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CLASS & LEVEL PLAYER NAME
Half-Orc Soldier (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
—————— ———
y
ARMOR Max HP Current HP Temp HP
+2 21 62 -
INITIATIVE CLASS \ HIT POINTS
( (" 9d10 1
Immunities - Disease successes O-O-0
FAILURES( )=< >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES
|
INSPIRATION j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Carpenter's Tools, Custom Tool 1,
P r— Dragonchess Set, Vehicles (Land)
/ N === LANGUAGES ===
30 ft. (Walking) Common, Orc
A SPEED )

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

Channel Divinity « 1 / Short Rest

Your oath allows you to channel divine energy to
fuel magical effects. When you use your Channel
Divinity, you choose which option to use. You must
then finish a short or long rest to use your Channel
Divinity again. Some Channel Divinity effects require
saving throws (DC 17).

Divine Sense * 6 / Lona 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 6 times per long
rest.

Lay on Hands Pool « 45 / Long Rest

You have a pool of healing power that can restore
45 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.

=== BONUS ACTIONS ===
Channel Divinity: Vow of Enmity

ACTIONS

74

11 PASSIVE WISDOM (PERCEPTION)
11 PASSIVE WISDOM (INSIGHT)
10 PASSIVE INTELLIGENCE (INVESTIGATION)

Darkvision 60 ft.

SENSES

Dancing Morning Star +8

Flame Tongue Greatsword  +8

Javelin +8
Net +6
Unarmed Strike +8

'WEAPON ATTACKS & CANTRIPS

1d8+4 Slashing
2d6+4 Slashing
1d6+4 Piercing

Bludgeoning

\\

Martial, Versatile
+2d6 Fire, Martial, Heavy, Two-Handed
Simple, Thrown, Range (30/120)

Martial, Special, Thrown, Range (5/15)

5 Bludgeoning
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=== 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 6 times per long
rest.

| 6/ Long Rest ¢ 1 Action

* Lay on Hands * PHB 84

You have a pool of healing power that can restore 45
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: 45/ Long Rest ¢ 1 Action

* Additional Paladin Spells « TCoE 52
Your Paladin has additional spells available to them,
as designated in Tasha's Cauldron of Everything.

* Fighting Style « PHB 84
You adopt a style of fighting as your specialty.

| Interception « TCoE 53
When a creature you can see hits a target, other than
you, within 5 ft. of you with an attack, you can use your
reaction to reduce the damage the target takes by
<strong>1d10</strong>+4 (to a minimum of 0
damage). You must be wielding a shield or a simple or
martial weapon to use this reaction.

| Fighting Style: Interception: 1 Reaction

* Spellcasting * PHB 84

You can cast prepared paladin spells using CHA as
your spellcasting modifier (Spell DC 17, Spell Attack
+9). You can use a holy symbol as a spellcasting
focus.

* Divine Smite « PHB 85

When you hit with a melee weapon attack, you can
expend one spell slot to deal 2d8 extra radiant damage
to the target plus 1d8 for each spell level higher than
1st (max 5d8) and plus 1d8 against undead or fiends
(max 6d8 total).

| Special

* Harness Divine Power « TCoE 53

You can expend a use of your Channel Divinity to fuel
your spells. As a bonus action, you touch your holy
symbol, utter a prayer, and regain one expended spell
slot, which can be no higher than level 2. You regain
all expended uses when you finish a long rest.

| 2/ Long Rest « 1 Bonus Action

* Divine Health « PHB 85
You are immune to disease.

* Sacred Oath » PHB 85
| Oath of Vengeance
| Channel Divinity: 1 / Short Rest « 1 Action

* Channel Divinity « PHB 88
You gain two Channel Divinity options:

<strong>Abjure Enemy.</strong> As an action, you
can choose one creature within 60 ft. of you that you
can see to make a WIS saving throw (17). Fiends and
undead have disadvantage on this saving throw. On

N
failure, the creature is frightened and its speed is
reduced to 0 (and it can't benefit from bonuses to
speed) for 1 minute or until it takes any damage. On
success, the creature’s speed is halved for 1 minute or
until the creature takes any damage.

<strong>Vow of Enmity.</strong> As a bonus action,
you can choose a creature you can see within 10 ft. of
you and gain advantage on attack rolls against it for 1
minute or until it drops to 0 HP or falls unconscious.

| Channel Divinity: Abjure Enemy: 1 Action
| Channel Divinity: Vow of Enmity: 1 Bonus Action

* Oath Spells « PHB 88

You gain oath spells based on your level that are
always prepared and don't count against your daily
number of prepared spells.

