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+4_ Strength
-1 Dexterity

+2  Constitution

-1 Intelligence

+1  Wisdom

+5  Charisma

SAVING THROWS
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-1 Acrobatics DEX

-1 Arcana INT

+4  Athletics STR

+3  Deception CHA

+1  History INT

+1  Insight wis

+5  Intimidation CHA

-1 Investigation INT
-1 Medicine wis

-1 Nature INT

+1  Perception WIS

+3  Performance CHA

+5  Persuasion CHA

+1  Religion INT

-1 Sleight of Hand DEX

+1  Stealth DEX

-1 Survival wis
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-1 Animal Handling wis
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CLASS & LEVEL PLAYER NAME
Goliath Noble (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/ \
ARMOR Max HP Current HP Temp HP |
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
4d10 successes O=O=0O
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION j ‘ === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— e— === TOOLS ===
ABILITY SAVE DC | Playing Card Set
=== LANGUAGES ===
7 N Common, Elvish, Giant
35 ft. (Walking)
A SPEED )
i 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

Channel Divinity » 2 / Long Rest

You can channel energy directly from the Outer
Planes to fuel magical effects. Each time you use this
class’s Channel Divinity, you can choose which effect
to create. You can use this class’s Channel Divinity 2
times per Long Rest, but can regain one expended
use after finishing a Short Rest.

If vour Channel Divinity requires a savina throw, the

DC equals your Paladin spell save DC (DC 13).

=== BONUS ACTIONS ===
Channel Divinity: Divine Sense

For the next 10 min. or until you have the
Incapacitated condition, you know the location of any
Celestials, Fiends, and Undead within 60 ft., and you
know its creature type. In the same radius, you also
detect the presence of any place/object that has been
consecrated or desecrated, as with the Hallow spell.

Cloud’s Jaunt (Cloud Giant) » 2 / Long Rest
You teleport up to 30 ft. to an unoccupied space
you can see.

Lav On Hands: Heal

74

SENSES

SKILLS \ ACTIONS
4 N
11 PASSIVE PERCEPTION Javelin +6 1d6+6 Piercing Simple, Thrown, Slow, Range (30/120)
11 DASSIVE INSIGHT Longsword +6 1d8+6 Slashing Martial, Versatile, Sap
Unarmed Strike +6 5 Bludgeoning
9 PASSIVE INVESTIGATION

'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 20 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: 20 / 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
* Fighting Style « free-rules 110
| Fighting Style feat «
* Paladin’s Smite « free-rules 110
You always have Divine Smite prepared and cast it
without expending a spell slot once per Long Rest.
* Channel Divinity « free-rules 110
You can channel energy directly from the Outer Planes

to fuel magical effects. Each time you use this class’s
Channel Divinity, you can choose which effect to

create. You can use this class’s Channel Divinity 2
times per Long Rest, but can regain one expended use
after finishing a Short Rest.

If your Channel Divinity requires a saving throw, the
DC equals your Paladin spell save DC (DC 13).

| Channel Divinity: Divine Sense: 1 Bonus Action

| 2/Long Rest ¢ 1 Action
* Paladin Subclass ¢ free-rules 111

| Oath of Vengeance
* Oath of Vengeance Spells « PHB-2024 116
When you reach a Paladin level specified in the Oath
of Vengeance Spells table, you thereafter always have
the listed spells prepared.
* Vow of Enmity « PHB-2024 117
When you take the Attack action, you can expend one
use of Channel Divinity to utter a vow of enmity against
a creature you can see within 30 ft. You have
Advantage on attack rolls against that creature for 1
minute or until you use this feature again.

If the creature drops to 0 HP, you can transfer the vow
to a different creature within 30 ft.

| 1 Action

* Ability Score Improvement « free-rules 111

=== GOLIATH SPECIES TRAITS ===

* Creature Type « PHB-2024 192
You are a Humanoid.

* Size « PHB-2024 193

N

Your size is Medium.

* Speed « PHB-2024 192
Your Speed is 35 ft.

