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	STR mod: +3
	DEX mod: +0
	CON mod: +2
	INT mod: +0
	WIS mod: +1
	CHA mod: +2
	STR score: 16
	DEX score: 10
	CON score: 14
	INT score: 10
	WIS score: 12
	CHA score: 14
	STR save: +3
	DEX save: +0
	CON save: +2
	INT save: +0
	WIS save: +3
	CHA save: +4
	STR passive: 13
	DEX passive: 10
	CON passive: 12
	INT passive: 10
	WIS passive: 13
	CHA passive: 14
	STR Save Proficiency: Off
	DEX Save Proficiency: Off
	CON Save Proficiency: Off
	INT Save Proficiency: Off
	WIS Save Proficiency: Yes
	CHA Save Proficiency: Yes
	Race: Red Dragonborn
	Background: Soldier (Chariotry)
	Class & Level: Paladin, 2
	Experience Points: 300
	Alignment: Neutral Good
	Check Box 33: Off
	Check Box 32: Off
	Check Box 31: Off
	Check Box 30: Yes
	Check Box 29: Off
	Check Box 28: Off
	Check Box 27: Off
	Check Box 26: Yes
	Check Box 25: Off
	Check Box 24: Yes
	Check Box 23: Off
	Check Box 22: Off
	Check Box 21: Off
	Check Box 20: Yes
	Check Box 19: Off
	Check Box 18: Off
	Check Box 17: Off
	Check Box 16: Off
	Acrobatics bonus: 
	Animal Handling bonus: 
	Arcana bonus: 
	Athletics bonus: +5
	Deception bonus: 
	History bonus: 
	Insight bonus: 
	Intimidation bonus: +4
	Investigation bonus: 
	Medicine bonus: +3
	Nature bonus: 
	Perception bonus: 
	Performance bonus: 
	Persuasion bonus: +4
	Religion bonus: 
	Sleight of Hand bonus: 
	Stealth bonus: 
	Survival bonus: 
	Acrobatics passive: 
	Animal Handling passive: 
	Arcana passive: 
	Athletics passive: 15
	Deception passive: 
	History passive: 
	Insight passive: 
	Intimidation passive: 14
	Investigation passive: 
	Medicine passive: 13
	Nature passive: 
	Perception passive: 
	Performance passive: 
	Persuasion passive: 14
	Religion passive: 
	Sleight of Hand passive: 
	Stealth passive: 
	Survival passive: 
	Proficiency bonus: +2
	Spellcasting DC: 
	Spellcasting Attack: 
	Initiative: +0
	Speed: 30
	Attack Name: Glaive
	Attack Name 2: 5 javelins
	Attack Name 3: Battleaxe
	Attack Name 4: 
	Attack Name 5: 
	Attack bonus: +5
	Attack bonus 2: +5
	Attack bonus 3: +5
	Attack bonus 4: 
	Attack bonus 5: 
	Damage: 1d10+3/S
	Damage 2: 1d6+3/P
	Damage 3: 1d8+3/S
	Damage 4: 
	Damage 5: 
	Range & Properties: heavy, reach, two-handed
	Range & Properties 2: thrown (range 30/120)
	Range & Properties 3: versatile (1d10)
	Range & Properties 4: 
	Range & Properties 5: 
	Maximum HP: 20
	HP: 
	Temp HP: 
	Hit Dice: 
	Maximum HD: 2d10
	Death Success 1: Off
	Death Success 2: Off
	Death Success 3: Off
	Death Fail 1: Off
	Death Fail 2: Off
	Death Fail 3: Off
	Conditions: 
	Check Box 9: Off
	Check Box 10: Off
	Check Box 11: Off
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	Armor Name 1: Splint
	Armor Name 2: 
	Armor Mod Name 1: Defense fighting style
	Armor Mod Name 2: 
	Armor Mod Name 3: 
	Armor Mod Name 4: 
	Base AC 1: 17
	Base AC 2: 
	AC Mod 1: +1
	AC Mod 2: 
	AC Mod 3: 
	AC Mod 4: 
	Check Box 34: Yes
	Check Box 35: Off
	AC: 18
	CP: 
	SP: 
	EP: 
	GP: 85
	PP: 
	Features:   Breath Weapon. You can use your action to exhale a 15-ft. cone of fire. Each creature in the area of the exhalation must make a DC 12 Dex saving throw. A creature takes 2d6 damage on a failed save, and half as much damage on a successful one. After you use your breath weapon, you can’t use it again until you complete a short or long rest.
