron worth at least 100 

You create a 10-foot-radius, 20-foot-tall cylinder of magical energy centered on a point on the ground that you 

can see within range. Glowing runes appear wherever the cylinder intersects with the floor or other surface.

Choose one or more of the following types of creatures: celestials, elementals, fey, fiends, or undead. The circle 

affects a creature of the chosen type in the following ways:

* The creature can't willingly enter the cylinder by nonmagical means. If the creature tries to use teleportation 

or interplanar travel to do so, it must first succeed on a Charisma saving throw.

* The creature has disadvantage on attack rolls against targets within the cylinder.

* Targets within the cylinder can't be charmed, frightened, or possessed by the creature.

When you cast this spell, you can elect to cause its magic to operate in the reverse direction, preventing a 

creature of the specified type from leaving the cylinder and protecting targets outside it.

At Higher Levels. When you cast this spell using a spell slot of 4th level or higher, the duration increases by 1 

hour for each slot level above 3rd.

Save vs charisma DC 17Attack: 

Remove Curse (Abjuration) Prepared OO

Duration: InstantaneousRange: TouchCasting Time: 1 action

Source: Cleric, Eldritch Knight, Paladin, Warlock, WizComponents: V, S

At your touch, all curses affecting one creature or object end. If the object is a cursed magic item, its curse 

remains, but the spell breaks its owner's attunement to the object so it can be removed or discarded.

Revivify (Necromancy) Prepared OO

Duration: InstantaneousRange: TouchCasting Time: 1 action

Source: Cleric, Cleric Life Domain, PaladinComponents: V, S, M (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.

Level 4

Aura of Life (Abjuration) Prepared O

Duration: Concentration, up to 10 minutesRange: Self (30-foot radius)Casting Time: 1 action

Source: PaladinComponents: V

Life-preserving energy radiates from you in an aura with a 30-foot radius. Until the spell ends, the aura moves 

with you, centered on you. Each nonhostile creature in the aura (including you) has resistance to necrotic damage, 

and its hit point maximum can't be reduced. In addition, a nonhostile, living creature regains 1 hit point when it 

starts its turn in the aura with 0 hit points.

+1 Heal: 

Aura of Purity (Abjuration) Prepared OO

Duration: Concentration, up to 10 minutesRange: Self (30-foot radius)Casting Time: 1 action

Source: PaladinComponents: V
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Purifying energy radiates from you in an aura with a 30-foot radius. Until the spell ends, the aura moves with you

, centered on you. Each nonhostile creature in the aura (including you) can't become diseased, has resistance to 

poison damage, and has advantage on saving throws against effects that cause any of the following conditions: 

blinded, charmed, deafened, frightened, paralyzed, poisoned, and stunned.

Banishment (Abjuration) Prepared OO

Duration: Concentration, up to 1 minuteRange: 60 feetCasting Time: 1 action

Source: Cleric, Eldritch Knight, Paladin, Sorcerer, WarComponents: V, S, M (an item distasteful to the target)

You attempt to send one creature that you can see within range to another plane of existence. The target must 

succeed on a Charisma saving throw or be banished.

If the target is native to the plane of existence you're on, you banish the target to a harmless demiplane. While 

there, the target is incapacitated. The target remains there until the spell ends, at which point the target 

reappears in the space it left or in the nearest unoccupied space if that space is occupied.

If the target is native to a different plane of existence than the one you're on, the target is banished with a 

faint popping noise, returning to its home plane. If the spell ends before 1 minute has passed, the target 

reappears in the space it left or in the nearest unoccupied space if that space is occupied. Otherwise, the target 

doesn't return.

At Higher Levels. When you cast this spell using a spell slot of 5th level or higher, you can target one additional 

creature for each slot level above 4th.

Save vs charisma DC 17Attack: 

Death Ward (Abjuration) Prepared O

Duration: 8 hoursRange: TouchCasting Time: 1 action

Source: Cleric, Cleric Life Domain, PaladinComponents: V, S

You touch a creature and grant it a measure of protection from death.

