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_+3  Strength
_+0  Dexterity
_+1  Constitution
_-1_Intelligence
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+2  Acrobatics DEX

+4  Animal Handling wis

-1 Arcana INT

+5  Athletics STR

+2  Deception CHA

-1 History INT

+2_ Insight wis
+2_ Intimidation CHA
+1  Investigation INT

+2_ Medicine WIS

-1 Nature INT

+2  Perception WIS

+2  Performance CHA

+4  Persuasion CHA

-1 Religion INT

+0  Sleight of Hand DEX

+0  Stealth DEX

+2_ Survival wis
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Paladin 1 GKN_og
CLASS & LEVEL PLAYER NAME
Variant Human Custom Background (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
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ARMOR Max HP Current HP Temp HP |
+0 18 11 —
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
1d10 successes O=O=0O
FAILURES( H >=< )
QA DEFENSES \ HIT DICE \ DEATH SAVES /
|
HEROIC INSPIRATION j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— e— === TOOQOLS ===
ABILITY SAVE DC | Smith's Tools
=== LANGUAGES ===
7 N Celestial, Common, Infernal
30 ft. (Walking)
A SPEED Y
i PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

=== BONUS ACTIONS ===
Lay On Hands: Heal

As a Bonus Action, you can touch a creature
(which could be yourself) and restore a number HP to
that creature, up to the maximum amount remaining in
the pool.

Lay On Hands: Healing Pool * 5 / Long Rest
You have a pool of healina power that replenishes

when you finish a Long Rest. With that pool, you can
restore a total of 5 HP.

Lay On Hands: Purify Poison

You can expend 5 HP from the pool of healing to
remove the Poisoned condition from the creature;
those points don't also restore HP to the creature.

74

SENSES

SKILLS ACTIONS
‘ N
12 PASSIVE PERCEPTION Longsword +5 1d8+3 Slashing Martial, Versatile, Sap
12 PASSIVE INSIGHT Unarmed Strike +5 4 Bludgeoning
11 PASSIVE INVESTIGATION

'WEAPON ATTACKS & CANTRIPS
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=== PALADIN FEATURES ===

* Core Paladin Traits « PHB-2024 109

* Lay On Hands * PHB-2024 109

You have a pool of healing power that replenishes
when you finish a Long Rest. With that pool, you can
restore a total of 5 HP.

As a Bonus Action, you can touch a creature (which
could be yourself) and restore a number HP to that
creature, up to the maximum amount remaining in the
pool.

You can also expend 5 HP from the pool of healing to
remove the Poisoned condition from the creature;
those points don't also restore HP to the creature.

| Lay On Hands: Healing Pool: 5/ Long Rest * 1
Bonus Action

| Lay On Hands: Heal: 1 Bonus Action
| Lay On Hands: Purify Poison: 1 Bonus Action
* Spellcasting « PHB-2024 110

* Weapon Mastery « PHB-2024 110

=== VARIANT HUMAN SPECIES 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.

You gain proficiency in one skill of your choice.

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

=== FEATS ===

* Great Weapon Fighting « PHB-2024 209

When you roll damage for an attack you make with a
Melee weapon that has the Two-Handed or Versatile
properties, you can treat any 1 or 2 on a damage die
asa3.

* Weapon Mastery « PHB-2024 110

| Halberd (Cleave) ¢
Cleave. Once per turn, if you hit a creature with a
melee attack using a Halberd, you can make another
melee attack with it against a second creature within 5
ft. of the first that’s within your reach. On a hit, the
second creature takes the Halberd’s damage, but
without your ability modifier (unless the modifier is
negative).

| Spear (Sap) *
Sap. If you hit a creature with a Spear, that creature
has Disadvantage on its next attack roll before the
start of your next turn.

| Cleave (Halberd): 1 Action

| Sap (Spear): 1 Action

N

PUSH/DRAG/LIFT

0 lb.