* Martial Versatility « TCoE 53

Whenever you reach a level in this class that grants
the Ability Score Improvement feature, you can replace
a fighting style you know with another fighting style
available to paladins. This replacement represents a
shift of focus in your martial practice.

* Ability Score Improvement « PHB 85
* Extra Attack « PHB 85
You can attack twice, instead of once, whenever you
take the Attack action on your turn.

| 1 Action
* Aura of Protection « PHB 85
While you are conscious, you grant all friendly
creatures (including you) within 10 ft. a +5 bonus to all
saving throws.

* Relentless Avenger « PHB 88

FEATURES & TRAITS
\
Cloak of Protection 1 - Reliquary 1 2 |b.
Flame Tongue Greatsword 1 6 Ib. Potion of Healing 1 0.51b.
Dancing Morning Star 1 3lb. Potion of Healing 1 0.51b.
Amulet of the Devout, +1 1 - Antitoxin 1 -
Shield 1 6 Ib. Crowbar 1 51b.
Plate 1 65 Ib. Hammer 1 31b.
Kraken Amulet (Gold) 1 - Piton 10 251b.
Javelin 5 10 Ib. Rations (1 day) 10 20 Ib.
Crossbow, heavy 1 18 Ib. Rope, Hempen (50 feet) 1 10 Ib.
WEIGHT CARRIED Net 1 31b. Tinderbox 1 11b.
189 Ib. Crossbow Bolts 20 1.51b. Torch 10 10 Ib.
ENCUMBERED Backpack 1 51b.
0 lb. Caltrops (bag of 20) 20 21b. Cloak of Protection 1 -
PUSH/DRAG/LIFT Healer's Kit 1 31b. Flame Tongue Greatsword 1 6 Ib.
0 Ib. Pole (10-foot) 1 7 lb. Dancing Morning Star 1 3b.
EQUIPMENT ))
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When you hit a creature with an opportunity attack,
you can move up to half your speed immediately after
the attack and as part of the same reaction without
provoking opportunity attacks.

| Special

=== HALF-ORC RACIAL TRAITS ===

* Darkvision « BR 41
You can see in darkness (shades of gray) up to 60 ft.

* Menacing * BR 41
You gain proficiency in the Intimidation skill.

* Relentless Endurance * BR 41
When you are reduced to 0 HP but not killed, you can
drop to 1 HP instead once per long rest.

| 1/ Long Rest * Special

* Savage Attacks ¢ BR 41

When you score a critical hit, roll one of the weapon’s
dice one additional time and add it to the extra
damage.

=== FEATS ===

* Sentinel « PHB 169

When you hit a creature with an opportunity attack, the
creature's speed becomes 0 for the rest of the turn.
Creatures provoke opportunity attacks from you even if
they take the Disengage action. When a creature
within 5 ft. of you makes an attack against a target
other than you, you can use your reaction to make a
melee weapon attack against the attacking creature.

| Sentinel Attack: 1 Reaction

* Grappler « BR 167

You have advantage on attack rolls against a creature
you are grappling. You can use your action to try to pin
a creature grappled by you by making another grapple
check. If you succeed, you and the creature are both
restrained until the grapple ends.

| Grappling Pin: 1 Action

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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Waterskin 5 lb.
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Male 23 Medium 6"4" 225
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Neutral Knight of the Pg Dark, greenish Steel Blue Black
ALIGNMENT FAITH SKIN EYES HAIR

—— —

L

A

Tall, muscular, very intimidating.
Steel Blue Eyes, a distinctive
broken nose, deep commanding
voice

CHARACTER APPEARANCE

=== Allies ===

Sparhawk’s encounter with Marduk’s blessing has
left him with extreme sensitivity to undeath and the
magic that creates it. His stomach will
automatically alert him to undeath within proximity
without requiring activation of divine sense, though
that skill will still be required for the other things it
picks up on.

Marduk hates undead beyond anything else in the
universe.

ALLIES & ORGANIZATIONS

-
~

-
~

/ N
flam tolerant of other faiths and respect the worship of other gods. Unless \
they impose their belief on me.

I am cool, calm, and calculated. | have strong resolve and can be very
stubborn.

| can become angry and vengeful if you try to exert control or power over
others.

| can stare down a hell hound without flinching.

PERSONALITY TRAITS
|~

—
N ~1
Faith. I trust that my deity will guide my actions. | have
faith that if | work hard, things will go well. (Lawful)

| follow the Pandion Order of my church and Queen.

IDEALS
L~

o~
~]

[
1 will do anything to protect the temple where |
served.

My honor is my life.

BONDS
L~

"
| am very friendly with strangers but
expect them to make poor decisions
and disappoint me.

