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+0  Acrobatics

+4  Animal Handling

Arcana

INTELLIGENCE
38
WISDOM
12
CHARISMA

16

+7_ Athletics

+3  Deception

-1 History

+1  Insight

+6  Intimidation

-1 Investigation

+1  Medicine

-1 Nature

+4  Perception

+3  Performance

+3  Persuasion

+2  Religion

+0_ Sleight of Hand

+0_ Stealth

\
OOOOOOOOOOOOOOOO@S\\/'GOOOO

+1  Survival

[/ﬁ

SKILLS

s

Paladin 8 Outlander
CLASS & LEVEL BACKGROUND PLAYER NAME
Half Orc Chaotic good
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You feel far more
comfortable around animals
than people.
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PERSONALITY TRAITS
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You are driven to earn glory

in battle.

IDEALS
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You have sworn to bring terrible
wrath down on evildoers.
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Violence is your answer to
almost any challenge.
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Maul+1
Halberd
Spear

+8
+7
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2d6+5/b
1d10+4/s
1d6+4/p

Spear. Melee or Ranged
Weapon Attack: +7 to hit, reach
5 ft. or range 20/60 ft., one
target. Hit: 1d8 (melee) or 1d6
(thrown) + 4 piercing damage.

You can attack twice
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PASSIVE WISDOM (PERCEPTION)

Halberd, spear, maul
+1, plate armor+1,

Tools: pipes

Armor: all armor and shields

Weapons: all weapons

Immunities: disease

Heavy Armor Master: bludgeoning, piercing, and
slashing damage from nonmagical weapons is

reduced by 3

Languages: Common, Giant, Orc.

OTHER PROFICIENCIES & LANGUAGES

explorer’s pack,
hunting trap, pipes
crafted from orc’s
shinbones, holy
symbol (serves as a
spellcasting focus),
traveler’s clothes,
chunk of meat (5),
belt pouch.
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Darkvision

Relentless Endurance (Recharges after a Long Rest). When you are
reduced to 0 hit points but not killed outright, you can drop to 1 hit point
instead.

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

Aura of Protection. Whenever you or a friendly creature within 10 feet of
you must make a saving throw, the creature gains a +3 bonus to the saving
throw. You must be conscious to grant this bonus.

Divine Sense (4; Recharges after a Long Rest). As an action, you can open
your awareness to sense strong evil and powerful good. Until the end of
your next turn, you know the location of any celestial, end, or undead
within 60 feet of you that is not behind total cover. You know the type of any
being whose presence you sense, but not its identity. Within the same
radius, you also detect the presence of any place or object that has been
consecrated or desecrated, as with the hallow spell.

Channel Divinity (Recharges after a Short or Long Rest):

Abjure Enemy. As an action, you present your holy symbol and speak

a prayer of denunciation. Choose one creature within 60 feet of you that
you can see. That creature must make a DC 14 Wisdom saving throw,
unless it is immune to being frightened. Fiends and undead have
disadvantage on this saving throw. On a failed save, the creature is
frightened for 1 minute or until it takes any damage. While frightened, the
creature’s speed is 0, and it can’t bene t from any bonus to its speed.

On a successful save, the creature’s speed is halved for 1 minute or until
the creature takes any damage.

Vow of Enmity. As a bonus action, you can utter a vow of enmity against a
creature you can see within 10 feet of you. You gain advantage on attack
rolls against the creature for 1 minute or until it drops to 0 hit points or falls
unconscious.

Divine Smite. When you hit a creature with a melee weapon attack, you can
expend one paladin spell slot to deal an extra 2d8 radiant damage to the
target (3d8 radiant damage if it is an undead or a end), plus 1d8 for each
spell level higher than rst, to a maximum of 5d8.

Great Weapon Fighting. When you roll a 1 or 2 on a damage die for an
attack you make with a melee weapon that you are wielding with two
hands, you can reroll the die and must use the new roll. The weapon must
have the two-handed or versatile property for you to gain

this benefit.

Lay on Hands. You have a pool of healing power, with which you can
restore up to 40 hit points. This pool replenishes after you nish a long rest.
As an action, you can touch a creature and draw power from the pool to
restore a number of hit points to that creature, up to the maximum amount
remaining in your pool. Alternatively, you can expend 5 hit points from your
pool of healing to cure the target of one disease or neutralize one poison a
ecting it. You can cure multiple diseases and neutralize multiple poisons
with a single use of Lay on Hands, expending hit points separately for each
one. This feature has no e ect on undead and constructs.

Relentless Avenger. 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. This movement doesn’t provoke opportunity
attacks.

