Conquest Paladin 3
CLASS & LEVEL

Cirice Timore
CHARACTER NAME

Olivia
BACKGROUND

PLAYER NAME

Half Elf

Lawful Good

3

RACE

ALIGNMENT

EXPERIENCE POINTS

INSPIRATION

STRENGTH

17

16/18

+2

ARMOR
CLASS

PROFICIENCY BONUS

+1

30ft

INITIATIVE

SPEED

Personality of a supervillain
I will do good things, and you will like it,
or else...
Cold, stern, rational
PERSONALITY TRAITS

+3
Hit Point Maximum

+3 Strength
DEXTERITY

All must kneel before the might of the Law
Faith without works is dead

+1 Dexterity

13
+1

24

+2 Constitution
0
●

+2 Wisdom

●

+5 Charisma

CONSTITUTION

Respect of her order
Broken: former aasimar apprentice

SAVING THROWS

TEMPORARY HIT POINTS

15
Total 3d10

+1 Acrobatics (Dex)

+2

SUCCESSES

Animal Handling (Wis)
●

INTELLIGENCE

FAILURES

+2 Arcana (Int)

HIT DICE

+3 Deception (Cha)

NAME

History (Int)
Insight (Wis)

0
●

+5 Intimidation (Cha)

Nature (Int)

1d8/10 bludgeon

Mace

1d6

bludgeon

Divine Smite (add 2d8)
Searing Smite (add 1d6)

Perception (Wis)

0

+3 Performance (Cha)
●

+5 Persuasion (Cha)

●

+2 Religion (Int)
+1 Sleight of Hand (Dex)

+1 Stealth (Dex)
Survival (Wis)
SKILLS

10

FLAWS

ATK BONUS DAMAGE/TYPE

Square Hammer

Medicine (Wis)

11

+3

Arrogant
Unyielding
Everyone is a heretic except my order

DEATH SAVES

Investigation (Int)

WISDOM

17

BONDS

+3 Athletics (Str)

11

CHARISMA

IDEALS

CURRENT HIT POINTS

Intelligence

ATTACKS & SPELLCASTING

PASSIVE WISDOM (PERCEPTION)
CP

Common, Elvish, and
Celestial

SP

EP

GP

PP

OTHER PROFICIENCIES & LANGUAGES

200

Square Warhammer
Sun-shaped mace
Holy symbol of
Pholtus
Tower shield that
looks like a solar
panel
Dungeoneering kit
The Voltaic Bible of
Law and Order

Darkvision (60ft)
Fey Ancestry (advantage on
charm/no magical sleep)
Skill Versatility (arcana and
religion)
Divine Sense
Lay on Hands 15HP
Dueling (+2 to melee damage
with one handed weapon)
Spellcasting
Divine Smite
Divine Health
Sacred Oath
Channel Divinity: Guided
Strike

EQUIPMENT
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FEATURES & TRAITS

65

Cirice Timore
CHARACTER NAME

5'8

AGE

170 (muscular)

HEIGHT

Brown

Tan

EYES

SKIN

Order of the Voltaic Law
(Pholtus)
Purity

WEIGHT
Silver "get me the manager" bob

HAIR

NAME

Holy Symbol of Pholtus

SYMBOL

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

"The One True Way is a strict path, but
guarantees greatness. Show no tolerance
for those who do not give all for the cause
of Law, Fanaticism in the name of the
Blinding Light is praiseworthy, and Law's
champions shall be rewarded in the era
when chaos has been vanquished."
These words inspired Cirice to join the
Pholtan priesthood at a young age. Her
skills in persuasion, logic, and strategy
earned her high regard and status in her
order. During her missionary work in the
(literal) cliffside city of Seafall, her ruthless
adherence to the law, strategic planning
skills, and terrifying skill with a hammer
decimated corruption and restored an
ordained peace. While some
misunderstood her zeal as tyranny, Cirice
maintained order and subjugated dissent
for over fifty years. Unfortunately, thanks
to a shift in clerical votes and uprisings led
by her former student, she was forced to
resign from the high priesthood.

Oath of Conquest
http://dnd5e.wikidot.com/paladin
:conquest
Paladin:
http://dnd5e.wikidot.com/paladin

ADDITIONAL FEATURES & TRAITS

Rather than retire or join the lower clerical
ranks, Cirice grabbed her hammer and
went to subjugate heathens and heretics
in the name of Divine Order. Her faith was
invigorated by her works: clearly, the new
generation of the faithful had not done
enough to bring Pholtus's will into the
world. Armed with the blessing of her god
and a perfectly square hammer, all will be
subjugated under the One True Way and
the heels of Cirice Timore.
CHARACTER BACKSTORY

TREASURE
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Paladin
SPELLCASTING
CLASS

0

SPELL
LEVEL

1
PR

SPELLS KNOWN

ED

EPAR

3

CANTRIPS

SLOTS TOTAL

Cha

13

+5

SPELLCASTING
ABILITY

SPELL SAVE DC

SPELL ATTACK
BONUS

6

SLOTS EXPENDED

7

3
SPELL NAME

Cure Wounds (1d8 per level + 3)
Bless (add a d4 to attack or save)
Searing Smite (extra 1d6 on melee)
Compelled Duel (WIS 13)
Armor of Agathys
Command (WIS 13)
Shield of Faith (+2 AC)

