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Paladin 4 Folk Hero Patrik
Torbjérn Sten ha nd Class & Level Multiclass & Level Background Player Name
Dwarf (Mountain) Lawful Good 6,013
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Warhammer. Versatile.
Javelin. Thrown (9/36m).
Longsword. Versatile.

Thrown. If a weapon has the thrown property, you can
throw the weapon to make a ranged attack. If the weapon
is a melee weapon, you use the same ability modifier for
that attack roll and damage roll that you would use for a
melee attack with the w eapon. For example, if you throw a
handaxe, you use your Strength, but if you throw a dagger,
you can use either your Strength or your Dexterity, since
the dagger has the finesse property.

Versatile. This weapon can be used with one or two hands.
A damage value in parentheses appears with the
property-the damage when the weapon is used with two
hands to make a melee attack.

Attacks & Spellcasting )

Paladin: Divine Health [p.85]
-Immune to disease.

Paladin: Channel Divinity [p.85]
- Choose one option below. Replenished on short or long rest.
-Sacred Weapon
AS an action, imbue your weapon with positive energy, becomes magical and emits a
light. For 1 minute, add your CHA modifier to attack rolls with that weapon (minimum
bonus of +1). Can end the effect any time during your turn. Effect ends if no longer
holding or carrying the weapon, or fall unconscious.

~Turn the Unholy
As an action, present your holy symbol and speak a prayer. Each fiend or undead that can
see or hear you within 30 feet of you must make a Wisdom saving throw. On failure, it is
turned for 1 minute or until it takes damage. Trying to move as far away from you as it
can, and it can't willingly move to a space within 30 feet of you. No reactions. For its
action, use Dash action or try to escape from what's preventing it from moving. IF
nowhere to move, it can use the Dodge action.

Features & Traits

- All armor, Shields

- Simple weapons, Martial weapons
- Common, Dwarvish

- Mason's tools, Smith's tools

\ Other Proficiencies & Languages

rope

- Shield

- Smith's tools
- Mason's tools
- Holy symbol

- Charm of nature
- Mithril armor
- 2x Silver rings

- Priest's Pack: Blanket, 10 candles, Tinderbox, Alms box, 2 blocks of
incense, Censer, Vestments, 2 days of rations, Waterskin, 15m Hempen

- Chain mail (Stealth disadvantage)

- Scroll: Protection from evil and good

Equipment & Character notes
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Torbjorn Stenhand

76 148cm 70kg

Age Height Weight

Brown with a hint of green  Light gray/brown Brown with silver beard

Character Name Eyes Skin Hair
E— —
L \
Character Appearance Allies & Organizations
A\ T

No background.

Character Backstory

Paladin: Oath of Devotion [p.85]

- Honesty: Don't lie or cheat. Let your word be your promise.

- Courage: Never fear to act, though caution is wise.

- Cc:jmpassion: Aid others, protect the weak, and punish those who threaten them. Show mercy to your foes, but temper it with
wisdom.

- Honor: Treat others with fairness, and let your honorable deeds be an example to them. Do as much good as possible while
causing the least amount of harm.

- Duty: Be responsible for your actions and their consequences, protect those entrusted to your care, and obey those who have
just authority over you.

Dwarf: Darkvision [p.20]

- Accustomed to life underground, you have superior vision in dark and dim conditions. You can see in dim light within 60 feet of
you as if it were bright light, and in darkness as if it were dim light. You can't discern color in darkness, only shades of gray.
Dwarf: Dwarven Resilience [p.20]

- You have advantage on saving throws against poison, and you have resistance against poison damage.

Dwarf: Stonecunning [p.20]

- Whenever you make an Intelligence (History) check related to the origin of stonework, you are considered proficient in the
History skill and add double your proficiency bonus to the check, instead of your normal proficiency bonus.

Background: Defining Event [p.131]

-1 broke into a tyrant's castle and stole weapons to arm the people.

Background: Feature - Rustic Hospitality [p.131]

- Since you come from the ranks of the common folk, you fit in among them with ease. You can find a place to hide, rest, or
recuperate among other commoners, unless you have shown yourself to be a danger to them. They will shield you from the law
or anyone else searching for you, though they will not risk their lives for you.

Additional Features & Traits

- Yellow coat
- Intyg: Fri tull under Tal-ans
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	PlayerName: Patrik
	CharacterName: Torbjörn Stenhand
	XP: 6013
	AC: 20
	Initiative: 0
	Speed: 7
	HPMax: 34
	HPCurrent: 19
	Ideals: - Sincerity: There's no good in pretending to be something I'm not.
	HPTemp: 
	Bonds: - I worked the land, I love the land, and I will protect the land.
	Flaws: - I'm convinced of the significance of my destiny, and blind to my shortcomings and the risk of failure.
	AttacksSpellcasting: - Silver longsword* 2h, hit: +5, dmg: 1d10+3 (S)
- Silver longsword* 1h, hit: +5, dmg: 1d8+3 (S)

* +1 hit/+1 dmg

Warhammer. Versatile.
Javelin. Thrown (9/36m).
Longsword. Versatile.

