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j === ARMOR ===

=== WEAPONS ===
Martial Weapons, Simple Weapons

=== TOOLS ===
Calligrapher's Supplies

=== LANGUAGES ===
Common, Draconic, Dwarvish

4 PROFICIENCIES & TRAINING

L SKILLS ),

=== 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 10 / 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 10 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

ACTIONS
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10 PASSIVE PERCEPTION Longsword +4 1d8+2 Slashing Martial, Versatile, Sap
12 PASSIVE INSIGHT Warhammer +4 1d8+2 Bludgeoning Martial, Versatile, Push
Unarmed Strike +4 3 Bludgeoning
9 PASSIVE INVESTIGATION
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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 10 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: 10 / 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
* Fighting Style « PHB-2024 110
| Fighting Style feat ¢ br-2024 110
* Paladin’s Smite « PHB-2024 110
You always have Divine Smite prepared and cast it
without expending a spell slot once per Long Rest.
=== 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 2.

* 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

=== FEATS ===

* Acolyte Ability Score Improvements « PHB-2024 178
| Increase two scores (+2 / +1) ¢

* Defense « PHB-2024 209

You gain +1 to AC when wearing Light, Medium, or
Heavy armor.
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* Magic Initiate (Cleric) « PHB-2024 201

Two Cantrips. You learn two cantrips of your choice
from the Cleric spell list. Int., Wis., or Cha. is your
spellcasting ability for this feat's spells.

Level 1 Spell. Choose a level 1 spell from the Cleric
spell list. You always have that spell prepared. You
can cast it once without a spell slot, and you regain the
ability to cast it in that way when you finish a Long
Rest. You can also cast the spell using any spell slots
you have.

Spell Change. Whenever you gain a new level, you
can replace one of the spells you chose for this feat
with a different spell of the same level from the chosen
spell list.

Repeatable. You can take this feat more than once,
but you must choose a different spell list each time.

| Charisma «
* Weapon Mastery « PHB-2024 110

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

| 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

| Sap (Longsword): 1 Action

EQUIPMENT

FEATURES & TRAITS
Potion of Healing 1 0.5 Ib. Tinderbox 1 11b.
Shield 1 6 Ib. Lamp 1 11b.
Chain Mail 1 55 Ib. Holy Water 1 1lb.
Longsword 1 31b.
Javelin 6 12 Ib.
Warhammer 1 51b.
Parchment 10 -
Backpack 1 5 lb.
Calligrapher's Supplies 1 5 lb.
WEIGHT CARRIED Robe L 4 lb.
1245 Ib. Book 1 51b.
ENCUMBERED Holy Symbol 1 -
225 |b. Rations 7 14 1b.
PUSH/DRAG/LIFT Robe 1 41b.
450 |b. Blanket 1 3lb.




— —
Medium
GENDER AGE SIZE HEIGHT WEIGHT
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ L \
// \
// \\
PERSONALITY TRAITS
L~ 1
[ ~"1]
IDEALS
L~ —~
[ ~"1]
BONDS
L~ —~
[N "]
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N FLAWS Y
1 ‘f )\ /
/, \
CHARACTER BACKSTORY ADDITIONAL NOTES




Paladin

SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
R —
/ \
7 Y
=== CANTRIPS === (At Will)
QO Toll the Dead Magic Initiate (Cleric) WIS 13 1A 60 ft. V,S Instantaneous ~ PHB-2024 334 V/S
O Guidance Magic Initiate (Cleric) - 1A Touch V,S Concentration, up to L minute  PHB-2024 282 D: 1m, V/S
=== 1st LEVEL === 2 Slots OO
O Bless Paladin - 1A 30 ft. V,S,M  concentration, upto 1 minwte  PHB-2024 247 D: 1m, V/S/M
QO Shield of Faith Paladin - 1BA 60 ft. V,S,M  concentation, pto 10minwes  PHB-2024 316  D: 10m, V/S/M
O Thunderous Smite Paladin STR13 1BA Self \% Instantaneous ~ PHB-2024 334 V
O Healing Word Magic Initiate (Cleric) -- 1BA 60 ft. \Y Instantaneous ~ PHB-2024 284 1/LR, V
P Divine Smite Paladin’s Smite (Always Prepared) -- 1BA  Self \% Instantaneous ~ PHB-2024265 1/LR,V
P Divine Smite Paladin’s Smite (Always Prepared) -- 1BA  Self \% Instantaneous ~ PHB-2024 265 V
SPELLS

> 4

N






