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Paladin 1
CLASS & LEVEL PLAYER NAME
Colliatur Noble (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
—————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+0 18 12 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
Resistances - acid, poison 1d10 SUCCESSES O=O=O
Immunities - necrotic, radiant
Vulnerabilities - lightning, thunder FaiLures O=O=0
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
3
INSPIRATION
j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS
j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Three-Dragon Ante Set
S==x N
=== LANGUAGES ===
7 N Common, Deep Speech, Elvish, Sylvan
30 ft. (Walking)
\§ SPEED Y
) 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 * 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.

Lav on Hands Pool « 5/ Lona 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.

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

Your organic parts may be hurt by acid, but your
crystalline parts are capable of converting it into life.
As a reaction to taking acid damage, you may regain
10 hit points on your next turn. Acid damage can
never kill you, only knock you out.

74

Darkvision 120 ft.

SENSES

SKILLS ACTIONS
4 N
11 PASSIVE WISDOM (PERCEPTION) Javelin +4 1d6+2 Piercing Simple, Thrown, Range (30/120)
Longsword +4 1d8+2 Slashing Martial, Versatile
13 PASSIVE WISDOM (INSIGHT)
Unarmed Strike +4 3 Bludgeoning
9 PASSIVE INTELLIGENCE (INVESTIGATION)

'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 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

=== COLLIATUR RACIAL TRAITS ===

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.

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

Fascination . You may ignore the effects of the
charmed condition. Until the charmed condition ends
or until you damage the charmer, you roll with
advantage on attacks, saves, and ability checks
against the charmer. The charmer retains advantage
on any ability checks to interact socially with you.

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.

N

PUSH/DRAG/LIFT

450 Ib.

FEATURES & TRAITS
Shield 1 6 Ib.
Chain Mail 1 55 Ib.
Longsword 1 31b.
Javelin 5 10 Ib.
Backpack 1 5 lb.
Reliquary 1 21b.
Bedroll 1 7 Ib.
Mess Kit 1 11b.
Rations (1 day) 10 20 Ib.
WEIGHT CARRIED Rope, Hempen (50 feet) 1 10 Ib.
135 Ib. Tinderbox 1 11b.
ENCUMBERED Torch 10 10 Ib.
225 |b. Waterskin 1 51b

EQUIPMENT






