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=== PALADIN FEATURES === damage on a successful one.
* Hit Points « PHB 84 | Silver Dragon « BR 34
As an action once per short rest, exhale in a 15 ft.

* Proficiencies « PHB 84 cone (CON DC 11, half damage on success) for 2d6

Cold Damage [6th] 3d6, [11th] 4d6, [16th] 5d6
* Divine Sense « PHB 84

As an action, you can detect good and evil. Until the | Breath Weapon (Silver): 1/ Short Rest « 1 Action
end of your next turn, you can sense anything affected

by the hallow spell or know the location of any * Damage Resistance ¢ BR 34

celestial, fiend, undead within 60 ft. that is not behind You have resistance to the damage type associated
total cover. You can use this feature 3 times per long with your draconic ancestry.

rest.

| Silver Dragon « BR 34
| 3/Long Rest « 1 Action Cold Damage

* 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

=== DRAGONBORN RACIAL TRAITS ===

* Draconic Ancestry « BR 34
You gain a breath weapon and damage resistance
with your chosen dragon type.

| Silver Dragon « BR 34
Cold

* Breath Weapon « BR 34

Once per short rest as an action, exhale destructive
energy based on your Draconic Ancestry. Each
creature in the area must make a DC 11 saving throw
(type determined by your ancestry), taking 2d6 ([6th]
3d6, [11th] 4d6, [16th] 5d6) on a failed save, and half

FEATURES & TRAITS
Armor of Gleaming, Chain Mail 1 55 Ib. Waterskin 1 51b.
Shield 1 6 Ib. Block of Incense 2 --
Longsword 1 3lb. Censer 1 --
Javelin 5 10 Ib. Vestments 1 --
Backpack 1 51b.
Clothes, Common 1 31b.
Healer's Kit 1 31b.
Alms Box 1 -
Vestments 1 -
WEIGHT CARRIED Holy Symbol L -
98 Ib. Holy Symbol 1 -
ENCUMBERED Blanket 1 31b.
255 |b. Candle 10 -
PUSH/DRAG/LIFT Rations (1 day) 2 4 1b.
510 Ib. Tinderbox 1 1lb.
\ EQUIPMENT
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Female 22 Medium 6'0" 185
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Good Bahamut - Drag Silver Blue Silver
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ALTRUISTIC — | am not happy to succeed at another person’s expense. |
want to use my strengths for the greater good, and | rarely lose sight of how
my words and actions might affect others. In my heart of hearts, | want to
make the world a better place, starting with the people around me.

PRINCIPLED - | tend to have strong beliefs and values, particularly when
comes to matters of ethics. When | talk about topics close to my heart, my

PERSONALITY TRAITS
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convictions and heartfelt idealism can inspire and persuade even the sternest
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P SEEKING PURPOSE - | see helping
others as my mission in life, and | am
always looking for ways to step in and
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| owe my life to the priest who took me in
when my parents died.
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I, a silver dragonborn, was the captain of the
Imperial Guard for the Delmirev clan and
dedicated my life to protecting my queen. | was
exiled for a crime | did not commit. An unknown
nemesis infiltrated the clan and convinced the
Queen that | was a danger to the clan and the
royal family.

Following my exile, | roamed the lands desperately
trying to find a way back into my clan, becoming
more angry and depressed as time went on. When
I was at my lowest, | met a priest who convinced
me that redemption was my path forward. |
adopted the ways of an acolyte, commanding
respect among those who shared my faith. My
upbringing instilled in me the ability to perform
religious ceremonies and, in times of need,
provide healing and care through the divine
connection | cultivated.

The presence of strong evil and the resonance of
powerful good became sensory experiences for
me. Like a noxious odor, the stench of
malevolence would register on my senses, while
the sublime essence of potent goodness would
manifest as heavenly music in my ears.

Altruistic to my core, | harbor a deep aversion to
succeeding at another's expense. My strengths
are dedicated to the greater good, and | maintain a
constant awareness of how my words and actions
could impact others. My principles form a
stronghold of beliefs and values, especially in
matters of ethics. My heartfelt idealism and
unwavering convictions could inspire even the
sternest skeptics when discussing topics close to
my heart.

However, my commitment to honesty and
authenticity clashes with my private nature.
Reluctant to open up about my struggles, | fear
burdening others with my issues. This internal
conflict occasionally creates distance in my
relationships, as | grapple with the balance

CHARACTER BACKSTORY
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