The first time the target would drop to 0 hit points as a result of taking damage, the target instead drops to 1 hit 

point, and the spell ends.

If the spell is still in effect when the target is subjected to an effect that would kill it instantaneously without 

dealing damage, that effect is instead negated against the target, and the spell ends.

Freedom of Movement (Abjuration) Prepared O

Duration: 1 hourRange: TouchCasting Time: 1 action

Source: Bard, Cleric, Cleric War Domain, Druid, Druid Components: V, S, M (a leather strap, bound around the arm or a similar append

You touch a willing creature. For the duration, the target's movement is unaffected by difficult terrain, and 

spells and other magical effects can neither reduce the target's speed nor cause the target to be paralyzed or 

restrained.

The target can also spend 5 feet of movement to automatically escape from nonmagical restraints, such as 

manacles or a creature that has it grappled. Finally, being underwater imposes no penalties on the target's 

movement or attacks.

Guardian of Faith (Conjuration) Prepared O

Duration: 8 hoursRange: 30 feetCasting Time: 1 action

Source: Cleric, Cleric Life Domain, Cleric Light DomaiComponents: V

A Large spectral guardian appears and hovers for the duration in an unoccupied space of your choice that you 

can see within range. The guardian occupies that space and is indistinct except for a gleaming sword and shield 

emblazoned with the symbol of your deity.

Any creature hostile to you that moves to a space within 10 feet of the guardian for the first time on a turn must 

succeed on a Dexterity saving throw. The creature takes 20 radiant damage on a failed save, or half as much 

damage on a successful one. The guardian vanishes when it has dealt a total of 60 damage.

Save vs dexterity DC 17Attack: 

 radiantDamage: 

Locate Creature (Divination) Prepared O

Duration: Concentration, up to 1 hourRange: SelfCasting Time: 1 action

Source: Bard, Cleric, Druid, Druid Swamp Circle, EldriComponents: V, S, M (a bit of fur from a bloodhound)
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Describe or name a creature that is familiar to you. You sense the direction to the creature's location, as long as 

that creature is within 1,000 feet of you. If the creature is moving, you know the direction of its movement.

The spell can locate a specific creature known to you, or the nearest creature of a specific kind (such as a human 

or a unicorn), so long as you have seen such a creature up close-within 30 feet-at least once. If the creature you 

described or named is in a different form, such as being under the effects of a polymorph spell, this spell doesn'

t locate the creature.

This spell can't locate a creature if running water at least 10 feet wide blocks a direct path between you and the 

creature.

Staggering Smite (Evocation) Prepared O

Duration: Concentration, up to 1 minuteRange: SelfCasting Time: 1 bonus action

Source: PaladinComponents: V

The next time you hit a creature with a melee weapon attack during this spell's duration, your weapon pierces 

both body and mind, and the attack deals an extra 4d6 psychic damage to the target. The target must make a 

Wisdom saving throw. On a failed save, it has disadvantage on attack rolls and ability checks, and can't take 

reactions, until the end of its next turn.

Save vs wisdom DC 17Attack: 
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Feats, Features, Traits

Feat

Healer You are an able physician, allowing you to mend wounds quickly and get your allies back in the fight. You 

gain the following benefits:

* When you use a healer's kit to stabilize a dying creature, that creature also regains 1 hit point.

* As an action, you can spend one use of a healer's kit to tend to a creature and restore 1d6 + 4 hit points 

to it, plus additional hit points equal to the creature's maximum number of Hit Dice. The creature can't 

regain hit points from this feat again until it finishes a short or long rest.

Feature

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 (the vampire Count Strahd von Zarovich, for instance).

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 a number of times equal to 1 + your Charisma modifier. When you finish a long 

rest, you regain all expended uses.

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 x5. 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.

