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Paladin 1 SamlicsKingdom
CLASS & LEVEL PLAYER NAME
Dwarf (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
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ARMOR Max HP Current HP Temp HP |
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INITIATIVE CLASS \ HIT POINTS J
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. . 1d10
Resistances - Poison successes O-O-0
FAILURES( H >=< >
\§ 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
- - === LANGUAGES ===
ABILITY SAVE DC | Common, Dwarvish, Elvish
/ N\
30 ft. (Walking)
A SPEED )
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.

Stonecunning (Tremorsense) « 2 / Long Rest

You gain Tremorsense with a range of 60 ft. for 10
minutes. You must be on or touching a natural or
worked stone surface to use this Tremorsense.

74

Darkvision 120 ft.

SENSES

SKILLS ACTIONS
r ~N
11 PASSIVE PERCEPTION Unarmed Strike +5 4 Bludgeoning
11 PASSIVE INSIGHT
9 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

=== DWARF SPECIES TRAITS ===

* Creature Type » PHB-2024 188
You are a Humanoid.

* Size « PHB-2024 188
You are Medium.

* Speed « PHB-2024 188
Your speed is 30 ft.

* Darkvision « PHB-2024 188
You have Darkvision with a range of 120 ft.

* Dwarven Resilience « PHB-2024 188

You have Resistance to Poison damage. You also
have Advantage on saving throws you make to avoid
or end the Poisoned condition.

* Dwarven Toughness « PHB-2024 188
Your HP maximum increases by 1.

* Stonecunning « PHB-2024 188

As a Bonus Action, you gain Tremorsense with a
range of 60 ft. for 10 minutes. You must be on or
touching a natural or worked stone surface to use this
Tremorsense.

You can use this Bonus Action 2 times per Long Rest.

| Stonecunning (Tremorsense): 2/ Long Rest « 1
Bonus Action

* Languages * PHB-2024 37
Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a

language means your character can communicate in it,

read it, and write it.
* Ability Score Increases « PHB-2024
When determining your character’s ability scores,
increase one score by 2 and a different one by 1, or
increase three scores by 1.

| Increase two scores (+2 / +1) ¢
Increase one scores by 2 and a different score by 1.

=== FEATS ===

* Weapon Mastery « PHB-2024 110

| Battleaxe (Topple) ¢
Topple. If you hit a creature with a Battleaxe, you can
force it to make a Con. saving throw (DC 8 + 2 + the
ability modifier used to make the attack). On a failed
save, the creature has the Prone condition.

| Warhammer (Push) ¢
Push. If you hit a creature with Warhammer, you can
push the creature up to 10 ft. straight away from you if
it's Large or smaller.

| Push (Warhammer): 1 Action

| Topple (Battleaxe): 1 Action

PUSH/DRAG/LIFT

480 Ib.

FEATURES & TRAITS
Shield 1 6 1b.
Chain Mail 1 55 Ib.
Longsword 1 3 1b.
Javelin 6 12 Ib.
Backpack 1 5 Ib.
Emblem 1 -
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.
240 Ib.

EQUIPMENT




CHARACTER APPEARANCE
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Male 25 Medium 4'ft 189
GENDER AGE SIZE HEIGHT WEIGHT
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ALLIES & ORGANIZATIONS

They notice when something feels “off”.
People trust them instinctively.
They step forward when danger appears
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Strength exists to protect those who cannot
protect themselves.

IDEALS

"

N —~J
N ~"1
BONDS
L~ —~J
N ~]
\\ FLAWS //

CHARACTER BACKSTORY

ADDITIONAL NOTES
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