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Metallic Dragonborn Urchin (Milestone)
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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 3 times per long
rest.

| 3/Long Rest « 1 Action

* Lay on Hands * PHB 84

You have a pool of healing power that can restore 15
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: 15/ Long Rest ¢ 1 Action

* Fighting Style « PHB 84
You adopt a style of fighting as your specialty.

| Protection « PHB
While wielding a shield and a creature you can see
attacks a target other than you within 5 ft., you can use
your reaction to impose disadvantage on the attack
roll.

| 1 Reaction

* Spellcasting « PHB 84

You can cast prepared paladin spells using CHA as
your spellcasting modifier (Spell DC 12, Spell Attack
+4). You can use a holy symbol as a spellcasting
focus.

* Divine Smite « PHB 85

When you hit with a melee weapon attack, you can
expend one spell slot to deal 2d8 extra radiant damage
to the target plus 1d8 for each spell level higher than
1st (max 5d8) and plus 1d8 against undead or fiends
(max 6d8 total).

| Special

* Divine Health « PHB 85
You are immune to disease.

* Sacred Oath « PHB 85
| Oath of Devotion
| Channel Divinity: 1 / Short Rest « 1 Action

* Channel Divinity « PHB 86
You gain two Channel Divinity options:

Sacred Weapon - As an action you can imbue a
weapon with positive energy. For 1 minute, the
weapon is considered magical, you add +2 to attack
rolls, it emits bright light for 20 ft. and dim light for 20 ft
beyond that. You can end the effect as part of any
other action, if you are no longer holding the weapon,
or if you fall unconscious.

Turn the Unholy - As an action, you can censure fiends
and undead. Each fiend or undead that can see or
hear you within 30 ft. must make a WIS saving throw
(DC 12). On failure, it is turned for 1 minute or until it
takes damage.

| Channel Divinity: Sacred Weapon: 1 Action

| Channel Divinity: Turn the Unholy: 1 Action

* Oath Spells « PHB 86

You gain oath spells based on your level that are
always prepared and don't count against your daily
number of prepared spells.

=== METALLIC DRAGONBORN RACIAL TRAITS ===

* Ability Score Increases ¢ FToD 9

When determining your character’s ability scores,
increase one of those scores by 2 and increase a
different score by 1, or increase three different scores
by 1. Follow this rule regardless of the method you use
to determine the scores, such as rolling or point buy.

| Increase three scores (+1/+1/+1) ¢
Increase three different scores by 1.

* Languages * FToD 9

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type * FToD 12
You are a Humanoid.

* Size « FToD 12
You are Medium.

* Speed « FToD 12
Your walking speed is 30 feet.

* Metallic Ancestry « FToD 12
You have a metallic dragon ancestor, granting you a
special magical affinity.

| Gold Metallic Ancestry ¢
You have a gold dragon ancestor.

* Breath Weapon « FToD 12
When you take the Attack action on your turn, you can
replace one of your attacks with an exhalation of

N

FEATURES & TRAITS
Shield 1 6 Ib.
Chain Mail 1 55 Ib.
Longsword 1 31b.
Javelin 5 10 Ib.
Backpack 1 5 lb.
Clothes, Common 1 31b.
Amulet 1 11b.
Small Knife 1 -
Bedroll 1 7 Ib.
WEIGHT CARRIED Waterskin L 51b
95.2 Ib.
ENCUMBERED
210 Ib.

PUSH/DRAG/LIFT

420 Ib.

EQUIPMENT
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magical energy. You can use your Breath Weapon 2
times per long rest.

| Breath Weapon (Fire) «
When you take the Attack action on your turn, you can
replace one attack with a 15 ft. cone breath weapon.
Each creature must make a DEX save <strong>(DC
12)</strong> taking 1<strong>d10</strong> fire
damage on a fail or half as much on a success.

| 2/ Long Rest « 1 Action

* Draconic Resistance  FToD 12
You have resistance to the damage type associated
with your Metallic Ancestry.

| Draconic Resistance (Fire) ¢
You have resistance to fire damage.

* Metallic Breath Weapon ¢ FToD 12

At 5th level, you gain a second breath weapon. When
you take the Attack action on your turn, you can
replace one of your attacks with an exhalation in a 15
ft. cone. Whenever you use this trait, choose one:

- <strong>Enervating Breath.</strong> Each creature
in the cone must succeed on a CON saving throw (DC
12) or become incapacitated until the start of your next
turn.