Spellcasting By 2nd level, you have learned to draw on divine magic through meditation and prayer to cast spells as a 

cleric does. See chapter 10 for the general rules of spellcasting and chapter 11 for the paladin spell list.

Preparing and Casting Spells

The Paladin table shows how many spell slots you have to cast your spells. To cast one of your paladin spells 

of 1st level or higher, you must expend a slot of the spell's level or higher. You regain all expended spell 

slots when you finish a long rest.

You prepare the list of paladin spells that are available for you to cast, choosing from the paladin spell list. 

When you do so, choose a number of paladin spells equal to your Charisma modifier + half your paladin 

level, rounded down (minimum of one spell). The spells must be of a level for which you have spell slots. For 

example, if you are a 5th-level paladin, you have four 1st-level and two 2nd-level spell slots. With a 

Charisma of 14, your list of prepared spells can include four spells of 1st or 2nd level, in any combination. 

If you prepare the 1st-level spell cure wounds, you can cast it using a 1st-level or a 2nd-level slot. Casting 

the spell doesn't remove it from your list of prepared spells. You can change your list of prepared spells 

when you finish a long rest. Preparing a new list of paladin spells requires time spent in prayer and 

meditation: at least 1 minute per spell level for each spell on your list.

Spellcasting Ability

Charisma is your spellcasting ability for your paladin spells, since their power derives from the strength 

of your convictions. You use your Charisma whenever a spell refers to your spellcasting ability. In 

addition, you use your Charisma modifier when setting the saving throw DC for a paladin spell you cast 

and when making an attack roll with one.

Spell save DC = 8 + your proficiency bonus + your Charisma modifier

Spell attack modifier = your proficiency bonus + your Charisma modifier

Spellcasting Focus

You can use a holy symbol (found in chapter 5) as a spellcasting focus for your paladin spells.
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Fighting Style At 2nd level, you adopt a style of fighting as your specialty. Choose one of the following options. You can'

t take a Fighting Style option more than once, even if you later get to choose again.

Defense

While you are wearing armor, you gain a +1 bonus to AC.

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.

Great Weapon Fighting

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. The weapon must have the two-handed or 

versatile property for you to gain this benefit.

Protection

When a creature you can see attacks a target other than you that is within 5 feet of you, you can use your 

reaction to impose disadvantage on the attack roll. You must be wielding a shield.

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-l

evel 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.

Oath of Devotion The Oath of Devotion binds a paladin to the loftiest ideals of justice, virtue, and order. Sometimes called 

cavaliers, white knights, or holy warriors, these paladins meet the ideal of the knight in shining armor, 

acting with honor in pursuit of justice and the greater good. They hold themselves to the highest standards 

of conduct, and some, for better or worse, hold the rest of the world to the same standards. Many who 

swear this oath are devoted to gods of law and good and use their gods' tenets as the measure of their 

devotion. They hold angels-the perfect servants of good-as their ideals, and incorporate images of angelic 

wings into their helmets or coats of arms.

Features

Divine Health By 3rd level, the divine magic flowing through you makes you immune to disease.

Tenets of Devotion Though the exact words and strictures of the Oath of Devotion vary, paladins of this oath share these 

tenets.

Honesty. Don't lie or cheat. Let your word be your promise.

Courage. Never fear to act, though caution is wise.

Compassion. Aid others, protect the weak, and punish those who threaten them. Show mercy to your foes, 

but temper it with wisdom.

Honor. Treat others with fairness, and let your honorable deeds be an example to them. Do as much good as 

possible while causing the least amount of harm.

Duty. Be responsible for your actions and their consequences, protect those entrusted to your care, and 

obey those who have just authority over you.

Oath Spells (Devotion) You gain oath spells at the paladin levels listed.

Oath of Devotion Spells

Paladin Level - Spell

Channel Divinity (Devotion) When you take this oath at 3rd level, you gain the following two Channel Divinity options.