FEATURES & TRAITS




20 1,98 m 120 kg

AGE HEIGHT WEIGHT

Black Dark green Bald

CHARACTER NAME EYES SKIN HAIR
Faction. f—
You are a member of the Order
of the Gauntlet, a devout and
vigilant group that seeks to
protect others from the
depredations of evildoers.
—————— =&

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

Fury and resentment lie always just
below the surface of your gleaming
armor. For each wrong done you, you
have sworn vengeance against those
who would bring misery to the helpless.
You are used to traveling on your own,
meting out punishment on your terms
wherever you nd injustice. But recently
you discovered others much like
yourself, wanderers who fight monsters
and defeat evildoers. True, they seem to
be in it mostly for the money, but you
welcome the companionship—for
however long it lasts.

You are an exile, unwelcome in both
civilized society and the savage tribes of
your parentage. Born after an orc raid,
you were abandoned at a nearby temple
and raised by the acolytes within.
Despite the peaceful nature of their
worship, your innate anger and
resentment led you to the path of the war
god.

Wanderer. You have an excellent
memory for maps and geography, and
you can always recall the general layout
of terrain, settlements, and other features
around you. In addition, you can nd food
and fresh water for yourself and up to ve
other people each day, provided that the
land offers berries, small game, water,
and so forth.

CHARACTER BACKSTORY

Pipes of haunting: you must be proficient with wind instruments to
use these pipes. They have 3 charges. You can use an action to
play them and expend 1 charge to create an eerie, spellbinding
tune. Each creature within 30 feet ofyou that hears you play must
succeed on a DC 15 Wisdom saving throw or become frightened
of you for 1 minute. Ifyou wish, all creatures in the area that aren't
hostile toward you automatically succeed on the saving throw. A
creature that fails the saving throw can repeat it at the end of
each of its turns, ending the effect on itself on a success. A
creature that succeeds on its saving throw is immune to the effect
of these pipes for 24 hours. The pipes regain 1d3 expended
charges daily at dawn.

ADDITIONAL FEATURES & TRAITS
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	ClassLevel: Paladin 8
	Background: Outlander
	PlayerName: 
	CharacterName: 
	Race : Half Orc
	Alignment: Chaotic good
	XP: 
	Inspiration: 
	STR: 18
	ProfBonus: +3
	AC: 19
	Initiative: 0
	Speed: 30
	PersonalityTraits : You feel far more comfortable around animals than people.
	STRmod: +4
	HPMax: 68
	ST Strength: +4
	DEX: 10
	HPCurrent: 
	Ideals: You are driven to earn glory in battle.
	DEXmod : +0
	HPTemp: 
	Bonds: You have sworn to bring terrible wrath down on evildoers.
	CON: 14
	HDTotal: 8d10
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: +2
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: 
	Flaws: Violence is your answer to almost any challenge.
	INT: 8
	ST Dexterity: +0
	ST Constitution: +2
	ST Intelligence: -1
	ST Wisdom: +4
	ST Charisma: +6
	Acrobatics: +0
	Animal: +4
	Athletics: +7
	Deception : +3
	History : -1
	Insight: +1
	Intimidation: +6
	Check Box 11: Off
	Check Box 18: Off
	Check Box 19: Off
	Check Box 20: Off
	Check Box 21: Yes
	Check Box 22: Yes
	Wpn Name: Maul+1
	Wpn1 AtkBonus: +8
	Wpn1 Damage: 2d6+5/b
	INTmod: -1
	Wpn Name 2: Halberd
	Wpn2 AtkBonus : +7
	Wpn2 Damage : 1d10+4/s
	Investigation : -1
	WIS: 12
	Wpn Name 3: Spear
	Wpn3 AtkBonus  : +7
	Arcana: -1
	Wpn3 Damage : 1d6+4/p
	Perception : +4
	WISmod: +1
	CHA: 16
	Nature: -1
	Performance: +3
	Medicine: +1
	Religion: +2
	Stealth : +0
	Check Box 23: Off
	Check Box 24: Yes
	Check Box 25: Off
	Check Box 26: Yes
	Check Box 27: Off
	Check Box 28: Off
	Check Box 29: Off
	Check Box 30: Yes
	Check Box 31: Off
	Check Box 32: Off
	Check Box 33: Off
	Check Box 34: Yes
	Check Box 35: Off
	Check Box 36: Off
	Check Box 37: Yes
	Check Box 38: Off
	Check Box 39: Off
	Check Box 40: Off
	Persuasion: +3
	SleightofHand: +0
	CHamod: +3
	Survival: +1
	AttacksSpellcasting: Spear. Melee or Ranged Weapon Attack: +7 to hit, reach 5 ft. or range 20/60 ft., one target. Hit: 1d8 (melee) or 1d6 (thrown) + 4 piercing damage.

You can attack twice 
	Passive: 14
	CP: 
	ProficienciesLang: Tools:  pipes

Armor: all armor and shields

Weapons: all weapons

Immunities: disease

Heavy Armor Master: bludgeoning, piercing, and slashing damage from nonmagical weapons is reduced by 3

Languages: Common, Giant, Orc.


