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INSPIRATION
=== ARMOR ===

Heavy Armor, Light Armor, Medium Armor,
Shields

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

=== LANGUAGES ===
Common, Dwarvish, Elvish, Undercommon

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

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

rest.

Lav on Hands Pool « 5/ Lona Rest

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

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.

74

Darkvision 120 ft.

SENSES

'WEAPON ATTACKS & CANTRIPS

\ ACTIONS
4 N
13 PASSIVE WISDOM (PERCEPTION) Crossbow, hand 45 1d6+3 Piercing  Martal, Ammuniion, Range, Light, Loading, Range (30/120)
13 PASSIVEISDOM (NSIGHT) Dagger +5 1d4+3 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Rapier +5 1d8+3 Piercing Martial, Finesse
9 PASSIVE INTELLIGENCE (INVESTIGATION) Unarmed Stl’lke +2 1 BIudgeoning




ENFJ Drizzan Dalanthian

CHARACTER NAME

e — —
Paladin 1 BrodyBerkhout
CLASS & LEVEL PLAYER NAME
Dark EIf (Drow) Courtier (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
P — —

//
=== 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

=== DARK ELF (DROW) RACIAL TRAITS ===

* Keen Senses * BR 23
You have proficiency in the Perception skill.

* Fey Ancestry » BR 23
You have advantage on saves against being charmed,
and magic can’t put you to sleep.

* Trance * BR 23

You don't need to sleep, but meditate semiconsciously
for 4 hours a day. While meditating, you can dream
after a fashion; such dreams are actually mental
exercises that have become reflexive through years of
practice. After resting in this way, you gain the same

benefit that a human does from 8 hours of sleep.

* Superior Darkvision « PHB 24
You can see in darkness (shades of gray) up to 120 ft.

* Sunlight Sensitivity « PHB 24

You have disadvantage on attack rolls and on
Perception checks that rely on sight when you, your
target, or whatever you are trying to perceive is in
direct sunlight.

* Drow Magic * PHB 24

You know the dancing lights cantrip. [3rd] You can cast
faerie fire once per long rest. [5th] You can cast the
darkness spell once per long rest. CHA is your
spellcasting ability.

* Drow Weapon Training * PHB 24
You have proficiency with rapiers, shortswords, and
hand crossbows.
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FEATURES & TRAITS

Armor of Gleaming, Chain Mail 1 55 Ib.

Crossbow, hand 1 31b.

Dagger 1 11b.

Rapier 1 2 lb.

Backpack 1 5 lb.

Clothes, Fine 1 6 Ib.

Pouch 1 11b.

Emblem 1 -

Bedroll 1 7 Ib.

WEIGHT CARRIED Mess Kit 1 1lb.
127 Ib. Rations (1 day) 10 20 1.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.

150 Ib. Tinderbox 1 11b.
PUSH/DRAG/LIFT Torch 10 10 Ib.

300 Ib. Waterskin 1 5 Ib.

EQUIPMENT




Male 350
GENDER AGE
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Medium 5'8" 158
SIZE HEIGHT WEIGHT

Chaotic Good Lathander - Goc Dark Blue White
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

/ N
/PASSIONATE — I .am far from being a boring do-gooder. | brim with \
interests, and | take great pleasure in pursuing my hobbies — whether that's
hiking, cooking, dancing, growing houseplants, or something else entirely. As
aresult, | rarely find myself at a loss for something interesting to do.

ALTRUISTIC — | am known for harboring a deep desire to be a force for
positive change. | genuinely believe that if | bring people together, they can do
a world of good.
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| will get revenge on the evil forces that
destroyed and ruined my livelihood.
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UNREALISTIC — | put pressure on
myself to right every wrong that |
encounter. But no matter how hard |
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In the subterranean realms where shadows
whispered and intrigues unfolded, | emerged from
the evil and perverted Drow civilization guided by
my Oath. Once a courtier navigating the intricate
dance of nobility, my world shattered when
malevolent forces of a rival house destroyed
everything | held dear. Fueled by a burning desire
for revenge, | vowed to right the wrongs that had
ruined my livelihood.

Possessing the altruistic fervor atypical for a Drow,
I harbored a deep desire to be a force for positive
change. | believed fervently that by bringing
people together, we could achieve a world of
good. My knowledge of bureaucracies, a skill
honed during my days as a courtier, granted me
access to the records and inner workings of any
noble court or government | encountered. | could
discern the movers and shakers, knew where to
go for favors, and was well-versed in the current
intrigues of interest within these groups.

Beyond the cloak-and-dagger realms of politics, |
was a man of diverse interests. Brimming with
passion, | found pleasure in pursuits ranging from
hiking through unexplored caverns to
experimenting with exotic recipes, dancing to the
rhythm of the Underdark, and cultivating
houseplants that flourished in the shadows.

Yet, my altruism often led me into the realm of the
unrealistic. The pressure | put on myself to right
every wrong, while admirable, threatened to
spread me too thin. The daunting realization that |
couldn't solve all the world's problems loomed
over me, a constant reminder of the limits of my
crusade.

Getting involved defined my approach to life. A
genuine and caring person, | not only talked the
talk but walked the walk. My joy lay in motivating
others to do what was right. When | cared about
someone, | became dedicated to helping solve
their problems — sometimes at any cost. Grateful
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=== CANTRIPS === (At Will)
O Dancing Lights <C> Drow Magic -- 1A 120 ft. V,S,M  concentation, oo 1mine - PHB 230 D: 1m, V/S/M
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