Sacred Weapon. As an action, you can imbue one weapon that you are holding with positive energy, using 

your Channel Divinity. For 1 minute, you add your Charisma modifier to attack rolls made with that weapon 

(with a minimum bonus of +1). The weapon also emits bright light in a 20-foot radius and dim light 20 feet 

beyond that. If the weapon is not already magical, it becomes magical for the duration.

You can end this effect on your turn as part of any other action. If you are no longer holding or carrying 

this weapon, or if you fall unconscious, this effect ends.

Turn the Unholy. As an action, you present your holy symbol and speak a prayer censuring fiends and 

undead, using your Channel Divinity. Each fiend or undead that can see or hear you within 30 feet of you 

must make a Wisdom saving throw. If the creature fails its saving throw, it is turned for 1 minute or until 

it takes damage.

A turned creature must spend its turns trying to move as far away from you as it can, and it can't willingly 

move to a space within 30 feet of you. It also can't take reactions. For its action, it can use only the Dash 

action or try to escape from an effect that prevents it from moving. If there's nowhere to move, the 

creature can use the Dodge action.

Ability Score Improvement When you reach 4th level, and again at 8th, 12th, 16th, and 19th level, you can increase one ability score 

of your choice by 2, or you can increase two ability scores of your choice by 1. As normal, you can't 

increase an ability score above 20 using this feature.

Extra Attack Beginning at 5th level, you can attack twice, instead of once, whenever you take the Attack action on your 

turn.

Aura of Protection Starting at 6th level, 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 (with a minimum bonus of +

1). You must be conscious to grant this bonus.

At 18th level, the range of this aura increases to 30 feet.

Aura of Devotion Starting at 7th level, you and friendly creatures within 10 feet of you can't be charmed while you are 

conscious. At 18th level, the range of this aura increases to 30 feet.
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Aura of Courage Starting at 10th level, you and friendly creatures within 10 feet of you can't be frightened while you are 

conscious.

At 18th level, the range of this aura increases to 30 feet.

Improved Divine Smite By 11th level, you are so suffused with righteous might that all your melee weapon strikes carry divine 

power with them. Whenever you hit a creature with a melee weapon, the creature takes an extra 1d8 

radiant damage. If you also use your Divine Smite with an attack, you add this damage to the extra 

damage of your Divine Smite.

All Eyes on You Your accent, mannerisms, figures of speech, and perhaps even your appearance all mark you as foreign. 

Curious glances are directed your way wherever you go, which can be a nuisance, but you also gain the 

friendly interest of scholars and others intrigued by far-off lands, to say nothing of everyday folk who 

are eager to hear stories of your homeland.

You can parley this attention into access to people and places you might not otherwise have, for you and 

your traveling companions. Noble lords, scholars, and merchant princes, to name a few, might be interested 

in hearing about your distant homeland and people.

Cleansing Touch Beginning at 14th level, you can use your action to end one spell on yourself or on one willing creature that 

you touch.

You can use this feature a number of times equal to your Charisma modifier (a minimum of once). You 

regain expended uses when you finish a long rest.

Trait

Trance Elves don't need to sleep. Instead, they meditate deeply, remaining semiconscious, for 4 hours a day. (The 

Common word for such meditation is "trance.") While meditating, you can dream after a fashion; such 

dreams are actually mental exercises that have become reflexive through years of practice. After resting 

in this way, you gain the same benefit that a human does from 8 hours of sleep.

Keen Senses You have proficiency in the Perception skill.

Fey Ancestry You have advantage on saving throws against being charmed, and magic can't put you to sleep.

Sunlight Sensitivity You have disadvantage on attack rolls and on Wisdom (Perception) checks that rely on sight when you, the 

target of your attack, or whatever you are trying to perceive is in direct sunlight.

Drow Weapon Training You have proficiency with rapiers, shortswords and hand crossbows.

