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HEROIC INSPIRATION
=== ARMOR ===

Heavy Armor, Light Armor, Medium Armor,
Shields

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

=== LANGUAGES ===

Common, Draconic, Elvish, Giant,
Undercommon

4 PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

=== BONUS ACTIONS ===
Lay On Hands: Heal

As a Bonus Action, you can touch a creature
(which could be yourself) and restore a number HP to
that creature, up to the maximum amount remaining in
the pool.

Lay On Hands: Healing Pool * 5 / Long Rest
You have a pool of healina power that replenishes

when you finish a Long Rest. With that pool, you can
restore a total of 5 HP.

Lay On Hands: Purify Poison

You can expend 5 HP from the pool of healing to
remove the Poisoned condition from the creature;
those points don't also restore HP to the creature.

74

ACTIONS
7'\ N
13 PASSIVE PERCEPTION Crossbow, hand +2 1d6 Piercing Martial, Ammunition, Range, Light, Loading, Vex, Range (30/120)
13 DASSIVE INSIGHT Dagger +4 1d4+2 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
Rapier +4 1d8+2 Piercing Martial, Finesse, Vex
9 PASSIVE INVESTICATION Unarmed Strike +4 3 Bludgeoning

Darkvision 120 ft.

SENSES 3

'WEAPON ATTACKS & CANTRIPS
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=== PALADIN FEATURES ===

* Core Paladin Traits  free-rules 109

* Lay On Hands ¢ free-rules 109

You have a pool of healing power that replenishes
when you finish a Long Rest. With that pool, you can
restore a total of 5 HP.

As a Bonus Action, you can touch a creature (which
could be yourself) and restore a number HP to that
creature, up to the maximum amount remaining in the
pool.

You can also expend 5 HP from the pool of healing to
remove the Poisoned condition from the creature;
those points don't also restore HP to the creature.

| Lay On Hands: Healing Pool: 5/ Long Rest * 1
Bonus Action

| Lay On Hands: Heal: 1 Bonus Action
| Lay On Hands: Purify Poison: 1 Bonus Action
* Spellcasting ¢ free-rules 110

* Weapon Mastery e free-rules 110

=== ELF SPECIES TRAITS ===

* Creature Type ¢ free-rules 190
You are a Humanoid.

* Size « free-rules 190
You are Medium.

* Speed ¢ free-rules 190
Your speed is 30 ft.

* Darkvision ¢ free-rules 190
You have Darkvision with a range of 60 ft.

* Elven Lineage ¢ free-rules 190
Choose a lineage from the Elven Lineages table. You
gain the level 1 benefit of that lineage.

| Drow Lineage ¢
The range of your Darkvision increases to 120 ft. and
you gain the spells outlined in the Elven Lineages
table.

* Elven Lineage Spells « free-rules 189
| Drow Lineage - Charisma ¢

* Fey Ancestry e free-rules 190
You have Advantage on saving throws you make to
avoid or end the Charmed condition.

* Keen Senses « free-rules 190
You have proficiency in the Insight, Perception, or
Survival skill.

* Trance ¢ free-rules 190

You don't need to sleep, and magic can’t put you to
sleep. You can finish a Long Rest in 4 hours if you
spend those hours in a trancelike meditation, during
which you retain consciousness.

* Languages - free-rules 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a

language means your character can communicate in it,

read it, and write it.

* Ability Score Increases « free-rules

When determining your character’s ability scores,
increase one score by 2 and a different one by 1, or
increase three scores by 1.

| Increase two scores (+2 / +1) ¢
Increase one scores by 2 and a different score by 1.

=== FEATS ===

* Savage Attacker « free-rules 201

Once per turn when you hit a target with a weapon,
you can roll the weapon’s damage dice twice and use
either roll against the target.

* Weapon Mastery « PHB-2024 110

| Hand Crosshow (Vex) ¢
Vex. If you hit a creature with a Hand Crossbow and
deal damage to it, you have Advantage on your next
attack roll against that creature before the end of your
next turn.

| Rapier (Vex) ¢
Vex. If you hit a creature with a Rapier and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Vex (Rapier): 1 Action

| Vex (Hand Crossbow): 1 Action

FEATURES & TRAITS

Shield 1 61lb.

Chain Mail 1 55 Ib.
Crossbow, hand 1 31b.
Dagger 1 1lb.
Rapier 1 2 lb.
Clothes, Fine 1 6 Ib.
Pouch 1 11b.
Backpack 1 5 lb.

Holy Symbol 1 -

WEIGHT CARRIED Rations 7 14 1b.
103 Ib. Robe 1 41b.
ENCUMBERED Blanket 1 31b.
225 Ib. Tinderbox 1 11b.
PUSH/DRAG/LIFT Lamp 1 11b.
450 Ib. Holy Water 1 11b.

EQUIPMENT




Male 350 Medium
GENDER AGE SIZE

Chaotic Good Lathander - Goc Dark

ALIGNMENT FAITH SKIN

5'8"
HEIGHT
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PASSIONATE — | 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 a result,
| 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.

PERSONALITY TRAITS
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GETTING INVOLVED - | am a genuine, caring person who talks the talk and walks
the walk. Nothing makes me happier than motivating other people to do what's right.
When | care about someone, | want to help solve that person’s problems —
sometimes at any cost. The good news is that many people are grateful for my
assistance and advice. After all, there's a reason that these | have a reputation for
helping others improve their lives.
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BONDS

| will get revenge on the evil forces that
destroyed and ruined my livelihood.

|~
N

ALLIES & ORGANIZATIONS / N

FLAWS

UNREALISTIC — | put pressure on myself to right every wrong that |
encounter. But no matter how hard | strive, it just isn’t realistic for me
to solve all of the world’s problems. If | am not careful, | can spread

myself too thin — and be left unable to help anyone
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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,
| 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

CHARACTER BACKSTORY

Lathander

Alignment: Neutral Good

Alternate Names: The Morninglord, Inspiration's
Dawn, The Rose-and-Gold God

Category: None

Domains: Life, Light

Pantheon: FaerGnian

Symbol: Road traveling into a sunrise

Lathander is the god of the spring, birth, and
renewal, a deity of conception, vitality, youth,
renewal, and self-perfection. He is god not of the sun
but of the dawn, which represents the start of a new
day filled with potential.

Lathander is a god of beginnings. People commonly
offer a prayer to him before undertaking any journey
or endeavor. Lathander's name is invoked to seal
alliances and christen new ventures or companies.
As a result, the god is very popular among the
merchant classes, and the church has benefited
accordingly.

The rising sun is his symbol, and his colors are the
rose, gold, and violet of the dawn. Lathander's
temples and shrines host a wide range of functions
both municipal and personal. At such places folk get
married in dawn ceremonies, announce the start of
civic projects, and even give birth when possible, to
provide the baby good fortune.

The faithful of Lathander embrace the founding of
new communities and the growth of civilization, as
long as that civilization gives everyone the potential
to succeed. They despise the undead, seeing them
as both a corruption of the natural order and a
disavowal of new beginnings, because undead cling
to their old existence rather than moving on.

ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
Dancing Lights Elven Lineage Spells -- 1A 120 ft. V,S,M  Concentiation, upto 1 minute ~ free-rules 259 D: 1m, V/S/M
=== 1st LEVEL === 2 Slots OO
Compelled Duel Paladin WIS 13 1BA 30ft. \ Concenration, up to L minute  PHB-2024 252 D: 1m, V
Wrathful Smite Paladin WIS 13 1BA  Self \% 1 minute PHB-2024 343 D: 1m, V
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