Noble

Paladin - Oath of Devotion, L3
CLASS & LEVEL

Sol Tarhun
CHARACTER NAME

Charles

BACKGROUND

Dragonborn - Silver

Lawful Good

RACE

ALIGNMENT

PLAYER NAME

EXPERIENCE POINTS

INSPIRATION

STRENGTH

+3

16
2

ARMOR
CLASS

PROFICIENCY BONUS

0

30

INITIATIVE

SPEED

The common folk love me for
my kindness and generosity.
PERSONALITY TRAITS

15+2
+3

Strength

0

Dexterity

+1

Constitution

-1

Intelligence

●

+3

Wisdom

●

+5

Charisma

DEXTERITY

0
10
CONSTITUTION

Hit Point Maximum 29

Blood runs thicker than water.
CURRENT HIT POINTS

I am in love with the heir of a
family that my family despises.

SAVING THROWS

TEMPORARY HIT POINTS

+1
13
INTELLIGENCE

-1

●

●

0

Acrobatics (Dex)

+1

Animal Handling (Wis)

-1

Arcana (Int)

+5

Athletics (Str)

+2

Deception (Cha)

+1

History (Int)
Insight (Wis)

+4

Intimidation (Cha)

WISDOM

-1

Investigation (Int)

+1

+1

Medicine (Wis)

-1

Nature (Int)

+1

Perception (Wis)

+2

Performance (Cha)

+4

Persuasion (Cha)

-1

Religion (Int)

0

Sleight of Hand (Dex)

0

Stealth (Dex)

+1

Survival (Wis)

●

12
CHARISMA

+2
14+1

●

Total 3

1d10
NAME

FLAWS

Javelin

+2

1d6 piercing +0

Breath Weapon - You can use your action
to exhale destructive energy in the form of
a 15ft cone of cold. When you do so each
creature in the area must make a CON
saving throw, DC 11. After you use your
breath weapon, you cannot use it again
until you complete a short or long rest.

* As long as you only wield one weapon
Breath weapon - 2d6 dmg on failed
save and half that on a successful one.
Spell save DC: 8 + CHA mod +
Proficiency Bonus = 12
Spell attack modifier: CHA mod +
Proficiency Bonus = 4
ATTACKS & SPELLCASTING

Languages: Common, Draconic,
Giant

SP

EP

Proficiencies: All armor, shields
GP

OTHER PROFICIENCIES & LANGUAGES

I hide a truly scandalous secret
that could ruin my family forever.

ATK BONUS DAMAGE/TYPE

1d8 slashing +3

CP

Tools: Dragonchess

BONDS

DEATH SAVES

+7*

PASSIVE WISDOM (PERCEPTION)

Weapons: Simple weapons,
martial weapons

FAILURES

Longsword

SKILLS

11

SUCCESSES

HIT DICE

+1

8

IDEALS

PP

25

Dragonchess set, a set of
fine clothes, a sword
shaped pendant, a signet
ring, a scroll of pedigree,
longsword, shield, 5 x
javelins, backpack,
blanket, 10 candles, a
tinderbox, an alms box, 2
blocks of incense, a
censer, vestments, 2 days
of rations and a waterskin,
chainmail (disadvantage
to Stealth), holy symbol.

Lay on Hands: You have a pool of healing
that replenishes when you take a long
rest. As an action, you can touch and
creature and restore up to a total number
of hit points equal to your Paladin Level
x5. Alternatively, you can expend 5 hit
points from your healing pool to cure the
target of a disease or neutralise a poison.
Divine Smite: When you hit a creature with
a melee weapon attack, you can expend
one spell slot to deal radiant damage to
the target, in addition to the weapon
damage. The extra damage is 2d8 for a
1st level slot and increases by 1d8 per
level slot up to 5d8. The damage
increases by 1d8 if the target is undead or
a fiend.
Sacred Weapon: As an action, you can
imbue one weapon you are holding with
positive energy, using Channel Divinity.
For 1 minute, you add you CHA mod to
attack rolls made with the weapon. The
weapon also emits a bright light and if it is
not already magical, it becomes so for the
duration. The effect ends if you drop the
weapon or get knocked unconscious.
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FEATURES & TRAITS