Drow Magic You know the dancing lights cantrip. When you reach 3rd level, you can cast the faerie fire spell once per 

day (after completion of a long rest). When you reach 5th level, you can also cast the darkness spell once 

per day. Charisma is your spellcasting ability for these spells.
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Inventory

Count Name Cost Weight Properties

Pendant of Fire Element1 0.053,500

You have resistance to fire damage type while wearing this pendant.

Steel Mirror1 0

Armor

Elven Chain1 0rare

You gain a +1 bonus to AC while you wear this armor. You are considered proficient with this armor even if you lack proficiency 

with medium armor.

Chain Shirt Notes

Medium armor offers more protection than light armor, but it also impairs movement more. If you wear medium armor, you add your 

Dexterity modifier, to a maximum of +2, to the base number from your armor type to determine your Armor Class.

Made of interlocking metal rings, a chain shirt is worn between layers of clothing or leather. This armor offers modest protection 

to the wearer's upper body and allows the sound of the rings rubbing against one another to be muffled by outer layers.

Mithral Plate Armor1 65101 - 500 gp Magic

Description

Mithral is a light, flexible metal. A mithral chain shirt or breastplate can be worn under normal clothes. If the armor normally 

imposes disadvantage on Dexterity (Stealth) checks or has a Strength requirement, the mithral version of the armor doesn't.

Plate Notes

Of all the armor categories, heavy armor offers the best protection. These suits of armor cover the entire body and are designed to 

stop a wide range of attacks. Only proficient warriors can manage their weight and bulk.

Plate consists of shaped, interlocking metal plates to cover the entire body. A suit of plate includes gauntlets, heavy leather boots, a 

visored helmet, and thick layers of padding underneath the armor. Buckles and straps distribute the weight over the body.

Shield, +11 0101 - 500 gp

Description

While holding this shield, you have a +1 bonus to AC (determined by the shield's rarity). This bonus is in addition to the shield's 

normal bonus to AC.

Ring

Ring of Swimming1 0uncommon

You have a swimming speed of 40 feet while wearing this ring.

Weapon

Dagger3 12 gp Finesse, light, thrown (range 20/60)

Longbow1 250 gp Ammunition (range 150/600), heavy, two-handed

Net2 31 gp Special, thrown (range 5/15)

A Large or smaller creature hit by a net is restrained until it is freed. A net has no effect on creatures that are formless, or 

creatures that are Huge or larger. A creature can use its action to make a DC 10 Strength check, freeing itself or another creature 

within its reach on a success. Dealing 5 slashing damage to the net (AC 10) also frees the creature without harming it, ending the 

effect and destroying the net. When you use an action, bonus action, or reaction to attack with a net, you can make only one attack 

regardless of the number of attacks you can normally make.

Windvane1 3legendary (requires attunement) Thrown (range 20/60), versatile (1d8), magic

A silver spear, Windvane has dark sapphires on the filigreed surface of its polished head. Held by its shining haft, the weapon 

feels insubstantial, as if clutching a cool, gently flowing breeze. The spear contains a spark of Yan-C-Bin, the Prince of Evil Air.

You have a +2 bonus to attack rolls and damage rolls you make with this magic weapon, which has the finesse weapon property. 

When you hit with it, the target takes an extra 1d6 lightning damage.

Air Mastery. You gain the following benefits while you hold Windvane:

* You can speak Auran fluently.

* You have resistance to lightning damage.

* You can cast dominate monster (save DC 17) on an air elemental. Once you have done so, Windvane can't be used this way again 

until the next dawn.

Song of the Four Winds. While inside an air node, you can perform a ritual called the Song of the Four Winds, using Windvane to 

create a devastation orb of air (see the devastation orb description for the time and cost of the ritual). Once you perform the ritual

, Windvane can't be used to perform the ritual again until the next dawn.

Flaw. Windvane makes its wielder mercurial and unreliable. While attuned to the weapon, you gain the following flaw: "I break my 

vows and plans. Duty and honor mean nothing to me."
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