* Giant Ancestry « PHB-2024 192
Choose one supernatural boon from your ancestry,
you can use it 2 times per Long Rest.

| Cloud’s Jaunt (Cloud Giant) *
As a Bonus Action, you magically teleport up to 30 ft.
to an unoccupied space you can see.

| 2/ Long Rest « 1 Bonus Action

* Large Form « PHB-2024 192

Once per Long Rest as a Bonus Action, you can
change your size to Large for 10 minutes or until you
end it. For that duration, you have Advantage on
Strength checks, and your Speed increases by 10 ft.

* Powerful Build « PHB-2024 192

You have Advantage on any ability check you make to
end the Grappled condition. You also count as one
size larger when determining your carrying capacity.

* Languages ¢ PHB-2024 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.

=== FEATS ===

* Shield Master « PHB-2024 207
Ability Score Increase. Increase your Str. by 1.

Shield Bash. If you attack a creature within 5 ft. of you
as part of the Attack action with a Melee weapon, you

FEATURES & TRAITS
\\
Shield 1 6 Ib. Blanket 1 31b.
Chain Mail 1 55 Ib. Tinderbox 1 11b.
Longsword 1 31b. Lamp 1 11b.
Javelin 6 12 Ib. Holy Water 1 11b.
Perfume 1 - Potion of Watchful Rest 1 --
Backpack 1 51b
Playing Cards 1 -
Holy Symbol 1 -
Fine Clothes 1 61b
WEIGHT CARRIED Spell Scroll (1st Level) 1 -
111 Ib. Potion of Comprehension 1 -
ENCUMBERED Nature's Mantle 1 -
540 Ib. Potion of Watchful Rest 1 -
PUSH/DRAG/LIFT Rations 7 14 1b.
1080 Ib. Robe 1 4 1b.
EQUIPMENT ))
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can immediately bash the target with your Shield if it's
equipped. The target must make a DC 14 Str. saving
throw. On a failed save, you either push the target 5 ft.
from you or cause it to have the Prone condition (your
choice). You can use this once per turn.

| Shield Bash: Special
* Dueling « PHB-2024 209
You gain +2 bonus to damage with one-handed Melee
weapons when holding no other weapons.
* Noble Ability Score Improvements « PHB-2024 182

| Increase two scores (+2 / +1) ¢
* Skilled « free-rules 201
You gain proficiency in any combination of three skills
or tools of your choice.
Repeatable. You can take this feat more than once.
* Weapon Mastery « PHB-2024 110

| Maul (Topple) ¢
Topple. If you hit a creature with a Maul, you can force
it to make a Con. saving throw (DC 8 + 2 + the ability
modifier used to make the attack). On a failed save,
the creature has the Prone condition.

| Warhammer (Push) «
Push. If you hit a creature with Warhammer, you can
push the creature up to 10 ft. straight away from you if
it's Large or smaller.

| Topple (Maul): 1 Action

| Push (Warhammer): 1 Action

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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Female 20 Medium 230 180
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Neutral Lathander Human like but Golden White and cur
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=== 1st LEVEL ===
Divine Smite
Command
Thunderous Smite
Cure Wounds

Bane

Hunter's Mark

Divine Smite

T U U UTOO0OO0O0

Divine Smite

3 Slots 000

Paladin

Paladin

Paladin

Paladin

Oath of Vengeance Spells (Always Prepared)
Oath of Vengeance Spells (Always Prepared)
Paladin’s Smite (Always Prepared)

Paladin’s Smite (Always Prepared)

1BA
1A
1BA
1A
1A
1BA
1BA
1BA

Self
60 ft.
Self
Touch
30 ft.
90 ft.
Self
Self

SPELLS

V.S
V,S,\M

Instantaneous
Instantaneous
Instantaneous
Instantaneous
Concentration, up to 1 minute
Concentration, up to 1 hour
Instantaneous

Instantaneous

free-rules 265

free-rules 251

PHB-2024 334

free-rules 259

free-rules 245

free-rules 287

free-rules 265

free-rules 265
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