Paladin3/warlock3
CLASS & LEVEL

Dietrich Osteen-Graham
CHARACTER NAME

Guild Merchant (var.)
BACKGROUND

Daniel
PLAYER NAME

Human (var.)

Lawful Good

Lvl 6- 18 Runes

RACE

ALIGNMENT

EXPERIENCE POINTS

INSPIRATION

STRENGTH

16

21
+3

ARMOR
CLASS

PROFICIENCY BONUS

-1

30

INITIATIVE

SPEED

I like to talk at length about
my profession and convert
others to my ideals
PERSONALITY TRAITS

+3
Hit Point Maximum

+3 Strength
DEXTERITY

Community. It is the duty of all civilized
people to strengthen the bonds of
community and the security of civilization.

-1 Dexterity

8
-1

+1 Constitution

●

+3 Wisdom

●

+6 Charisma

One day I will prove to everyone the power
of pacifism. Until then, lead as many into
redemption as possible.

SAVING THROWS

TEMPORARY HIT POINTS

14
+2

●

8
-1

-1

Acrobatics (Dex)

0

Animal Handling (Wis)

-1

Arcana (Int)

Total 3/3

HIT DICE

NAME

History (Int)

+4 Insight (Wis)
+3 Intimidation (Cha)

10

-1
●

0

Investigation (Int)

+3 Medicine (Wis)

-1

Nature (Int)

0

Perception (Wis)

+3 Performance (Cha)
CHARISMA

16
+3

Can be easily lead to evil if the act seems
superficially good. Manipulatable. You have a
compulsion to enter and illuminate dark areas

DEATH SAVES

FLAWS

●

+6 Persuasion (Cha)

●

+2 Religion (Int)
-1

Sleight of Hand (Dex)

-1

Stealth (Dex)

-1

Survival (Wis)

+6

1d10+3b

Quarterstaff

+6

1d6(8)+3b

Polearm Master feat

Holy Symbol: Pendant of
Eldath (Vial of Holy Water
from enchanted pool)

Divine Sense: [
Lay on Hands: [
Channel Divinity:

Splint (stealth dis., 17AC)
Shield of Mercy (+3AC)
ATTACKS & SPELLCASTING

CP

SP

25

EP

GP

PP

OTHER PROFICIENCIES & LANGUAGES

Patron: Celestial
Pact: Pact of the Chain
Oath: Redemption

Net

PASSIVE WISDOM (PERCEPTION)

All armor,all weapons
Common, elven, Celestial
Cartographer’s tools

ATK BONUS DAMAGE/TYPE

Blunted Glaive

SKILLS

10

FAILURES

BONDS

+6 Athletics (Str)

-1

WISDOM

SUCCESSES

1d10/1d8

+3 Deception (Cha)

●

IDEALS

CURRENT HIT POINTS

-1 Intelligence

CONSTITUTION

INTELLIGENCE

51

416

Priest's Pack
Cart ("Fall") and Mule
("Pride")
Healer's kit, Holy
water (2x), Ball
bearings (3x1000),
Manacles (3x), 50' Silk
Rope, Caltrops (3x),
map case and paper,
Shovel, merchant's
scale, jug, vials (3x)

] of [ 4 ]
] of [ 15 ]
[

]

Healing Light: [ ] [ ] [ ] [
*d6 (1+ warlock level/LR), 60',
bonus action
Invocations:
Repelling Blast
Fiendish (Holy) Vigor
Fighting Style: Defense (AC +1)
Divine Smite (2d8+1d8undead
+1d8 per spell level)
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FEATURES & TRAITS

]

Deitrich
CHARACTER NAME

29

5'10"

AGE

HEIGHT

170
WEIGHT

Green

Fair

Curly Blond

EYES

SKIN

HAIR

Founder of The First Holy Church
of The Redeemer
Books:
-Success & Pacifism
-Dieting with Dietrich: Cutting out
the hate
-Eldath, the Redeemer of
Redeemers
-10 Steps of the Peaceful Warrior

NAME

Eldath is also known as:
Goddess of Singing Waters
Mother Guardian of Groves
The Green Goddess
The Quiet One
Mother of the Waters
CHARACTER APPEARANCE