* Skills « BR 31
FEATURES & TRAITS
Shield 1 6 1b.
Chain Mail 1 55 Ib.
Longsword 1 3 1b.
Javelin 6 12 Ib.
Emblem 1 -
Backpack 1 5 Ib.
Rations 7 14 Ib.
Robe 1 41b.
Blanket 1 3 1b.
WEIGHT CARRIED Tinderbox 1 11lb.
105 Ib. Lamp 1 11b.
ENCUMBERED Holy Water 1 11b.
0 Ib.

EQUIPMENT
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Male 20 Medium 5'7" 165
GENDER AGE SIZE HEIGHT WEIGHT

Personal Oath ¢ Fair with light te: Amber, intense Deep red, uns
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=== Allies === /1 "l instinctively step between danger and those who cannot protect \
themselves."
Sir Aldric Thorne: A veteran knight who once 2. "I speak little, but when i do, my words are direct and honest."
showed me mercy when | least deserved it. 3.l stay calm in tense situations, even when fear is creeping under my skin."
. ) ) ) 4. " have a habit of watching people closely, ready to react.”
Sister Elowen Vale: A young cleric who believes in
my redemption more than | do myself. PERSONALITY TRAITS
L~ 1
=== Organizations === [ ~]
Order of the Vigilant Flame:
A holy order sworn to stand watch where others
cannot, protecting the innocent at any cost.
IDEALS
L~ 1
[ "]
BONDS
L~ 1
"]
1.1 blame myset o things that were never uly n my contl”
2. “When someone s in danger, | ac st and ik ter—even i puts e at ik
3.1 srugge (0 forge mysel, o mater how much good do-
4. have ificuty rustng my ow judgmentater past falures.”
FLAWS
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS ) \\ //
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| was not raised to be a hero. | was raised to
endure.

| grew up on the outskirts of Briarwatch, where
strength was learned early and mistakes were
paid for in blood. From a young age, | had a
natural talent for combat—my body learned faster
than my mind, and my instincts were sharp.
People noticed. Some praised it. Others feared it. |
only knew that fighting made the world feel
quieter.

Everything changed the night Lord Maelric Voss
came through our lands. | was strong, confident,
and reckless. When the attack began, | believed |
could stop it alone. | left my post. | chased glory
instead of holding the line. By the time | returned,
the damage was done. People | had sworn to
protect were gone. That failure carved itself into
me deeper than any blade ever could.

| broke after that. Not loudly—but slowly. | lashed
out, pushed people away, and convinced myself
that strength without control was all | was good for.
That path nearly destroyed me.

It was Sir Aldric Thorne who stopped me. He did
not strike me down. He did not condemn me. He
stood between me and my own rage and offered
me a choice: to live as a weapon, or to live as a
shield.

| chose the shield.

Under his guidance and through the quiet faith of
Sister Elowen Vale, | learned that redemption is
not earned through a single act, but through every
decision that follows. | swore my oath not to a god
of conquest, but to the idea that no one should
stand alone against the dark.

Now | walk the road as a paladin—not to be

praised, not to be forgiven, but to make sure that
when danger comes, | will not turn away again. |

CHARACTER BACKSTORY

* Carries his shield even outside of battle, resting it
beside him as a symbol rather than a weapon.
* Sleeps lightly, always positioned facing doors or

windows.

* Keeps his armor meticulously clean, as if order can

keep the past at bay.

* Avoids unnecessary violence, but becomes
relentless once innocents are threatened.
* Rarely speaks of his past, except to those who

have earned his trust.

* Prays in silence, not asking for forgiveness, but for

the strength to endure.

* Has a faint tremor in his hands after battle, quickly

hidden by clenched fists.

* Believes leadership is responsibility, not authority.

ADDITIONAL NOTES /,
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=== 1st LEVEL === 2 Slots OO
O Bless Paladin -- 1A 30 ft. V,S,M  concenuation, upto 1 minute - PHB-2024 247 D: 1m, V/S/M
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