	SP: 
	EP: 
	GP: 200
	PP: 
	Equipment: Halberd, spear, maul+1, plate armor+1, explorer’s pack, hunting trap,  pipes crafted from orc’s shinbones, holy symbol (serves as a spellcasting focus), traveler’s clothes, chunk of meat (5), belt pouch.
	Features and Traits:  Darkvision

Relentless Endurance (Recharges after a Long Rest). When you are reduced to 0 hit points but not killed outright, you can drop to 1 hit point instead.

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

Aura of Protection. Whenever you or a friendly creature within 10 feet of you must make a saving throw, the creature gains a +3 bonus to the saving throw. You must be conscious to grant this bonus.

Divine Sense (4; Recharges after a Long Rest). As an action, you can open your awareness to sense strong evil and powerful good. Until the end of your next turn, you know the location of any celestial,  end, or undead within 60 feet of you that is not behind total cover. You know the type of any being whose presence you sense, but not its identity. Within the same radius, you also detect the presence of any place or object that has been consecrated or desecrated, as with the hallow spell.

Channel Divinity (Recharges after a Short or Long Rest):
Abjure Enemy. As an action, you present your holy symbol and speak
a prayer of denunciation. Choose one creature within 60 feet of you that you can see. That creature must make a DC 14 Wisdom saving throw, unless it is immune to being frightened. Fiends and undead have disadvantage on this saving throw. On a failed save, the creature is frightened for 1 minute or until it takes any damage. While frightened, the creature’s speed is 0, and it can’t bene t from any bonus to its speed.
On a successful save, the creature’s speed is halved for 1 minute or until the creature takes any damage.

Vow of Enmity. As a bonus action, you can utter a vow of enmity against a creature you can see within 10 feet of you. You gain advantage on attack rolls against the creature for 1 minute or until it drops to 0 hit points or falls unconscious.

Divine Smite. When you hit a creature with a melee weapon attack, you can expend one paladin spell slot to deal an extra 2d8 radiant damage to the target (3d8 radiant damage if it is an undead or a  end), plus 1d8 for each spell level higher than  rst, to a maximum of 5d8.

Great Weapon Fighting. When you roll a 1 or 2 on a damage die for an attack you make with a melee weapon that you are wielding with two hands, you can reroll the die and must use the new roll. The weapon must have the two-handed or versatile property for you to gain
this benefit.

Lay on Hands. You have a pool of healing power, with which you can restore up to 40 hit points. This pool replenishes after you  nish a long rest.
As an action, you can touch a creature and draw power from the pool to restore a number of hit points to that creature, up to the maximum amount remaining in your pool. Alternatively, you can expend 5 hit points from your pool of healing to cure the target of one disease or neutralize one poison a ecting it. You can cure multiple diseases and neutralize multiple poisons with a single use of Lay on Hands, expending hit points separately for each one. This feature has no e ect on undead and constructs.

Relentless Avenger. 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. This movement doesn’t provoke opportunity attacks.

	CharacterName 2:  
	Age: 20
	Height: 1,98 m
	Weight: 120 kg
	Eyes: Black 
	Skin: Dark green 
	Hair: Bald
	Faction Symbol Image: 
	Allies: Faction. 
You are a member of the Order of the Gauntlet, a devout and vigilant group that seeks to protect others from the depredations of evildoers.
	FactionName: 
	Backstory: Fury and resentment lie always just below the surface of your gleaming armor. For each wrong done you, you have sworn vengeance against those who would bring misery to the helpless.
You are used to traveling on your own, meting out punishment on your terms wherever you  nd injustice. But recently you discovered others much like yourself, wanderers who  fight monsters and defeat evildoers. True, they seem to be in it mostly for the money, but you welcome the companionship—for however long it lasts.

You are an exile, unwelcome in both civilized society and the savage tribes of your parentage. Born after an orc raid, you were abandoned at a nearby temple and raised by the acolytes within. Despite the peaceful nature of their worship, your innate anger and resentment led you to the path of the war god.

Wanderer. You have an excellent memory for maps and geography, and you can always recall the general layout of terrain, settlements, and other features around you. In addition, you can  nd food and fresh water for yourself and up to  ve other people each day, provided that the land offers berries, small game, water, and so forth.

	Feat+Traits: Pipes of haunting: you must be proficient with wind instruments to use these pipes. They have 3 charges. You can use an action to play them and expend 1 charge to create an eerie, spellbinding tune. Each creature within 30 feet ofyou that hears you play must succeed on a DC 15 Wisdom saving throw or become frightened of you for 1 minute. Ifyou wish, all creatures in the area that aren't hostile toward you automatically succeed on the saving throw. A creature that fails the saving throw can repeat it at the end of each of its turns, ending the effect on itself on a success. A creature that succeeds on its saving throw is immune to the effect of these pipes for 24 hours. The pipes regain 1d3 expended charges daily at dawn.
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