4

8

2

5
9
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Spell Descriptions
Divine Sense
The presence of strong evil registers on your
senses like a noxious odor, and powerful good
rings like heavenly music in your ears. 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 60 feet of you that is not behind
total cover. You know the type (celestial, fiend,
or undead) 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.You can use this feature a number
of times equal to 1 + your Charisma modifier.
When you finish a long rest, you regain all
expended uses.
Lay on Hands
Your blessed touch can heal wounds. You have
a pool of healing power that replenishes when
you take a long rest. With that pool, you can
restore a total number of hit points equal to
your paladin level x 5.
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 affecting 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 effect on undead and
constructs.
Cure Wounds
Casting Time: 1 action
Range: Touch
Components: V, S
Duration: Instantaneous
A creature you touch regains a number of hit
points equal to 1d8 + your spellcasting ability
modifier. This spell has no effect on undead or
constructs. At Higher Levels. When you cast
this spell using a spell slot of 2nd level or
higher, the healing increases by 1d8 for each
slot level above 1st.
Bless
Casting Time: 1 action
Range: 30 feet
Components: V, S, M (a sprinkling of holy
water)
Duration: Concentration, up to 1 minute
You bless up to three creatures of your choice
within range. Whenever a target makes an
attack roll or a saving throw before the spell
ends, the target can roll a d4 and add the
number rolled to the attack roll or saving throw.
At Higher Levels. When you cast this spell
using a spell slot of 2nd level or higher, you can
target one additional creature for each slot level
above 1st.

Searing Smite
Casting Time: 1 bonus action
Range: Self
Components: V
Duration: Concentration, up to 1 minute
The next time you hit a creature with a melee weapon attack
during the spell’s duration, your weapon flares with white-hot
intensity, and the attack deals an extra 1d6 fire damage to the
target and causes the target to ignite in flames.
At the start of each of its turns until the spell ends, the target
must make a Constitution saving throw. On a failed save, it
takes 1d6 fire damage. On a successful save, the spells ends. If
the target or a creature within 5 feet of it uses an action to put
out the flames, or if some other effect douses the flames (such
as the target being submerged in water), the spell ends. At
Higher Levels. When you cast this spell using a spell slot of 2nd
level or higher, the initial extra damage dealt by the attack
increases by 1d6 for each slot
Compelled Duel
Casting Time: 1 bonus action
Range: 30 feet
Components: V
Duration: Concentration, up to 1 minute
You attempt to compel a creature into a duel. One creature that
you can see within range must make a Wisdom saving throw.
On a failed save, the creature is drawn to you, compelled by
your divine demand. For the duration, it has disadvantage on
attack rolls against creatures other than you, and must make a
Wisdom saving throw each time it attempts to move to a space
that is more than 30 feet away from you; if it succeeds on this
saving throw, this spell doesn’t restrict the target’s movement for
that turn.
The spell ends if you attack any other creature, if you cast a
spell that targets a hostile creature other than the target, if a
creature friendly to you damages the target or casts a harmful
spell on it, or if you end your turn more than 30 feet away from
the target.
Armor of Agathys
A protective magical force surrounds you, manifesting as a
spectral frost that covers you and your gear. You gain 5
temporary hit points for the duration. If a creature hits you with a
melee attack while you have these hit points, the creature takes
5 cold damage.
At Higher Levels. When you cast this spell using a spell slot of
2nd level or higher, both the temporary hit points and the cold
damage increase by 5 for each slot.
Command
You speak a one-word command to a creature you can see
within range. The target must succeed on a Wisdom saving
throw or follow the command on its next turn. The spell has no
effect if the target is undead, if it doesn’t understand your
language, or if your command is directly harmful to it. Some
typical commands and their effects follow. You might issue a
command other than one described here. If you do so, the DM
determines how the target behaves. If the target can’t follow
your command, the spell ends.
Approach. The target moves toward you by the shortest and
most direct route, ending its turn if it moves within 5 feet of you.
Drop. The target drops whatever it is holding and then ends its
turn.
Flee. The target spends its turn moving away from you by the
fastest available means.
Grovel. The target falls prone and then ends its turn.
Halt. The target doesn’t move and takes no actions. A flying
creature stays aloft, provided that it is able to do so. If it must
move to stay aloft, it flies the minimum distance needed to
remain in the air.
At Higher Levels. When you cast this spell using a spell slot of
2nd level or higher, you can affect one additional creature for
each slot level above 1st. The creatures must be within 30 feet
of each other when you target them.

Shield of Faith
A shimmering field appears and
surrounds a creature of your choice
within range, granting it a +2 bonus
to AC for the duration.

Backstory
Channel Divinity: Guided Strike
When you make an attack roll, you
can use your Channel Divinity to
gain a +10 bonus to the roll. You
make this choice after you see the
roll, but before the DM says
whether the attack hits or misses.

