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Paladin 1 TottiMaus
CLASS & LEVEL PLAYER NAME
Variant Human Folk Hero (Milestone)
RACE 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 successes O=O=0O
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INSPIRATION j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— e— === TOOLS ===
ABILITY SAVE DC | Cook's Utensils, Vehicles (Land)
=== LANGUAGES ===
7 N Common, Elvish
30 ft. (Walking)
A SPEED )
) PROFICIENCIES & LANGUAGES

=== 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 * 3/ 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 3 times per 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.

=== BONUS ACTIONS ===
Polearm Master - Bonus Attack

When you take the Attack action with a glaive,
halberd, quarterstaff, or spear, you can use a bonus
action to make a melee attack with the opposite end of
the weapon that uses the same ability modifier as the
primary attack and has a damage die of
<strong>d4</strong> (bludgeoning).

SENSES

Lay on Hands Pool « 5/ Lonag Rest === REACTIONS ===
\\ SKILLS I\ ACTIONS )
4 N
9 PASSIVE WISDOM (PERCEPTION) Dagger +5 1d4+3 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
9 Glaive +5 1d10+3 Slashing Martial, Heavy, Reach, Two-Handed
PASSIVE WISDOM (INSIGHT)
Unarmed Strike +5 4 Bludgeoning
10 PASSIVE INTELLIGENCE (INVESTIGATION)

Polearm Master - Opportunity Attack ~ +5

A WEAPON ATTACKS & CANTRIPS "/
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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 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

=== VARIANT HUMAN RACIAL 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.

* Skills « BR 31
You gain proficiency in one skill of your choice.

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

=== FEATS ===

* Polearm Master » PHB 168

When you take the Attack action with only a glaive,
halberd, quarterstaff, or spear, you can use a bonus
action to make a melee attack with the opposite end of
the weapon that uses the same ability modifier as the
primary attack and has a damage die of d4
(bludgeoning). While you are wielding a glaive,
halberd, pike, quarterstaff, or spear, other creatures
provoke an opportunity attack from you when they
enter your reach.

| Polearm Master - Bonus Attack: 1 Bonus Action

| Polearm Master - Opportunity Attack: 1 Reaction
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EQUIPMENT

FEATURES & TRAITS
Shield 1 6 Ib. Tinderbox 1 11b.
Half Plate 1 40 Ib. Torch 10 10 Ib.
Glaive 1 6 Ib. Waterskin 1 51b.
Dagger 1 11b.
Longsword 1 31b.
Backpack 1 51b.
Clothes, Common 1 31b.
Pot, Iron 1 10 Ib.
Shovel 1 51b.
WEIGHT CARRIED Cook's Utensils 1 8 1b.
142 |b. Amulet 1 11b.
ENCUMBERED Bedroll 1 7 Ib.
0lb. Mess Kit 1 11b.
PUSH/DRAG/LIFT Rations (1 day) 10 20 Ib.
0lb. Rope, Hempen (50 feet) 1 10 Ib.
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CHARACTER APPEARANCE

=== Allies ===

Polares - mentor
Banner - mentor's horse
Boots - my horse

=== Organizations ===

Hedge knights - | am squire to a hedge knight

ALLIES & ORGANIZATIONS
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Female 19 Medium 5'8" 150
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Lightly tanned, bright green Curly long Brc
ALIGNMENT FAITH SKIN EYES HAIR
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(I'hinking is for other people. | prefer N
action.
If someone is in trouble, I'm always ready
to lend help.
PERSONALITY TRAITS
L~ 1
[ ~"1

Sincerity. There’s no good in pretending to be
something I'm not. (Neutral)

IDEALS
L~ —~
[ ~"1
A proud noble once gave me a
horrible beating, and | will take my
revenge on any bully | encounter.
BONDS
L~ —~
[N ~~"]
Hot Headed, quick to action
when angered
\\ FLAWS //
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CHARACTER BACKSTORY

See Notes

ADDITIONAL NOTES




SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS

e — —

SPELLS

> 4
L
Y