N
~"1

FLAWS

N V.

Backstory:

Sparhawk was adopted by the Church of the
Pandion Order when he was 2 years old after
being found homeless in the streets. He has
served as an Acolyte, Squire and finally€(Paladin)
for the past 20 years. His order is a militant order,
serving the ruler of his kingdom without question.
Generally, the code of the church is to treat all
underprivileged€peoplewith respect and try to
bring balance to the world in which people are
drunk on power and privilege.€

The order serves and protects the Queen without
question.

At the age of 22

After a month of intensive training, then Squire
Sparhawk and his childhood friend, Squire Galan
were tasked with going to the market to look for
some local ingredients for the evenings€dinner.Of
course, they took the opportunity to go to the local
bar for a few drinks. On their way out, they ran into
a group of drunk nobles and their body guards
who were harassing several teen girls out€running
some errands. When the squires asked them to
knock it off, the nobles turned their attention to
them.€They called the squires names and did
what they could to provoke them as they
continued to harass the unarmed teens. Finally,
when racial slurs were yelled by the nobles and
they ripped one of the girls shirts open, Galan lost
his temper and struck the loudest of the lot. A fight
ensued, and although the nobles and their guards
outnumbered the squires, between their combat
training and Sparhawks strength and size, they
were able to fend them off. One of the nobles lay
dead after a strike to the head from Galan's fist.
The two squires were no worse for wear save for
some cuts and bruises. However, Sparhawk had a
very broken nose and black eye from the scuffle.€

The next day, the two squires were arrested,
accused of starting a fight with the nobles and

CHARACTER BACKSTORY

Sparhawk has taken a vow of vengeance.

The Oath of Vengeance is a solemn commitment to
punish those who have committed a grievous sin.
When evil forces slaughter helpless villagers, when
an entire people turns against the will of the gods,
when a thieves' guild grows too violent and powerful,
when a dragon rampages through the countryside -
at times like these, paladins arise and swear an Oath
of Vengeance to set right that which has gone
wrong. To these paladins—sometimes called
avengers or dark knights—their own purity is not as
important as delivering justice.

Tenets of Vengeance

The tenets of the Oath of Vengeance vary by
paladin, but all the tenets revolve around punishing
wrongdoers by any means necessary. Paladins who
uphold these tenets are willing to sacrifice even their
own righteousness to mete out justice upon those
who do evil, so the paladins are often neutral or
lawful neutral in alignment. The core principles of the
tenets are brutally simple.

Fight the Greater Evil.€Facedwith a choice of fighting
my sworn foes or combating a lesser evil, | choose
the greater evil.

No Mercy for the Wicked.€Ordinaryfoes might win
my mercy, but my sworn enemies do not.

By Any Means Necessary.€Myqualms can't get in
the way of exterminating my foes.

Restitution.€Ifmy foes wreak ruin on the world, it is
because | failed to stop them. | must help those
harmed by their misdeeds.

You have caused harm to this world by putting your
selfish intentions first. You have tried to rise beyond
your station and have abused your power.€Balance
must be restored. There may be times when we are

ADDITIONAL NOTES /,

powerless to prevent this injustice. Now is not such a
time. If you do not admit your transgression, my
heart will be the agent of justice and my sword the
instrument of vengeance.
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=== 1st LEVEL === 4 Slots OO00
O Bless<C> Paladin -- 1A 30 ft. V,S,M  concentration, pto 1 minute - PHB 219 D: 1m, V/SIM
QO Divine Favor <C> Paladin - 1BA  Self V,S Concenuation, upto 1 minuie - PHB 234 D: 1m, VIS
O Thunderous Smite <C> Paladin STR 17 1BA Self \ Concenuation, upto 1 minuie - PHB 282 D:1m, V
QO Protection from Evil and Good <C> Paladin - 1A Touch V,S,M  concenration, up o 10 minues - PHB 270 D: 10m, V/ISIM
O Wrathful Smite <C> Paladin WIS 17 1BA  Self \Y Concentration, upto L minute - PHB 289 D:1m,V
P Hunter's Mark <C> Paladin (Always Prepared) - 1BA 90 ft. \Y Concentration, upto Lhour - PHB 251 Ext. D: (See Description)*, D: 1h, V
P Bane<C> Paladin (Always Prepared) CHA 17 1A 30 ft. V,S,M  concenvation, spro1minwe - PHB 216~ D: 1m, V/S/M
O Command Paladin WIS 17 1A 60 ft. \% 1 round PHB 223 D:1Rnd, V
O Cure Wounds Paladin - 1A Touch V.S Instantaneous  PHB 230  V/S
O Detect Evil and Good <C> Paladin -- 1A Self/30 ft. Sphere  V,S Concenuaiion, upto 0minutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Magic <C> Paladin - 1A Self/30 ft. Sphere  V,S Concenaiion, upro ominwtes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Poison and Disease <C> Paladin - 1A Self/30 ft. Sphere V,S,M  concenvaion. wproominves PHB 231 D: 10m, 30 ft. Sphere, V/S/M
O Heroism <C> Paladin - 1A Touch V.S Concenvaton wpo 1minte - PHB 250 D: 1m, V/S
O Purify Food and Drink Paladin - 1A 10 ft./5 ft. Sphere  V,S Instantaneous  PHB 270 5 ft. Sphere, V/S
O Shield of Faith <C> Paladin - 1BA 60 ft. V,S,M  concentaion.wprosominwes - PHB 275 D: 10m, V/SIM
O Compelled Duel <C> Paladin WIS 17 1BA 30ft \ Concenvaton, wpro 1mine - PHB 224 D: 1m, V
QO Searing Smite <C> Paladin CON 17 1BA  Self \% Concentration, upto Lminwte - PHB 274 D: 1m, V