Thrown. If a weapon has the thrown property, you can throw the weapon to make a ranged attack. If the weapon is a melee weapon, you use the same ability modifier for that attack roll and damage roll that you would use for a melee attack with the w eapon. For example, if you throw a handaxe, you use your Strength, but if you throw a dagger, you can use either your Strength or your Dexterity, since the dagger has the finesse property.
Versatile. This weapon can be used with one or two hands. A damage value in parentheses appears with the property-the damage when the weapon is used with two hands to make a melee attack.
	Equipment: - Priest's Pack: Blanket, 10 candles, Tinderbox, Alms box, 2 blocks of incense, Censer, Vestments, 2 days of rations, Waterskin, 15m Hempen rope
- Chain mail (Stealth disadvantage)
- Shield
- Smith's tools
- Mason's tools
- Holy symbol
- Scroll: Protection from evil and good
- Charm of nature
- Mithril armor
- 2x Silver rings
	ProficiencyBonus: +2
	Inspiration: 
	AbilitySTR: 14
	AbilityDEX: 11
	AbilityDEXMod: 0
	AbilitySTRMod: +2
	AbilityCON: 16
	AbilityCONMod: +3
	AbilityINT: 7
	AbilityINTMod: -2
	AbilityWISMod: -1
	AbilityWIS: 9
	AbilityCHA: 13
	AbilityCHAMod: +1
	PassiveWisdom: 9
	DeathSaveSuccess1: Off
	DeathSaveSuccess2: Off
	DeathSaveSuccess3: Off
	DeathSaveFailure1: Off
	DeathSaveFailure2: Off
	DeathSaveFailure3: Off
	WeaponName1: Warhammer 2h
	WeaponName2: Warhammer 1h
	WeaponName3: Javelin
	WeaponAttackBonus1: +4
	WeaponAttackBonus2: +4
	WeaponAttackBonus3: +2
	WeaponDamage2: 1d8+2 Bludgeoning
	WeaponDamage1: 1d10+2 Bludgeoning
	SkillAcrobatics: 0
	SkillArcana: -2
	SkillAthletics: +2
	SkillAnimalHandling: +1
	SkillDeception: +1
	SkillHistory: 0
	SkillInsight: -1
	SkillIntimidation: +1
	SkillInvestigation: -2
	SkillMedicine: +1
	SkillNature: -2
	SkillPerception: -1
	SkillPerformance: +1
	SkillPersuasion: +3
	SkillReligion: -2
	SkillSleightOfHand: 0
	SkillStealth: 0
	SkillSurvival: +1
	AbilityCHASavingThrows: +3
	AbilityCONSavingThrows: +3
	AbilityDEXSavingThrows: 0
	AbilityINTSavingThrows: -2
	AbilitySTRSavingThrows: +2
	AbilityWISSavingThrows: +1
	SkillAthleticsCheckbox: Off
	SkillDeceptionCheckbox: Off
	SkillAnimalHandlingCheckbox: Yes
	SkillArcanaCheckbox: Off
	SkillHistoryCheckbox: Yes
	SkillInsightCheckbox: Off
	SkillIntimidationCheckbox: Off
	SkillMedicineCheckbox: Yes
	SkillInvestigationCheckbox: Off
	SkillPerceptionCheckbox: Off
	SkillNatureCheckbox: Off
	SkillPersuasionCheckbox: Yes
	SkillPerformanceCheckbox: Off
	SkillSleightOfHandCheckbox: Off
	SkillSurvivalCheckbox: Yes
	SkillStealthCheckbox: Off
	SkillAcrobaticsCheckbox: Off
	HitDice: 1d10+3
	HitDiceTotal: 4
	WeaponDamage3: 1d6 Piercing
	PersonalityTraits: - When I set my mind to something, I follow through no matter what.
- I misuse long words in attempt to sound smarter.
	AbilityDEXSavingThrowsCheckbox: Off
	AbilitySTRSavingThrowsCheckbox: Off
	AbilityINTSavingThrowsCheckbox: Off
	AbilityWISSavingThrowsCheckbox: Yes
	AbilityCHASavingThrowsCheckbox: Yes
	AbilityCONSavingThrowsCheckbox: Off
	SkillReligionCheckbox: Off
	FeaturesTraits: Paladin: Divine Sense [p.84]
- As an action, 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. 
- You know the type of any being you sense, but not its identity. Also detect the presence of any place/object that has been consecrated or desecrated. Usage: 1 + CHA modifier. Regain all expended uses on a long rest.

Paladin: Lay on Hands [p.84]
- As an action, touch a creature restore HP, using remaining HP in your pool. 
- Alternatively, spend 5 HP to cure target from one disease or one poison. Can cure multiple diseases/poisons with a single use, spending HP separately. No effect on undead and constructs.
- Usage: Paladin level * 5. Replenishes on a long rest.

Paladin: Fighting Style - Protection [p.84]
- When a creature you can see attacks a target other than you that is within 5 feet of you, you can use your reaction to impose disadvantage on the attack roll. Shield required.

