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+1  Acrobatics DEX

+5  Animal Handling wis

+1  Arcana INT

+4  Athletics STR

+1  Deception CHA

+1  History INT

+2_ Insight wis

+4  Intimidation CHA

+1  Investigation INT

+5  Medicine WIS

+1  Nature INT

+2  Perception WIS

+1  Performance CHA

+1  Persuasion CHA

+1  Religion INT

+1  Sleight of Hand DEX

+1  Stealth DEX

+5  Survival wis
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30 ft. (Walking)
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Martial Weapons, Simple Weapons
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Paladin 5 Dragonslayer60000
CLASS & LEVEL PLAYER NAME
Half-Orc Folk Hero (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
————— ———
y
ARMOR Max HP Current HP Temp HP
+1 11 44 --
INITIATIVE CLASS \ HIT POINTS
/ / /
.. . 5d10
Immunities - Disease successes O-O-0
FAILURES( )=< >=( >
\ DEFENSES \ HIT DICE \ DEATH SAVES
INSPIRATION j ‘ === ARMOR ===
=N Heavy Armor, Leather, Light Armor, Medium
~ Armor, Shields
PROFICIENCY BONUS j === WEAPONS ===

TOOLS
Vehicles (Land)

LANGUAGES
Common, Draconish, Orc

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 12).

Divine Sense « 2 / 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 2 times per long
rest.

Lay on Hands Pool « 25 / Long Rest

You have a pool of healing power that can restore
25 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.

=== SPECIAL ===
Divine Smite

ACTIONS

74
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Darkvision 60 ft.

PASSIVE WISDOM (PERCEPTION)

PASSIVE WISDOM (INSIGHT)

PASSIVE INTELLIGENCE (INVESTIGATION)

SENSES
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Unarmed Strike +4

'WEAPON ATTACKS & CANTRIPS

\\
2 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 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 25
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: 25/ Long Rest « 1 Action

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

| Great Weapon Fighting « PHB
You can reroll a 1 or 2 on damage dice with melee
weapons wielded with two hands.

* Spellcasting « PHB 84

You can cast prepared paladin spells using CHA as
your spellcasting modifier (Spell DC 12, Spell Attack
+4). 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

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

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

* Channel Divinity « PHB 86
You gain two Channel Divinity options:

Sacred Weapon - As an action you can imbue a
weapon with positive energy. For 1 minute, the
weapon is considered magical, you add +1 to attack
rolls, it emits bright light for 20 ft. and dim light for 20 ft
beyond that. You can end the effect as part of any
other action, if you are no longer holding the weapon,
or if you fall unconscious.

Turn the Unholy - As an action, you can censure fiends
and undead. Each fiend or undead that can see or
hear you within 30 ft. must make a WIS saving throw
(DC 12). On failure, it is turned for 1 minute or until it
takes damage.

| Channel Divinity: Sacred Weapon: 1 Action
| Channel Divinity: Turn the Unholy: 1 Action
* Oath Spells « PHB 86
You gain oath spells based on your level that are

always prepared and don't count against your daily
number of prepared spells.

* 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

=== 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.

N

PUSH/DRAG/LIFT

390 Ib.

FEATURES & TRAITS
Backpack 1 5 lb.
Clothes, Common 1 31b.
Pot, Iron 1 10 Ib.
Shovel 1 51b.
Cook's Utensils 1 8 Ib.
Bedroll 1 7 Ib.
Mess Kit 1 11b.
Rations (1 day) 10 20 Ib.
Rope, Hempen (50 feet) 1 10 Ib.
WEIGHT CARRIED Tinderbox 1 11b.
85 Ib. Torch 10 10 Ib.
ENCUMBERED Waterskin 1 51b.
195 Ib.

