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Paladin 1 Dura_dell
CLASS & LEVEL PLAYER NAME
Variant Human Soldier 0
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INSPIRATION j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Dice Set, Vehicles (Land)
=== LANGUAGES ===
7 N Common, Dwarvish
30 ft. (Walking)
A SPEED )
i PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

You have a pool of healing power that can restore
5 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.

Divine Sense * 4 / Long Rest

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 4 times per long
rest.

Lav on Hands Pool « 5/ Lona Rest
ACTIONS

74

10 PASSIVE WISDOM (PERCEPTION)
10 PASSIVE WISDOM (INSIGHT)
9 PASSIVE INTELLIGENCE (INVESTIGATION)

SENSES
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Unarmed Strike +4 3 Bludgeoning

'WEAPON ATTACKS & CANTRIPS
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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 4 times per long
rest.

| 4/ Long Rest « 1 Action

* Lay on Hands * PHB 84

You have a pool of healing power that can restore 5
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: 5/ Long Rest * 1 Action

=== VARIANT HUMAN RACIAL TRAITS ===

* Languages ¢ BR 31
You can speak, read, and write Common and one
extra language.

* Ability Score Increase * BR 31
Two different ability scores of your choice increase by
1.

* Skills « BR 31
You gain proficiency in one skill of your choice.

* Feat * BR 31
You gain one feat of your choice.

=== FEATS ===

* Grappler « BR 167

You have advantage on attack rolls against a creature
you are grappling. You can use your action to try to pin
a creature grappled by you by making another grapple
check. If you succeed, you and the creature are both
restrained until the grapple ends.

| Grappling Pin: 1 Action

FEATURES & TRAITS
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WEIGHT CARRIED
0 lb.
ENCUMBERED

210 Ib.

PUSH/DRAG/LIFT

420 Ib.

EQUIPMENT




CHARACTER APPEARANCE
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male 27 Medium 170cm 178
GENDER AGE SIZE HEIGHT WEIGHT
Neutral a few things like white green blond
ALIGNMENT FAITH SKIN EYES HAIR
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ALLIES & ORGANIZATIONS

| can stare down a hell hound
without flinching.

| face problems head-on. A simple,
direct solution is the best path to

PERSONALITY TRAITS
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Nation. My city, nation, or people are all
that matter. (Any)

IDEALS
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Someone saved my life on the
battlefield. To this day, | will never
leave a friend behind.

BONDS
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I made a terrible mistake in battle

that cost many lives—and | would do
anything to keep that mistake secret.
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