Paladin 7

Soldier

CLASS & LEVEL

Teela
CHARACTER NAME

BACKGROUND

Eternian (Planetouched)

LG

RACE

ALIGNMENT

PLAYER NAME

EXPERIENCE POINTS

INSPIRATION

STRENGTH

+2

18
+3

ARMOR
CLASS

PROFICIENCY BONUS

+2

30

INITIATIVE

SPEED

I face problems head-on. A simple,
direct solution is the best path to
success.
PERSONALITY TRAITS

14
+5

Strength

+6

Dexterity

+4

Constitution

+3

Intelligence

●

+7

Wisdom

●

+9

Charisma

DEXTERITY

+3
16
CONSTITUTION

Hit Point Maximum 50

CURRENT HIT POINTS

TEMPORARY HIT POINTS

+1
+3

Acrobatics (Dex)

+1

Animal Handling (Wis)

+0

Arcana (Int)

+5

Athletics (Str)

+3

Deception (Cha)

+0

History (Int)

+1

Insight (Wis)

+3

Intimidation (Cha)

WISDOM

+0

Investigation (Int)

+1

+1

Medicine (Wis)

+0

Nature (Int)

+1

Perception (Wis)

+3

Performance (Cha)

+6

Persuasion (Cha)

+0

Religion (Int)

+3

Sleight of Hand (Dex)

+3

Stealth (Dex)

+1

Survival (Wis)

INTELLIGENCE

●

+0
10

12
CHARISMA

●

+3
17

Total

SUCCESSES

7D10+7

FAILURES

HIT DICE

NAME

+7

1d8+4

Divine Smite: When you hit a creature with a melee weapon
attack, you can expend on paladin spell slot to deal extra radiant
damage equal to +2d8 (for a first level slot) or +3d8 (for a second
level slot). The damage increases by +1d8 if the target is an
undead or fiend.
Extra Attack: You may attack twice, instead of once, whenever
you take the Attack action.

ATTACKS & SPELLCASTING

CP

SP

Eternian (Planetouched)
Divine Health: You are immune to disease.

EP

Aura of Protection: Whenever you or a friendly
creature within 10' of you must make a saving
throw, the creature gains a +3 bonus to the roll
(already included in your saves above). You must
be conscious to grant this bonus.

GP

I'd rather eat my armor than
admit when I'm wrong.

DEATH SAVES

Fighting style - Protection: When a creature you can see attacks
a target other than you that is within 5' of you, you can use your
reaction to impose disadvantage on the attack roll. You must be
wielding a shield to do this.

PASSIVE WISDOM (PERCEPTION)

BONDS

FLAWS

ATK BONUS DAMAGE/TYPE

Sword+2

SKILLS

11

IDEALS

Bonds: pick one (based on who is in the game):
• Man at Arms is my father and teacher. I listen to and respect him.
• Evil-Lyn and I once were lost in the desert together and had to join forces to
survive. I believe that there is a good person deep inside her.
• Orko is sometimes the only being that can make me laugh. I need to protect him.

SAVING THROWS

12

Our lot is to lay down our lives in defense of
others.

50

- - Captain's Longsword This precious longsword
of the House of Randor is
a +2 Longsword made of
pure space-silver, and
was gifted to you by King
Randor himself upon
becoming Captain of the
King's Guard.

Divine Sense (4/day): As an action, you can open your
awareness to sense the presence of powerful divine
sources. Until the end of your next turn, you know the
location of any celestial, fiend, or undead within 60 feet of
you that is not behind total cover.
Lay on Hands: Your blessed touch can heal wounds. You
have a pool of healing power that allows you to restore up
to 35 hit points to any touched creature. Alternatively, you
can expend 5 hit points from your pool to cure the target of
one disease or neutralize one poison affecting it. This
power has no effect on undead or constructs.
Daughter of the Sorceress: You have learned to cast a few
divine spells due to your half-celestial origin.
Spell save DC = 14
Spell attack modifier = +6
Level 1: 4 Spell Slots
Level 2: 3 Spell Slots
Oath of the Ancients: Your sacred Oath to Greyskull
emphasizes the principles of good above any concerns for
law or chaos.
Oath spells - These spells are added to your paladin spell
list and are always considered prepared: Ensnaring Strike,
Speak with Animals, Moonbeam, Misty Step.
Channel Divinity (1/day): You can use your Channel
Divinity power to do one of the following:
- - Nature's Wrath - As an action, you can use your
channel divinity to cause spectral vines to spring up and
reach for a creature within 10 feet of you. The creature
must success on a DC 14 Strength or Dexterity saving
throw (its choice) or be restrained. While restrained, the
creature repeats the saving throw at the end of each of its
turns. On a success, the vines vanish.
- - Turn the Faithless - You can channel divinity to utter
ancient words that are painful for fey and fiends to hear. As
an action, you present your holy symbol, and each fey or
fiend within 30' of you must make a DC 14 Wisdom saving
throw or be turned (must flee) for 1 minute.

PP

Aura of Warding: You and friendly creatures within
10' of you gain resistance to damage from spells.

- - Captain's Breastplate
- - Heavy Steel Shield

OTHER PROFICIENCIES & LANGUAGES

EQUIPMENT
TM & © 2014 Wizards of the Coast LLC. Permission is granted to photocopy this document for personal use.

FEATURES & TRAITS

Teela

28

5'11"

AGE

HEIGHT

WEIGHT

135

SKIN

HAIR

Green

CHARACTER NAME

EYES

Red

Man-At-Arms is my father and
He-Man is my friend and battle
companion. Orko is Orko.

NAME

SYMBOL

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

I am the Captain of the King's
Guard for King Randor and
adopted daughter of
Man-At-Arms. I recently have
discovered that my true
mother was none other than
the Sorceress of Castle
Greyskull.

ADDITIONAL FEATURES & TRAITS

List of He-Man suspects
Stratos's birthday card
Potion of Cure Light Wounds (x2)
Kheogum's Ointment
Wineskin (brandy)
Strong Twine 50'
Grappling Hook
Lantern
Oil Flask (2)
Wax Candle
Signet Ring
Cigar (1)
Whetstone
Attack-Trak Ignition Key
Mysterious Rainbow Feather
CHARACTER BACKSTORY
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Paladin
SPELLCASTING
CLASS

0

SPELL
LEVEL

CANTRIPS

SLOTS TOTAL

1

+6

SPELLCASTING
ABILITY

SPELL SAVE DC

SPELL ATTACK
BONUS

6

7
SPELL NAME

ED

PR

14

SLOTS EXPENDED

4

EPAR

SPELLS KNOWN

3

Cha

●

Ensnaring Strike

●

Speak with Animals

●

Command

●

Bless

●

Cure Wounds

●

Shield of Faith

4

8

2

3

●

Moonbeam

●

Misty Step

●

Aid

●

Branding Smite

5
9
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