EQUIPMENT
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Male 21 Medium 58 150
GENDER AGE HEIGHT WEIGHT
Neutral Good Atheist Pale green with Yellow Black with whi
ALIGNMENT FAITH EYES HAIR
— —
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=== Allies === // \\
When | set my mind to something, |
follow through no matter what gets
=== Organizations === In my way.
PERSONALITY TRAITS
College of the expanding horizon 200 S
[ "]
Might. If | become strong, | can take what |
want—what | deserve. (Evil)
IDEALS
L~ 1
[ "]
| worked the land, | love the land, and | will protect
the land.
| protect those who cannot protect themselves.
BONDS
L~ 1
[N "]
I'm convinced of the significance of
my destiny, and blind to my
shortcomings and the risk of failure.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS .
) { )\ {
/ \
Jankurr was born as the oldest son of the Loves to cook and garden, ad is currently taking an
chieftain. As a child, he was surprisingly the agricultural class as one of his courses.
smallest and could never command respect from a
fly, much less his siblings. So he trained. His tribe Loves flower and nature.
moved around much, due to how monsters would
prey on such a large magic force such as orcs. So Has been rigorously studying martial arts.
one day, he refused to allow his pride to be
broken. He rallied up a few orbs and together, they Has a water affinity and likes swimming.
slayed the monster. Albeit with crude weapons.
The tribe loved him and they loved him. He loved Likes meditating.
that glory, that feeling of importance. So he began
to train. Soon, His efforts were noticed by the Has not found a higher being to contract yet.
townspeople and one of them recommended the
college of the expanding horizon (coteh). After a Doesn't talk much, but when he’s interested can talk
wave good bye and a promise he would be back, alot.
he gave his younger brother the title of chieftain
and moved on. It was a days walk or two, but he
finally reached the main campus. After registering
with the help of some quest money, he managed
to stay and live for about a year. He has some
close friends, yet gets some strange looks
sometimes due to his lack of knowledge on basic
things. He is smart and after only a year, is one of
the highest in subjects such as math. To be
powerful you have to be that in all aspects, right?
CHARACTER BACKSTORY ADDITIONAL NOTES
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SPELLCASTING SPELL SAVE DC SPELL ATTACK
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=== 1st LEVEL === 4 Slots OO00
P Protection from Evil and Good <C> Paladin (Always Prepared) -- 1A Touch V,S,M  concentration, up o 10 minues - PHB 270 D: 10m, V/ISIM
P Sanctuary Paladin (Always Prepared) WIS 12 1BA 30ft. V,S,M 1 minute PHB 272 D: 1m, VISIM
O Bless<C> Paladin - 1A 30 ft. V,S,M  concentration, upto 1 minute - PHB 219 D: 1m, V/SIM
O Command Paladin WIS12 1A 60 ft. \ 1 round PHB 223 D: 1Rnd, V
QO 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 Concenration, upto 0minutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Magic <C> Paladin -- 1A Self/30 ft. Sphere  V,S Concenaiion, uproominvtes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Poison and Disease <C> Paladin -- 1A Self/30 ft. Sphere  V,S,M  concenaion wproominies PHB 231 D: 10m, 30 ft. Sphere, V/S/M
O Divine Favor <C> Paladin - 1BA  Self V.S Concenuaiion, upto tminte - PHB 234 D: 1m, V/S
O Heroism <C> Paladin - 1A Touch V.S Concenuaiion, upto tminte - 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  concenaion, wprotominwes - PHB 275 D: 10m, V/SIM
===2nd LEVEL === 2 Slots OO
P Lesser Restoration Paladin (Always Prepared) -- 1A Touch V.S Instantaneous  PHB 255 VIS
P Zone of Truth Paladin (Always Prepared) CHA12 1A 60 ft./15 ft. Sphere  V/,S 10 minutes PHB 289  D: 10m, 15 ft. Sphere, V/S
O Aid 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 Locate Object <C> Paladin - 1A Self V,S,M  concenvaton.wproomnues - PHB 256 D: 10m, V/S/M
O Magic Weapon <C> Paladin - 1BA Touch V,S Concentration, up to 1 hour - PHB 257 D: 1h, VIS
QO Protection from Poison Paladin - 1A Touch V,S 1 hour PHB 270 D:1h, VIS
O Branding Smite <C> Paladin -- 1BA  Self \ Concentration, upto L minute . PHB 219 D:1m,V
R SPELLS N
! /|