- <strong>Repulsion Breath.</strong> Each creature in
the cone must succeed on a STR saving throw (DC
12) or be pushed 20 ft. away from you and be knocked
prone.
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Valrexad can commonly be found at inns and
taverns, moving from one place to another to
satiate her thirst for ale and a cheap place to
sleep. When drunk, she would be often heard
spouting failed promises and other broken pieces
of her past.€

Such as her ex, a female black Dragonborn
named Thea. They met in a back alley, both drunk
off ale from some hole in the wall tavern. It wasn’t
love at first sight, but instead a convenient excuse
to not be alone.€€Theystayed together despite only
getting along when heavily drinking. Val finally left
Thea after her tirade about Val cheating on her
and stealing the rent money (both accusations of
which were entirely untrue).€

I’'m order to make ends meet, or at least enough to
buy another drink and cheap bed to sleep in for
the night, she would often hit up her one and only
contact from her past life. A human male diplomat
for a regional lord. Brem Studresk was one of high
aspirations, but a pushover for an old friend in
need, even if they overstayed their welcome. He
would often give her an easy job or two to
somewhat justify giving her money.€

What most people know of Val, is the drunken no
good Drangonborn without a direction in life. What
most people don’t know, is that she was an up and
coming paladin who had dreams of becoming the
next big hero, helping those who couldn’t help
themselves. However, her one fatal flaw was her
hubris. Never one to take help from another, she
attempted to rescue a cowardly noble who was
kidnapped on an island with their family. To say
things didn’t go well was an understatement. The
family wasn't saved by Val, and instead was
captured by the bandits and ransomed along with
the noble family. Any respect that she built up until
that point was gone, and no one could look at her
seriously as a hero again.€

When sober, she often daydreams about the

CHARACTER BACKSTORY
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=== 1st LEVEL === 3 Slots OO0
O Thunderous Smite <C> Paladin STR 12 1BA Self \% Concentration, upto 1 minute - PHB 282 D:1m, V
O Compelled Duel <C> Paladin WIS 12 1BA 30ft. A\ Concenuation, upto 1 minuie - PHB 224 D:1m,V
QO Heroism <C> Paladin - 1A Touch V,S Concenuation, upto 1 minuie - PHB 250 D: 1m, VIS
P  Protection from Evil and Good <C> Paladin (Always Prepared) - 1A Touch V,S,M  concenration, up o 10 minues - PHB 270 D: 10m, V/ISIM
P Sanctuary Paladin (Always Prepared) WIS 12 1BA 30 ft. V,S,M 1 minute PHB 272  D:1m, V/ISIM
O Bless<C> Paladin - 1A 30 ft. V,S,M  concenuation, upto 1 minute - PHB 219 D: 1m, V/ISIM
O Command Paladin wis12 1A 60 ft. \% 1 round PHB 223 D:1Rnd, V
O Cure Wounds Paladin - 1A Touch V.S Instantaneous  PHB 230  V/S
O Detect Evil and Good <C> Paladin - 1A Self/30 ft. Sphere  V,S Concenaiion, upto ominutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Magic <C> Paladin -- 1A Self/30 ft. Sphere  V,S Concenuaiion, upto 0minutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Poison and Disease <C> Paladin - 1A Self/30 ft. Sphere V/,S,M  concenvaion, wpoomnves PHB 231 D: 10m, 30 ft. Sphere, V/S/M
O Divine Favor <C> Paladin - 1BA  Self V.S Concenuation, upo 1minte - PHB 234 D: 1m, V/S
O Purify Food and Drink Paladin -- 1A 10 ft./5 ft. Sphere  V,S Instantaneous  PHB 270 5 ft. Sphere, VIS
O Shield of Faith <C> Paladin - 1BA 60 ft. V,S,M  concentaion.wprosominwes  PHB 275 D: 10m, V/S/M
O Searing Smite <C> Paladin CON 12 1BA  Self \% Concenuaiion, upto 1minte - PHB 274 D: 1m, V
O Wrathful Smite <C> Paladin WIS 12 1BA  Self \ Concenvaton wpro 1mine - PHB 289 D: 1m, V
O Ceremony Paladin - 1h Touch V,S,M Instantaneous XGtE 151 V/S/M
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