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  Acrobatics (Dex)

  Animal Handling ( Wis)

  Arcana ( Int)

  Athletics (Str)

  Deception (Cha)

  History ( Int)

  Insight ( Wis)

  Intimidation (Cha)

  Investigation ( Int)

  Medicine ( Wis)

  Nature ( Int)

  Perception ( Wis)

  Performance (Cha)

  Persuasion (Cha)

  Religion ( Int)

  Sleight of Hand (Dex)

  Stealth (Dex)

  Survival ( Wis)

  Strength

 Dexterity

  Constitution

  Intelligence

 Wisdom

 Charisma
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Pre-generated character sheet and recontextualized Steampunk rules prepared by joe.nittoly.ca

Feat: Inspiring Leader

You can spend 10 min. inspiring six 
allies within 30 ft. Each recipient of 
your inspiring words gain 6 temporary 
hit points. (PHB 167)

Otherworldly Detection
(i.e. “Divine Sense”)

Your techno-magical rifle scope is 
calibrated to detect otherworldly 
phenonema. As an action, you can 
detect the presence of celestials, 
fiends or undead within 60 ft. of you 
that are not behind total cover.

You can activate otherworldly 
detection up to 3 times per long 
rest.

Techno-magical Healing
(i.e. “Lay on Hands”)

Your silver star badge is a 
techno-magical device that you can 
use to accelerate the body’s healing 
process. After each long rest, you 
can heal up to 15 hit points worth of 
damage. Each application of such 
healing takes an action to perform.

Fighting Style: Protection

When one of your allies within 5 ft. 
of you is attacked, and you are 
holding your lever-action rifle, you 
can use your reaction to impose 
disadvantage on that attack roll. 

Infinitum-Charged Attack
(i.e. “Divine Smite”)

You can charge your lever-action 
rifle with techno-magic to deal extra 
damage, such that When you hit a 
creature with it (either a ranged 
attack or a buttstrike) you can 
expend one charge to inflict 2d8 
radiant damage in addition to the 
weapon’s normal damage. 

Disease Immunity
(i.e. “Divine Health”)

The techno-magic infused into your 
bloodstream, from such long 
exposure to it, makes you immune to 
disease. 

Lever-action Sniper Rifle
Silver Star Badge (i.e. “Holy Symbol”)
Knife
Armoured Longcoat (Disadvantage on Stealth)

1 You can fire your rifle, which has a scope, 500 ft. or up 
to 2,000 ft. with disadvantage on your attack roll. 

2 Buttstrike: You can make attacks of opportunity 
by striking adversaries with the the butt of your 
rifle, inflicting 1d4+2 bludgeoning damage on a hit. 

3 You can throw your knife 20 ft., or up to 60 ft. 
with disadvantage on the attack roll.

4 Your silver star badge is a techno-magical device 
(i.e. your “Holy Symbol”) attuned to you, which 
allows you to perform techno-magical abilities 
(explained on the back of your sheet) with the 
expenditure of techno-charges. You have 3 such 
charges, which recharge after a long rest.

Proficiencies. All armour and shields, 
handguns, long guns, simple weapons, 
martial weapons.

Languages. Common, Aionian, Novarean
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Medium

3rd-Level Lawman
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25

3D10

Lever-action Rifle 1,2 +5 1D10+3 PIERCING

Silver Star Badge 4 +4 SAVE DC: 12

Knife 3 +5 1D4+3 PIERCING

16 +3 30
FEET

You’re a lawman-at-large, pursuing 
wrongdoers with dogged perseverence, 
armed with your techno-magical 
lever-action rifle.

*The Lawman is a recontextualized Paladin.

Techno-charges
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Energy Transference
(i.e. “Oath of Devotion: Channel Divinity”)

You can do one of the following 
once per long rest:

• Energize Weapon: As an action, you 
can imbue one weapon with techno- 
energy. For 1 minute, that weapon 
gains a +4 attack bonus, emits dim 
light in a 40 ft. radius, and counts 
as magical. (i.e. ”Sacred Weapon.”)

• Otherworldly Purge: As an action, 
you can focus the techno-magic of 
your silver star badge on any 
fiends and undead within 30 ft. of 
you. Each such target must 
succeed on a DC 12 Wisdom saving 
throw or be compelled, for 1 
minute, to move away from you 
and take only reactions. Affected 
targets who take damage are 
released from this compulsion. 

Techno-Magic
(i.e. ”Spells“)

Cellular Regeneration
(i.e. ”Cure Wounds” 1st-level evocation)

Activation: 1 action
Range: Touch
Duration: Instantaneous

A creature you touch regains 1d8+4 hit 
points. This spell has no effect on 
undead or constructs.

Techno-magic Detection
(i.e. ”Detect Magic” 1st-level divination (ritual))

Activation: 1 action
Range: Self
Duration: Concentration, up to 10 minutes

For the duration, you can detect the 
presence of magic and techno-magic 
within 30 feet of you. Viewing through 
your rifle scope illuminates creatures or 
objects in the area that bear magic and 
reveals their school of magic, if any. 

This effect 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.

Deflection Field
(i.e. ”Shield of Faith” 1st-level abjuration)

Activation: 1 bonus action
Range: 60 feet
Duration: Concentration, up to 10 minutes

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

Otherworldly Aegis
(i.e. ”Protection from Evil & Good” 1st-level 
abjuration)

Activation: 1 action
Range: Touch
Duration: Concentration up to 10 minutes

You infuse one willing creature with 
protection from aberrations, celestials, 
elementals, fey, fiends, and undead.

Such Creatures have disadvantage on 
attack rolls against the subject of the 
effect, who also cannot be charmed, 
frightened, or possessed by them.

If the subject is already charmed, 
frightened, or possessed by such a 
creature, the subject has advantage on 
any new saving throw against the 
relevant effect.

Protective Field
(i.e. ”Sanctuary” 1st-level abjuration)

Activation: 1 bonus action
Range: 30 feet
Duration: 1 minute

You ward a creature within range against 
attack. Until the effect 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.