SYMBOL

ALLIES & ORGANIZATIONS

-Role: Front line control/ tanking,
merchant tasks, healing, off-face (that's
a thing, right?)
-Well meaning and pure of heart, but
commits questionable acts out of
nativity and stupidity.
-Believes in the power of non-violence,
and is trying to get the message out by
selling his books/recruit other into his
church. Is convinced his ideas and
resolve are godly inspired.
-Attempts to recruit others into
spreading the message. First requests
a demonstration of their resolve with a
monetary donation to the organization
(100 gold for books, marketing material,
and a free meeting with the Church of
Redemption!). Convinces others that it'll
be revenue generating once they
devote themselves to the task and
recruit others (PC is too stupid to
realize he has invented a Fantasy MLM
scheme)
-Is convinced that amassing gold is the
surest route to spreading his message,
and that smart accounting and frugality
are necessary to achieving his church's
goals
-wears armor under robes, just in case
-Conducts the ceremony ritual (spell) by
passing initiates under a waterfall,
casting dedication
-Makes maps to chart his travels and
satellite locations
CHARACTER BACKSTORY

Canary of Eldath

Blunted Glaive: Reskinning
Pact of The Chain: Imp Familiar
Glaive into a 10' quarterstaff to Scabtree, The Imp
better fit the characters desire to
prevent violence. Change
damage from slashing to bludg.
Priest's Pack (19 gp). Includes a
backpack, a blanket, 10
candles, a tinderbox, an alms
box, 2 blocks of incense, a
censer, vestments, 2 days of
rations, and a waterskin.

ADDITIONAL FEATURES & TRAITS

Shield of Mercy
shield, rare (requires attunement by a good
aligned paladin)
The Shield of Mercy allows its wielder a +1
bonus to AC in addition to the normal bonus
from a shield. It also allows you to use a
bonus action to expend a spell slot and
touch a creature. The touched creature is
healed a number of hit points equal to the
extra damage that you would have dealt with
a smite attack using that spell slot.
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Paladin(1/2lvl + chr mod)/Warlock
SPELLCASTING
CLASS

0

3

CANTRIPS

Chr

14

+6

SPELLCASTING
ABILITY

SPELL SAVE DC

SPELL ATTACK
BONUS

6

Sacred Flame
Light
Eldritch Blast
Mage Hand

SPELL
LEVEL

1

SLOTS TOTAL

3lr

[

] [

] [

False life (at will, invocation)
Cure Wounds (w)
Hex (w)
Find Familiar (w) *Ritual
SPELLS KNOWN

7

]

SPELL NAME

ED

PR

EPAR

SLOTS EXPENDED

4

Bless
o Sleep (Oath)
Ceremony
o Sanctuary (oath)
Compelled Duel
Divine Favor
Heroism
Shield of Faith
Protection from evil and good

2

2/sr

[

] [

8

]

Darkness (w)
Enthrall (w)

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 (the Vampire
Count Strahd von Zarovich, for instance).
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.
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.
Divine Smite
Starting at 2nd level, when you hit a
creature with a melee weapon attack, you
can expend one paladin spell slot to deal
radiant damage to the target, 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, to a
maximum of 5d8. The damage increases
by 1d8 if the target is an undead or a fiend.

Oath of Redemption (At 3rd level)
The Oath of Redemption sets a paladin on a difficult path,
one that requires a holy warrior to use violence only as a
last resort. Paladins who dedicate themselves to this oath
believe that any person can be redeemed and that the
path of benevolence and justice is one that anyone can
walk. These paladins face evil creatures in the hope of
turning their foes to the light, and they slay their enemies
only when such a deed will clearly save other lives.
Paladins who follow this path are known as redeemers.
While redeemers are idealists, they are no fools.
Redeemers know that undead, demons, devils, and other
supernatural threats can be inherently evil. Against such
foes, paladins who swear this oath bring the full wrath of
their weapons and spells to bear. Yet the redeemers still
pray that, one day, even creatures of wickedness will
invite their own redemption.
Tenets of Redemption
The tenets of the Oath of Redemption hold a paladin to a
high standard of peace and justice.
Peace. Violence is a weapon of last resort. Diplomacy
and understanding are the paths to long lasting peace.
Innocence. All people begin life in an innocent state, and
it is their environment or the influence of dark forces that
drives them to evil. By setting the proper example, and
working to heal the wounds of a deeply flawed world, you
can set anyone on a righteous path.
Patience. Change takes time. Those who have walked
the path of the wicked must be given reminders to keep
them honest and true. Once you have planted the seed of
righteousness in a creature, you must work day after day
to allow that seed to survive and flourish.
Wisdom. Your heart and mind must stay clear, for
eventually you will be forced to admit defeat. While every
creature can be redeemed, some are so far along the
path of evil that you have no choice but to end their lives
for the greater good. Any such action must be carefully
weighed and the consequences fully understood, but
once you have made the decision, follow through with it
knowing your path is just.
Oath of Redemption Spells
3rd Sanctuary, Sleep
5th Calm Emotions, Hold Person
9th Counterspell, Hypnotic Pattern
13th Otiluke's Resilient Sphere, Stoneskin
17th Hold Monster, Wall of Force
Channel Divinity: Emissary of Peace
You can use your Channel Divinity to augment your
presence with divine power. As a bonus action, you grant
yourself a +5 bonus to Charisma (Persuasion) checks for
the next 10 minutes.
Channel Divinity: Rebuke the Violent
You can use your Channel Divinity to rebuke those who
use violence. Immediately after an attacker within 30 feet
of you deals damage with an attack against a creature
other than you, you can use your reaction to force the
attacker to make a Wisdom saving throw. On a failed
save, the attacker takes radiant damage equal to the
damage it just dealt. On a successful save, it takes half
as much damage.
Aura of the Guardian
Starting at 7th level, you can shield others from harm at
the cost of your own health. When a creature within 10
feet of you takes damage, you can use your reaction to
magically take that damage, instead of that creature
taking it. This feature doesn’t transfer any other effects
that might accompany the damage, and this damage
can’t be reduced in any way. At 18th level, the range of
this aura increases to 30 feet.