===2nd LEVEL === 3 Slots 000
O Prayer of Healing Paladin - 10m 30ft. \% Instantaneous  PHB 267 V
P Misty Step Paladin (Always Prepared) - 1BA  Self \% Instantaneous  PHB 260 V
P Hold Person <C> Paladin (Always Prepared) WIS 17 1A 60 ft. V,S,M  concentation. ipro1minue - PHB 251 D: 1m, V/S/M
O Ad Paladin - 1A 30 ft. V,S,M 8 hours PHB 211  D:8h, VISIM
O Find Steed Paladin - 10m 30ft. V,S Instantaneous  PHB 240  V/S
O Lesser Restoration Paladin - 1A Touch V.S Instantaneous PHB 255  V/S
O Locate Object <C> Paladin - 1A Self V,S,M  concenration. p o 10 minues - PHB 256 D: 10m, V/S/IM
O Magic Weapon <C> Paladin - 1BA  Touch V,S Concentration, upto 1hour - PHB 257 D: 1h, V/S
QO Protection from Poison Paladin -- 1A Touch V,S 1 hour PHB 270 D: 1h, VIS
O Zone of Truth Paladin CHA 17 1A 60 ft/15 ft. Sphere  V,S 10 minutes PHB 289  D:10m, 15 ft. Sphere, V/S
O Branding Smite <C> Paladin - 1BA  Self \Y Concentration, upto L minute . PHB 219 D:1m,V

=== 3rd LEVEL === 2 Slots OO
P Protection from Energy <C> Paladin (Always Prepared) -- 1A Touch V,S Concenuation, upto1hour - PHB 270 D: 1h, V/S
P Haste <C> Paladin (Always Prepared) -- 1A 30 ft. V,S,M  concentation, upto 1 minue - PHB 250 D: 1m, V/SIM
QO Create Food and Water Paladin -- 1A 30 ft. V,S Instantaneous  PHB 229 VIS
O Daylight Paladin - 1A 60ft/60ft Sphere V,S 1 hour PHB 230  D: 1h, 60 ft. Sphere, V/S
O Dispel Magic Paladin - 1A 120 ft. V,S Instantaneous  PHB 234  Special: (See Description)*, V/S
O Magic Circle Paladin CHA 17 1m 10 ft./10 ft. Cylinder V,S,M 1 hour PHB 256 D: 1h, 10 ft. Cylinder, V/SIM
O Remove Curse Paladin - 1A Touch V,S Instantaneous  PHB 271 VIS
O Revivify Paladin - 1A Touch V,S,M Instantaneous PHB 272 VISIM
O Aura of Vitality <C> Paladin - 1A Self/30 ft. Sphere Concenvaion.pro1mnwe PHB 216 D: 1m, 30 ft. Sphere, V
O Blinding Smite <C> Paladin CON 17 1BA  Self \% Concentration, up o Lminute . PHB 219 D:1m,V
O Crusader’'s Mantle <C> Paladin -- 1A Self/30 ft. Sphere Concentration, p o 1 minwte - PHB 230 D: 1m, 30 ft. Sphere, V
O Elemental Weapon <C> Paladin -- 1A Touch V.S Concentration, upto Lhour - PHB 237 Special: *, D: 1h, VIS
O Spirit Shroud <C> Paladin -- 1BA  Self V.S Concenuaiion, upto tmine - TCOE 108 D: 1m, V/S

SPELLS
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