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ESTJ Lady Gwyneth Ironheart
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CONSTITUTION O _+1  Acrobatics DEX \
\ O _+0_ Animal Handling wis

O -1 Arcana INT

® _+5 Athletics STR

O _+2  Deception CHA

O _-1 History INT

® _+2  Insight wis

® +4 Intimidation CHA

O _-1  Investigation INT
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Sleight of Hand DEX

Stealth DEX

PROFICIENCY BONUS
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30 ft. (Walking)

Q SPEED J

Heavy Armor, Light Armor, Medium Armor,
Shields

CLASS & LEVEL PLAYER NAME
Variant Human Marine (Milestone)
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INSPIRATION
j === ARMOR ===

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

=== TOOLS ===
Vehicles (Land), Vehicles (Water)

=== LANGUAGES ===
Common, Orc

4 PROFICIENCIES & LANGUAGES

L SKILLS ),

=== 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.

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.

ACTIONS

74

10 PASSIVE WISDOM (PERCEPTION)

12 PASSIVE WISDOM (INSIGHT)

9 PASSIVE INTELLIGENCE (INVESTIGATION)
SENSES

Dagger +5
Javelin +5
Longsword +5
Longsword +5
Unarmed Strike +5

1d4+3 Piercing
1d6+3 Piercing
1d8+3 Slashing

1d8+3 Slashing

Simple, Thrown, Range (30/120)
Martial, Versatile

Martial, Versatile

4 Bludgeoning

'WEAPON ATTACKS & CANTRIPS

Simple, Finesse, Light, Thrown, Range (20/60), Previously belonged to a fallen comrade
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CLASS & LEVEL PLAYER NAME
ESTJ Lady Gwyneth Ironheart
Variant Human Marine (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
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=== PALADIN FEATURES ===
* Hit Points « PHB 84 === FEATS ===
* Proficiencies « PHB 84 * Dual Wielder « PHB 165
You add a +1 bonus to AC while you are wielding a
* Divine Sense « PHB 84 separate melee weapon in each hand, can use
As an action, you can detect good and evil. Until the two-weapon fighting even when the one-handed melee
end of your next turn, you can sense anything affected weapons you are wielding aren't light, and can draw or
by the hallow spell or know the location of any stow two one-handed weapons when you would
celestial, fiend, undead within 60 ft. that is not behind normally be able to draw or stow only one.
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.
FEATURES & TRAITS
Armor of Gleaming, Chain Mail 1 55 Ib. Torch 10 10 Ib.
Dagger 1 1lb. Waterskin 1 51b.
Longsword 1 31b.
Longsword 1 31b.
Javelin 5 10 Ib.
Backpack 1 5 lb.
Clothes, Traveler's 1 4 1b.
Healer's Kit 1 31b.
Pouch 1 11b.
Holy Symbol 1 -
WEIGHT CARRIED
139 |b Bedroll 1 7 Ib.
ENCUMBERED Mess Kit 1 1lb.
240 Ib. Rations (1 day) 10 20 Ib.
PUSH/DRAG/LIFT Rope, Hempen (50 feet) 1 10 Ib.
480 Ib. Tinderbox 1 11b.
\ EQUIPMENT
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Female 38 Medium 6'2" 180
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Good limater - God of Olive Blue Auburn
ALIGNMENT FAITH SKIN EYES HAIR
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/DED\CATED — Seeing things to completion borders on an ethical obhgauon\
for me. Tasks aren’t simply abandoned because they've become difficult or
boring — | take them up when they are the right thing to do, and they will be

finished so long as they remain the right thing to do.

STRONG WILLED - A strong will makes this dedication possible, and |
don't give up my beliefs because of simple opposition. | defend my ideas and
principles relentlessly, and must be proven clearly and conclusively wrong for
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I must set an example of hope for those
who have given up.
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In the realm of Damara, where honor and duty
were the guiding principles of warriors, | stood tall
as a human paladin. My family's legacy of military
service shaped my destiny, leading me to enlist in
the kingdom's elite Imperial Guard. Swiftly rising
through the ranks, | became known for my
unwavering dedication, strong will, and
commitment to justice.

| viewed tasks as ethical obligations, and once
started, | saw them through to completion. My
comrades admired my dedication, knowing that
challenges only fueled my resolve. My strong will
defended my principles relentlessly, standing firm
even in the face of opposition.

The true test of my resolve came in captivity
during a covert operation. Enduring thirst,
starvation, and torture, | never broke. My
unwavering commitment to principles and belief in
the greater good sustained me through the darkest
hours, becoming the cornerstone of my personal
philosophy.

Escaping my captivity as an unstoppable living
weapon, my spirit unbroken and my sense of duty
strengthened, | deepened my understanding of the
importance of hope in the face of despair. Setting
an example of hope for those who had given up
became a mission in itself. | also kept the dagger
of the tormenting and depraved prison guard |
overcame to escape.

Now | roam the land, my every action guided by
the lessons learned in captivity. My judgmental
nature, born from strong convictions about right,
wrong, and social order, leads me to hold others to
a high standard. Correcting perceived deviations
from the path of righteousness is my duty, and |
lead by example, utilizing my sharp mind and
verifiable facts to navigate the complexities of the
world. | dive into the most challenging projects,
making even the most complicated tasks seem
easy and approachable—a true leader and a

CHARACTER BACKSTORY

ADDITIONAL NOTES




SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS

e — —

SPELLS

> 4
L
Y