27 Point buy
Class: religion, Ath
Background: insight, persuasion,
Cartographer’s tools, mule and cart
Human (var.): Chr, Str, medicine, Polearm
master
Polearm Master: When you take the
Attack action and attack with only a glaive,
halberd, or quarterstaff, you can use a
bonus action to make a melee attack with
the opposite end of the weapon. This
attack uses the same ability modifer as the
primary weapon. The weapon’s damage
die for this attack is a d4, and the attack
deals bludgeoning damage.
While you are wielding a glaive, halberd,
pike, or quarterstaff, other creatures
provoke an opportunity attack from you
when they enter the reach you have with
that weapon.
Pact of the Chain
You learn the Find Familiar spell and can
cast it as a ritual. The spell doesn't count
against your number of spells known.
When you cast the spell, you can choose
one of the normal forms for your familiar or
one of the following special forms: imp,
pseudodragon, quasit or sprite.
Additionally, when you take the Attack
action, you can forgo one of your own
attacks to allow your familiar to make one
attack of its own with its reaction.
Future invocations:Grasp of Hadar
Repelling Blast: When you hit a creature
with eldritch blast, you can push the
creature up to 10 feet away from you in a
straight line.
Fiendish (Holy) Vigor: You can cast false
life on yourself at will as a 1st-level spell,
without expending a spell slot or material
components.

Backstory
Celestial Warlock Patron:
Expanded Spell List
The Celestial lets you choose from
an expanded list of spells when you
learn a warlock spell. The following
spells are added to the warlock
spell list for you.
Spell Level Spells
1st Guiding Bolt, Cure Wounds
2nd Flaming Sphere, lesser
Restoration
3rd Daylight, Revivify
4th Guardian of Faith, Wall of Fire
5th Flame Strike, Greater
Restoration
Bonus Cantrips
At 1st level, you learn the sacred
flame and light cantrips. They count
as warlock cantrips for you, but
they don’t count against your
number of cantrips known.
Healing Light
At 1st level, you gain the ability to
channel celestial energy to heal
wounds. You have a pool of d6s
that you spend to fuel this healing.
The number of dice in the pool
equals 1 + your warlock level.
As a bonus action, you can heal
one creature you can see within 60
feet of you, spending dice from the
pool. The maximum number of dice
you can spend at once equals your
Charisma modifier (minimum of one
die). Roll the dice you spend, add
them together, and restore a
number of hit points equal to the
total.
Your pool regains all expended
dice when you finish a long rest.

Quirks:
-Casts Light cantrip on head/hood
to emulate the "light" he hopes to
spread in the world (Flaw
compulsion)
- "If the Gods so choose..."
Attacking actions like sacred flame
and polearm master OA are an act
of God rather than an aggressive
action via Dietrich. Otherwise, he
rarely goes on the offensive.

Leveling log:
+ 3 runes from session on 03/24/18
+ 1 New Player orientation
+ 2 runes from Rae's session
+ 3 runes from session on 04/07/18
+ 3 runes from session on
04/21/18. +342 gold, shield of
mercy. -200gp for splint armor.
xchange charm person for Enthrall.
-123gp for adventuring gear
+3 runes for ITT Day 2018
+3 runes from Olivia's session "Lost
Kenku". +258gp Cursed Femorian
eye, picture frame of 4 Kamadans,
potion of greater healing

