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=== ARMOR ===

Heavy Armor, Light Armor, Medium Armor,
Shields

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

=== TOOLS ===
Three-Dragon Ante Set

=== LANGUAGES ===
Common, Deep Speech, Elvish, Sylvan

4 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

Channel Divinity « 1 / Short Rest

Your oath allows you to channel divine energy to
fuel magical effects. When you use your Channel
Divinity, you choose which option to use. You must
then finish a short or long rest to use your Channel
Divinity again. Some Channel Divinity effects require
saving throws (DC 14).

Divine Sense * 4 / Lona 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.

Lay on Hands Pool « 40 / Long Rest

You have a pool of healing power that can restore
40 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.

=== REACTIONS ===
Acid Conversion « 1 / Lona Rest

74

Darkvision 120 ft.

SENSES

'WEAPON ATTACKS & CANTRIPS

ACTIONS
4 N
11 PASSIVE WISDOM (PERCEPTION) Unarmed Strike +7 5 Bludgeoning
14 PASSIVE WISDOM (INSIGHT) Defender Longsword +7 1d8+4 Slashing Martial, Versatile (1d10)
9 PASSIVE INTELLIGENCE (INVESTIGATION)




Lychnises

CHARACTER NAME

e — —
Paladin 8
CLASS & LEVEL PLAYER NAME
Colliatur Noble (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
P — —

7

Darkvision. You have Darkvision with a range of 60
feet.

* 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 40
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: 40 / Long Rest « 1 Action

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

| Defense « PHB
While you are wearing armor, you gain a +1 bonus to
AC.

* Spellcasting « PHB 84

You can cast prepared paladin spells using CHA as
your spelicasting modifier (Spell DC 14, Spell Attack
+6). 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 +3 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 14). 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.

* Extra Attack « PHB 85
You can attack twice, instead of once, whenever you
take the Attack action on your turn. | Special

* Aura of Protection « PHB 85

While you are conscious, you grant all friendly
creatures (including you) within 10 ft. a +3 bonus to all
saving throws.

* Aura of Devotion « PHB 86
While you are conscious, friendly creatures (including
you) within 10 ft. can't be charmed.

Conduction. Your crystal-infused flesh is vulnerable to
lightning and thunder damage, resistant to acid and
poison damage, and immune to necrotic and radiant
damage. When you take acid or poison damage, your
Speed is halved for 1 round. As a Reaction to taking
lightning or thunder damage, you may spend one Hit
Dice to remove one level of Exhaustion.

Faceted Instincts. The Colloid’s crystals infusing your
body react with dissonance when you witness a
creature’s death. When you choose to kill a living
creature, rather than knocking it out when it is reduced
to 0 hit points, you gain one level of Exhaustion. At the
GM'’s discretion, certain creatures such as constructs
and elementals do not count as living creatures, but
intelligent undead always do.

Refraction. As a Reaction to being hit by a ranged
spell attack or a spell that specifies it works via “ray,”
you may harmlessly absorb the spell. You gain one
level of Exhaustion if the spell's level is higher than
your own. You may use this Reaction a number of
times equal to your Proficiency Bonus, and you regain
all expended uses when you finish a Long Rest.

FEATURES & TRAITS
Adamantine Chain Mail 1 55 Ib.
Defender Longsword 1 31b.
Backpack 1 5 lb.
Reliquary 1 2 1b.
Bedroll 1 7 Ib.
Mess Kit 1 11b.
Rations (1 day) 10 20 Ib.
Rope, Hempen (50 feet) 1 10 Ib.
Tinderbox 1 11b.
WEIGHT CARRIED Toreh 10 101b.
119 Ib. Waterskin 1 51b.
ENCUMBERED Potion of Greater Healing 1 --
270 Ib.

PUSH/DRAG/LIFT

540 Ib.

EQUIPMENT
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As a resplendent being of crystal and flesh, you are
immune to radiant damage. You are anathema to the
undead and the tainted energies of unlife. You gain
resistance to necrotic damage.

* Languages *
You can speak Common, Elvish, and Deep Speach

* Lighting and Thunder Vulnerability ¢

While your crystalline structure provides a lot of
benefits, it also conducts lightning much better than
flesh and bone. Also due to the crystalline structures
suffusing your body, you suffer from vulnerability to
thunder and lightning damage.

* Sacred Life ¢

You value life, any life, more highly than just about all
other races as a consequence of your entwinement
with the colloid. Ending a life is an emotionally and
physically draining procedure for you. If you choose to
kill a living creature upon reducing it to 0 hit points
instead of knocking it out, you immediately increase
your exhaustion level by +1, up to a maximum of 5.
Constructs, elementals and undead are exempt from
this—you can destroy these creatures without
ramifications.

* Size *
You are a medium race

* Superior Drakvision ¢

Seeing the world through star-shaped, resplendent
pupils has its benefits. You can see in dim light within
120 ft. of you as if it were bright light, and in darkness
as if it were dim light. You can't discern color in
darkness, only shades of gray.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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=== 1st LEVEL === 4 Slots OO00
O Bless<C> Paladin -- 1A 30 ft. V,S,M  concentration, pto 1 minute - PHB 219 D: 1m, V/SIM
QO Cure Wounds Paladin - 1A Touch V,S Instantaneous  PHB 230 VIS
O Detect Magic <C> Paladin -- 1A Self/30 ft. Sphere  V,S Concenraiion, uptoominutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
QO Shield of Faith <C> Paladin - 1BA 60 ft. V,S,M  concenation, upto 10 minues - PHB 275 D: 10m, V/ISIM
QO Heroism <C> Paladin - 1A Touch V,S Concentration, upto L minute - PHB 250 D: 1m, VIS
P Protection from Evil and Good <C> Paladin (Always Prepared) - 1A Touch V,S\M  concenvaion,wpo20mnwees  PHB 270 D: 10m, V/S/M
P Sanctuary Paladin (Always Prepared) WIS 14 1BA 30 ft. V,S,M 1 minute PHB 272  D:1m, VISIM
O Command Paladin wIs 14 1A 60 ft. \% 1 round PHB 223 D:1Rnd, V
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 Poison and Disease <C> Paladin -- 1A Self/30 ft. Sphere V,S,M  concenvaion w0 ominies PHB 231 D: 10m, 30 ft. Sphere, V/SIM
O Divine Favor <C> Paladin - 1BA  Self V.S Concenuation, upto tminte - 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, V/S
===2nd LEVEL === 3 Slots 000
O Locate Object <C> Paladin -- 1A Self V,S,M  concenaion, wpoomnwes  PHB 256 D: 10m, V/S/M
O Branding Smite <C> Paladin - 1BA  Self \% Concentration, upto Lminwte - PHB 219 D: 1m, V
O Aid Paladin - 1A 30 ft. V,S,M 8 hours PHB 211  D: 8h, VISIM
P Lesser Restoration Paladin (Always Prepared) - 1A Touch V,S Instantaneous  PHB 255 VIS
P Zone of Truth Paladin (Always Prepared) CHA 14 1A 60 ft./15 ft. Sphere  V/,S 10 minutes PHB 289  D:10m, 15 ft. Sphere, V/S
O Find Steed Paladin - 10m 30 ft. V,S Instantaneous  PHB 240 VIS
O Magic Weapon <C> Paladin - 1BA  Touch V,S Concentration, upto 1hour - PHB 257 D: 1h, V/S
QO Protection from Poison Paladin - 1A Touch V.S 1 hour PHB 270 D: 1h, VIS
R SPELLS N
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