Sol Tarhun
CHARACTER NAME

20

6'5"

AGE

HEIGHT

308lb
WEIGHT

Red

Silver

None

EYES

SKIN

HAIR

Goals
• Be armed and vigilant against evil.
• Identify evil threats such as secretive power groups
and inherently evil creatures.
• Enforce justice.
• Enact retribution against evil actions—do not strike
preemptively.

NAME

Order of the Gauntlet - Rank 1 - Chevall

Beliefs
• Faith is the greatest weapon against evil—faith in
one’s god, one’s friends, and one’s self.
• Battling evil is an extraordinary task that requires
extraordinary strength and bravery.
• Punishing an evil act is just. Punishing an evil
thought is not.
The Order of the Gauntlet is a dedicated, tightly knit
group of like-minded individuals driven by religious
zeal or a finely-honed sense of justice and honor.
Friendship and camaraderie are important to
members of the order, and they share a trust and a
bond normally reserved for siblings.

SYMBOL

My Diety: Bahamut, dragon god of good. Symbol is
a dragon head in profile.
CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

I was born and raised in a majestic
cave complex, amongst the
glorious snow-capped mountain
tops of Greypeak.
My parents were the head of my
clan Sol; ours is an old and
respected family.
To my sorrow, my beloved clan
was killed in the recent war against
the evil forces of the dragon queen
Tiamat. They fought valiantly but
fell on in the final battle. So now it
falls to me to preserve the family
name. My younger brother went
missing during the battle

Position of Privilege: You are welcome in high society. Common folk make every effort to
accommodate you and people of high birth treat you as a member of the same social circle. You can
secure an audience with a local noble if needed.
Draconic Ancestry: You have resistance to cold.
Fighting Style: Duelling - you gain +2 on ATK bonus if you only have 1 handed weapon equipped.
Divine Sense: The presence of strong evil registers heavily on your senses. As an action, you can
open your awareness to detect such forces. Until the end of your next turn, you know the location of
any celestial, fiend or undead within 60ft of you that is not behind total cover. You know the type but
not its identity. Within the same radius, you can also detect the presence of any place or object that
has been consecrated or desecrated. You can use this feature 3 times between each long rest.
Divine Health: You are immune to disease.
Channel Divinity: (see Sacred Weapon and Turn the Unholy) You can only use this ability once
between short or long rests.
Turn the Unholy: As an action, you present your holy symbol and you speak a prayer using your
Channel Divinity. Each fiend or undead that see or hear your within 30ft must make a WIS saving
throw. If the creature fails it is turned for 1 minute.
ADDITIONAL FEATURES & TRAITS

In order to continue the fight
against evil, I entered the paladin
order of Bahamut.
Now, I travel through the land,
searching for my brother and
smiting evil wherever I see it
(personal goal).
During my adventures, I was
charmed by a spell which was
exceedingly undignified.
CHARACTER BACKSTORY
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Paladin - Oath of Devotion
SPELLCASTING
CLASS

0

3

CANTRIPS

CHA

12

4

SPELLCASTING
ABILITY

SPELL SAVE DC

SPELL ATTACK
BONUS

6

No of prepared spells = CHA mod + 0.5 Paladin Level

+ those listed specifically under your Oath
You know all spells listed in the Paladin

spell list for your level.

You can change your prepared spells
after a long rest.

SPELL
LEVEL

1
PR

ED

EPAR

SLOTS TOTAL

SLOTS EXPENDED

3

7
SPELL NAME

●

Protection from Evil and Good (requires Materials)

●

Sanctuary (requires Materials)

●

Thunderous Smite (requires Concentration, v STR save )

●

Wrathful Smite (v WIS saving throw)

SPELLS KNOWN

4

8

2

5
9
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