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CLASS & LEVEL PLAYER NAME
Aasimar (MP: MotM) Criminal / Spy (Milestone)
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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 | Playing Card Set, Thieves' Tools
- === LANGUAGES ===
7 N Celestial, Common
30 ft. (Walking)
Q SPEED )
) PROFICIENCIES & LANGUAGES

L SKILLS ),

=== 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

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.

Healina Hands ¢ 1 / Lona Rest

As an action, you can touch a creature and roll
2d4. The creature regains a number of hit points equal
to the total rolled. Once you use this trait, you can’t
use it again until you finish a long rest.

Lay on Hands Pool * 5 / Long Rest

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.

ACTIONS
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10 PASSIVE WISDOM (PERCEPTION)
10 PASSIVE WISDOM (INSIGHT)
11 PASSIVE INTELLIGENCE (INVESTIGATION)

Darkvision 60 ft.

SENSES

Unarmed Strike +6

5 Bludgeoning
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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

=== AASIMAR (MP: MOTM) RACIAL TRAITS ===

* Ability Score Increases
Increase one ability score by 2 and increase a different
score by one, or increase three different scores by 1.

| Increase three different ability scores by 1 «
Increase three different ability scores by 1.

* Languages ¢

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character. The Player's Handbook
offers a list of languages to choose from. The DM is
free to modify that list for a campaign.

* Size «
You are Medium or Small. You choose the size when
you select this race.

* Celestial Resistance ¢
You have resistance to necrotic damage and radiant
damage.

* Darkvision ¢

You can see in dim light within 60 feet of you as if it
were bright light and in darkness as if it were dim light.
You discern colors in that darkness only as shades of
gray.

* Healing Hands ¢

As an action, you can touch a creature and roll 2d4.
The creature regains a number of hit points equal to
the total rolled. Once you use this trait, you can’t use it
again until you finish a long rest.

| 1/ Long Rest ¢ 1 Action

* Light Bearer ¢
You know the light cantrip. Charisma is your
spellcasting ability for it.

* Celestial Revelation ¢

You can use a bonus action to unleash the celestial
energy within yourself, gaining the benefits of that
revelation. Your transformation lasts for 1 minute or
until you end it as a bonus action. Once you transform
using your revelation below, you can’t use it again until
you finish a long rest
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FEATURES & TRAITS

Shield 1 6 Ib.
Chain Mail 1 55 Ib.

Longsword 1 31b.

Mace 1 41b.

Backpack 1 5 |b.

Clothes, Common 1 31b.

Crowbar 1 5 Ib.

Amulet 1 11b.

Bedroll 1 7 1b.

WEIGHT CARRIED Mess Kit 1 11b.
136 Ib. Rations (1 day) 10 20 1.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.

270 Ib. Tinderbox 1 11b.
PUSH/DRAG/LIFT Torch 10 10 Ib.

540 Ib. Waterskin 1 51b.
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GENDER AGE
Chaotic Good
ALIGNMENT FAITH
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Medium or Sm¢ 5'10" 135

SIZE HEIGHT WEIGHT
Light Blue
SKIN EYES HAIR
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS
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I am always calm, no matter what

or let my emotions control me.

PERSONALITY TRAITS

the situation. | never raise my voice

| judge people by their actions, not
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broken, as are those who would
forge them. (Chaotic)
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Freedom. Chains are meant to be
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Mother told Nell about the heavenly visitor who
fathered her. Something about "fulfilling destiny"
and "hero the land needs". Her dad sounded SO
wonderful. She wanted SO much to meet him.
But she never did. Years passed. Other dads
taught their kids how to play ball, how to dance,
how to fight. Hers never showed.

Love and joy turned to bitterness and the "Chosen
One" was seduced by the dark side. Fell in with
the wrong crowd. She kept up with her training of
course. She realized it was all she had going for
her.. And eventually she saw the cruelty of the
criminal life she'd gotten involved in. She chose
the side of good, not because it was her destiny.
Because it was Right.

"So now you come to visit when 1"m grown, sire?
Thats the word isn't it? The sire is the male to
breed chosen offspring. Cause "Dads" are
THERE for their kids. Being Holy does NOT give
you the right to abandon your kid. | won't join the
"other side", I'll take my vows. But not YOUR
vows! And to be clear, Nell is my dead name. I've
been "Knell", with a K, like the sound of a tolling
bell for a few years now. Consider it a wake up
call."

(I got to thinking about the "chosen one" trope.
And holy babies who have adopted dads, but not
their celestial father. So | gave it a twist. Now the
the Celestial host know that the only thing ornerier
than an archfiend, is a teenager)

CHARACTER BACKSTORY

ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
Light Light Bearer DEX 10 1A Touch/20 ft. Sphere  V/,M 1 hour PHB 255 D: 1h, 20 ft. Sphere, VIM
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