
Bold                HH125

Divine Domain - You have the Cleric’s          HH125 
Domain: Beauty, HH100.

Voice of Song - You have a Bard spell      HH126
(Befuddle, HH88) which you can swap each arc.
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usageat-will &recharge per battle per arc

* You can use Smite once per battle, plus an additional number 
of times per arc equal to your CHA modifier.

Smite*Smite
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changes/refresh at new level changes at new level or with incremental advance refresh at new arc refresh at end of battle

trigger/target/effectaction name page#
features, powers, & spells

During your turn: one each of standard > move > quick, and any number of free actions. Between your turns: one interrupt action.

Quick Lay On Hands Close-quarters spell. Use one of your recoveries to heal yourself or an ally 
you can touch. Allies use their own recovery dice, and heal ______extra hp.

HH125

Free Smite Add your Smite damage bonus of ____________ on hit. Do not spend on miss. HH126
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Blessing of Heaven: 
You can use

CHA instead of DEX 
to calculate AC.
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Push It

Bold Enemy
Type

Bold Adv
Feat

Domain:
Beauty

When the ESC DIE is 1+, while your nearby allies are at full hp they gain +1 to 
attacks and defenses. 

Free Push It When the ESC DIE is 2+ and you hit (but don’t crit) make a second roll with 
the same attack bonus. If your second roll hits, deal double damage. If it 
crits, deal triple damage. If it misses, deal half damage. If you fumble, deal 
no damage.

HH30

Free Bold Gain a +1 melee attack bonus against enemies not engaged with your allies.
Gain a further +1 against one of: demons, devils, dragons, giants, undead 
chosen each arc. You can declare this choice at any point during the arc.

HH126

Adventurer FeatInt When the ESC DIE is 2+ and a nearby ally misses an attack, they can reroll 
   (abiding by the new result) and are Fearless as per your Class Feature until
   the end of the battle.

Free Domain: Beauty The first ally nearby to you each battle that fumbles by rolling a natural 1 on 
an attack roll can reroll the attack and abide by the new result. If this new
result is a miss, you take ____ damage

HH100

4
Quick Invocation of Beauty

Invocation
of Beauty

Adventurer Feat If you drop a non-mook foe to 0hp with Smite, you do not expend that use 
of Smite.
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+1 to mentaldefense

gain next
level talent
at level 4/7
gain next 
level smite

gain 2x/4x abilitymultipliers
at level 4/7

+1 to 3/4/5ability scores
at level 3/6/9

+1 to physicaldefense

+1 to skill &initiative checks

gain next level
power or spell

+1 magical itemattunement

increase max hp
to next level

gain next
level feat

incremental advances

A = adventurer tier (lvl 1-4); C = champion tier (lvl 5-7); E = epic tier (lvl 8-10)

feats
feature tier feature tier

a

aa

a

usageat-will &recharge per battle per arc

RallyAssist

Disengage

Intercept

changes/refresh at new level changes at new level or with incremental advance refresh at new arc refresh at end of battle

gold

ranged weaponmelee weapon

base acshieldarmor acarmor

gear & notes

paladin weapon damage/attack penalty
weapon 2 hands1 hand thrown bow crossbow
small
(daggers, clubs, hand crossbows)
light/simple
(rapiers, shortswords, spears, javelins, shortbows, light crossbows)
heavy/martial
(longswords, battleaxes, halberds, longbows, heavy crossbows)

d6/+0

d8/+0

d10/+0

d4/+0

d6/+0

d8/+0

d4/+0

d6/+0

d8/+0

d4/+0

d6/+0

–

–

d6/+0

d8/+0

paladin base armor
armor base ac atk
none +010

light +012

heavy +016

shield +0+1

smite damage
level damage avglevel damage avg

1st +6+1d10

4th +13+2d12

5th +17+3d10

3rd +11+2d10

6th +20+3d12

7th +26+4d12

9th +39+6d12

10th +52+8d12

11th +65+10d12

2nd +9+2d8 8th +33+5d12

During your turn: one each of standard > move > quick, and any number of free actions. Between your turns: one interrupt action.

trigger/target/effectaction name page#
more features, powers, & spells

miscellaneous features

max
attuned

potions & runes

magic items

Std Rally Spend a recovery to heal. If used, quick action normal save (11+) to use again. HH298

Int Intercept While unengaged, move to engage enemy that is moving past you. HH296

Move Disengage Roll disengage check (11+, +1 per each engaged foe beyond first). On success, 
move without drawing opportunity attacks. On fail, stay engaged. 

HH294

Std Assist Give a nearby ally a +2 on an upcoming attack, save, or check during combat. HH298

Two-Weapon Fighting: With a one-handed weapon 
in each hand, a natural 2 on an attack roll hits.

Fearless: You are immune to fear abilities and effects.

Heavy Armour

Greatsword Longbow

16 0 16

2

Bold

Std Befuddle Ranged spell. If the ESC DIE is 2+ this only costs a Quick. Target: One nearby 
creature with  _____ hp or fewer. If a natural 10 would hit, you do not have to 
roll to attack.  ____ vs MD. The effect depends on the ESC DIE.
Hit ESC DIE 0-1: The target is dazed until the start of your next turn.
Hit ESC DIE 2-3: The target is charmed until the start of your next turn.
Hit ESC DIE 4+: The target is confused until the start of your next turn.

HH88 Befuddle
(Recharge 11+)40

+5

Smite