Paladin: Divine Smite [p.85]
- When you hit a creature with a melee weapon attack, you can spend one spell slot to deal radiant damage, in addition to the weapon's damage.
- The extra damage is 2d8 for a 1st-level spell slot, plus 1d8 for each spell level higher than 1st, maximum of 5d8. If fiend or undead the damage increases by 1d8.

Paladin: Divine Health [p.85]
- Immune to disease.

Paladin: Channel Divinity [p.85]
- Choose one option below. Replenished on short or long rest.
- Sacred Weapon
As an action, imbue your weapon with positive energy, becomes magical and emits a light. For 1 minute, add your CHA modifier to attack rolls with that weapon (minimum bonus of +1). Can end the effect any time during your turn. Effect ends if no longer holding or carrying the weapon, or fall unconscious.
- Turn the Unholy
As an action, present your holy symbol and speak a prayer. Each fiend or undead that can see or hear you within 30 feet of you must make a Wisdom saving throw. On failure, it is turned for 1 minute or until it takes damage. Trying to move as far away from you as it can, and it can't willingly move to a space within 30 feet of you. No reactions. For its action, use Dash action or try to escape from what's preventing it from moving. If nowhere to move, it can use the Dodge action.
	ProficienciesLanguages: - All armor, Shields
- Simple weapons, Martial weapons
- Common, Dwarvish
- Mason's tools, Smith's tools
	Age: 76
	Height: 148cm
	Weight: 70kg
	Eyes: Brown with a hint of green
	Skin: Light gray/brown
	Hair: Brown with silver beard
	Faction Symbol Image: 
	Allies: 
	FactionName: 
	Backstory: No background.
	Treasure: - Yellow coat
- Intyg: Fri tull under Tal-ans
	AdditionalFeaturesTraits: Paladin: Oath of Devotion [p.85]
- Honesty: Don't lie or cheat. Let your word be your promise.
- Courage: Never fear to act, though caution is wise.
- Compassion: Aid others, protect the weak, and punish those who threaten them. Show mercy to your foes, but temper it with wisdom.
- Honor: Treat others with fairness, and let your honorable deeds be an example to them. Do as much good as possible while causing the least amount of harm.
- Duty: Be responsible for your actions and their consequences, protect those entrusted to your care, and obey those who have just authority over you.

Dwarf: Darkvision [p.20]
- Accustomed to life underground, you have superior vision in dark and dim conditions. You can see in dim light within 60 feet of you as if it were bright light, and in darkness as if it were dim light. You can't discern color in darkness, only shades of gray.
Dwarf: Dwarven Resilience [p.20]
- You have advantage on saving throws against poison, and you have resistance against poison damage.
Dwarf: Stonecunning [p.20]
- Whenever you make an Intelligence (History) check related to the origin of stonework, you are considered proficient in the History skill and add double your proficiency bonus to the check, instead of your normal proficiency bonus.

Background: Defining Event [p.131]
- I broke into a tyrant's castle and stole weapons to arm the people.
Background: Feature - Rustic Hospitality [p.131]
- Since you come from the ranks of the common folk, you fit in among them with ease. You can find a place to hide, rest, or recuperate among other commoners, unless you have shown yourself to be a danger to them. They will shield you from the law or anyone else searching for you, though they will not risk their lives for you.
	SpellSaveDC: 11
	SpellAttackBonus: +3
	CharacterName2: Torbjörn Stenhand
	Coin_PP: 
	Coin_GP: 316
	Coin_EP: 
	Coin_SP: 134
	Image: 
	Background: [Folk Hero]
	SpellcastingClass: Paladin
	Race: [Dwarf (Mountain)]
	SpellcastingAbility: Charisma
	SkillJackOfAllTradesText: Jack of All Trades:
	SkillJackOfAllTradesCheckbox: Off
	SkillAcrobaticsExpertiseCheckbox: Off
	SkillSleightOfHandExpertiseCheckbox: Off
	SkillStealthExpertiseCheckbox: Off
	SkillArcanaExpertiseCheckbox: Off
	SkillNatureExpertiseCheckbox: Off
	SkillInvestigationExpertiseCheckbox: Off
	SkillHistoryExpertiseCheckbox: Off
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	SkillPerformanceExpertiseCheckbox: Off
	SkillPersuasionExpertiseCheckbox: Off
	PreparedSpells: # available prepared spells: 3
	AbilitySTRUser: 12
	AbilitySTRRace: +2
	AbilityDEXUser: 11
	AbilityDEXRace: 0
	AbilityINTRace: 0
	AbilityINTUser: 7
	AbilityCONUser: 14
	AbilityCONRace: +2
	AbilityWISUser: 9
	AbilityWISRace: 0
	AbilityCHAUser: 13
	AbilityCHARace: 0
	Class: [Paladin]
	MultiClass: [ ]
	Level: 4
	MultiClassLevel: 
	FeatAlertText: Alert:
	FeatAlertCheckbox: Off
	VariantHumanTraitText: Use Variant Human Trait:
	VariantHumanTraitCheckbox: Off
	Version: Version: 3.1.1
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	SpellsSpellcastingAbility: Charisma
	SpellsSpellAttackBonus: +3
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