  Resistance to fire damage.
  Armor: All armor, shields.
  Weapons: Simple weapons, martial weapons.
  Languages: Common, Draconic.
  Tool Proficiencies: dice, land vehicles.
  Lay on Hands. As an action, you can touch a creature and restore a number of hit points to it from a pool of 10 hit points, or you can expend 5 hit points from your pool to cure the target of one disease or neutralize one poison. See the Player's Handbook page 84 for details.
	Traits1: I face problems head-on. A simple, direct solution is the best path to success.

I’m haunted by memories of war. I can’t get the images of violence out of my mind.
	Ideals1: The Greater Good. Our lot is to lay down our lives in defense of others. 
	Bonds1: I fight for those who cannot fight for themselves.
	Flaws1: Golden treasures put all other thoughts out of my head.
	Check Box 15: Off
	Half Speed: 15
	Half Max HP: 6
	Equipment:   Common clothes.
  The silver-trimmed helm of a royal bodyguard.
  A broken rod of office that was your mentor's.
  A set of bone dice.
  Priest's pack.
  Holy symbol: platinum amulet depicting the river-dragon Bahamut.
	Age: 21
	Height: 6'8"
	Weight: 320 lbs
	Eyes: Gold and crimson
	Skin: Red scales
	Hair: None
	Portrait: 
	Symbol: 
	Factions: Most humans assume that dragonborn revere Tiamat, the dragon goddess of chaos, the ocean, and the abyss, but that is wrong. You hold to Bahamut, the river-dragon, the shining guardian, the source of stability who holds up the earth and keeps it from being devoured by chaos. 
	Additional Features:   Divine Sense. As an action, you can open your awareness to know the location of any celestial, fiend, or undead within 60 feet of you that is not behind total cover. You know its type (celestial, fiend, or undead) but not its identity. Within the same radius, you also detect the presence of any place or object that has been consecrated or desecrated. You can use this feature 3 times. When you finish a long rest, you regain all expended uses.
  Divine Smite. When you hit a creature with a melee weapon attack, you can expend one 1st-level paladin spell slot to deal +2d8 radiant damage to the target.
  Spellcasting: See separate spell sheet. 2 spells prepared, 2 spell slots, DC 11, attack +3.
  Fighting Style: Defense. You gain +1 AC while wearing armor. 
  Background Feature: Military Rank. You were a bodyguard in a Samarran king's army, a position of honor. Samarran soldiers still recognize your authority and influence, and they defer to you if they are of a lower rank. You can invoke your rank to exert influence over other soldiers and requisition simple equipment or horses for temporary use. You can also usually gain access to friendly military encampments and fortresses where your rank is recognized.
	Additional Equipment: 
	History: You were hatched to the Nasaru ("Protectors") clan of red dragonborn, sworn bodyguards to the eunuch viziers of the Samarran kingdom of Rawa. Your clutchmates called you Sparkle, because you were first to breathe sparks. On your name-day, when you donned armor and took your place in a chariot -- dragonborn women are famous warriors -- they named you Dandanna ("Strongest") for your size and power. 
  You rode escort to wise and holy Apkallu, the Rawan king's chief eunuch and the second most powerful man in the kingdom. You took a special interest in Apkallu's prayers, and he guided you in your growing dedication to Bahamut, your clan's god. Apkallu's tutelage awakened in you a connection to the divine.
  For 5 years you rode alongside Apkallu as the king feuded with his rivals. Then the king was overthrown. Apkallu poisoned himself rather than be captured. Your clan was slaughtered and scattered in heartbreak.
  Now you wander as a spear for hire, listening always for the whispers of Bahamut. Perhaps a new band of companions will earn your loyalty and show you a worthy place in this unworthy world.
	Name: Dandanna


