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Karlus Fole (Level 1)
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25 ft. (Walking)
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Heavy Armor, Light Armor, Medium Armor,
Shields
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CLASS & LEVEL PLAYER NAME
Myruun Far Traveler
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INSPIRATION
j === ARMOR ===

=== WEAPONS ===

Martial Weapons, Simple Weapons

=== TOOLS ===

Cartographer's Tools, Drum, Navigator's
Tools

=== LANGUAGES ===
Common, Myruunish, 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 ¢ 2 / 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 2 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

13 PASSIVE WISDOM (PERCEPTION)
13 PASSIVE WISDOM (INSIGHT)
9 PASSIVE INTELLIGENCE (INVESTIGATION)

Darkvision 60 ft.

SENSES

Dagger +5
Scimitar +5
Trident +5
Eldritch Blast +3
Unarmed Strike +5

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

1d10 Force

Martial, Finesse, Light
Martial, Thrown, Versatile, Range (20/60)

Range 120, VIS

4 Bludgeoning

'WEAPON ATTACKS & CANTRIPS
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Simple, Finesse, Light, Thrown, Range (20/60)




=== 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 2 times per long
rest.

| 2/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

=== MYRUUN RACIAL TRAITS ===

* Storm Piercing Gaze

You can see in dim light within 60 feet of you as if it
were bright light. You treat areas that are heavily
obscured due to mist, fog, clouds, or other
water-based effects as lightly obscured, and areas
lightly obscured by such effects as un-obscured.

* Aquatic Navigator ¢

You have advantage on Wisdom (Survival) and
Wisdom (Perception) checks made on, in, or within 10
feet of aquatic terrain.

* Myruun Weapon Training ¢

| Myruun Weapon Training
net, trident, scimitar

* Hold Breath «
You can hold your breath for a number of minutes
equal to 5 plus your Constitution score. (21 minutes).

* Tool Proficiency ¢
You gain proficiency with two sets of tools.

| cartographer's supplies
cartographer's supplies

| navigator's tools
navigator's tools
=== FEATS ===
* Abyssal-touch L1 ¢

You know the cantrip eldritch blast. CHA is your
casting stat for this.
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CLASS & LEVEL PLAYER NAME
Karlus Fole (Level 1)

Myruun Far Traveler
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0 lb.

PUSH/DRAG/LIFT

0 lb.

EQUIPMENT

FEATURES & TRAITS

Breastplate 1 20 Ib.
Dagger 1 11b.
Scimitar 1 31b.
Trident 1 4 1b.
Backpack 1 5 lb.
Bedroll 1 7 Ib.
Mess Kit 1 11b.
Rations (1 day) 1 2 lb.

Rope, Hempen (50 feet) 1 10 Ib.
WEIGHT CARRIED Tinderbox 1 11b.
62 Ib. Torch 3 31b.
ENCUMBERED Waterskin 1 51b.
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GENDER AGE
Kizmya

ALIGNMENT FAITH

Medium 4'-9"
SIZE HEIGHT
teal red
SKIN EYES

—
170
WEIGHT
none
HAIR
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS
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I have a strong code of honor or
sense of propriety that others don’t
comprehend.

I begin or end my day with small

PERSONALITY TRAITS
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Reserved. As someone new to these
strange lands, | am cautious and
respectful in my dealings. (Lawful)

IDEALS
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The gods of my people are a comfort to me
so far from home.

BONDS
L~
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| have a weakness for the new
intoxicants and other pleasures of
this land.
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Background: Far Traveler

Feature: All Eyes on You

Your accent, mannerisms, figures of speech, and
perhaps even your appearance all mark you as
foreign. Curious glances are directed your way
wherever you go, which can be a nuisance, but
you also gain the friendly interest of scholars and
others intrigued by far-off lands, to say nothing of
everyday folk who are eager to hear stories of
your homeland.

You can parley this attention into access to people
and places you might not otherwise have, for you
and your traveling companions. Noble lords,
scholars, and merchant princes, to name a few,
might be interested in hearing about your distant
homeland and people.

CHARACTER BACKSTORY

ADDITIONAL NOTES /,




SPELLCASTING SPELL SAVE DC SPELL ATTACK
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=== CANTRIPS === (At Will)
Q Eldritch Blast Abyssal-touch L1 +3 1A 120 ft. V,S Instantaneous  PHB 237 VIS
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