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Paladin (Oath of Vengence)  Soldier Zach
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1 History Savage Attacker - You've trained to deal particularly
1 damaging strikes. Once per turn when you hit a target with a
2 Insight G reatswo rc 2d6 SIaShlng weapon, you can roll the weapon's damage dice twice and

use either roll against the target.

*_ Intimidation Javelln 1d6 plerCI ng Great Weapon Master - Ability Score Increase. Increase

your Strength score by 1, to a maximum of 20.

Heavy Weapon Mastery. When you hit a creature with a
weapon that has the Heavy property as part of the Attack
action on your turn, you can cause the weapon to deal extra
damage to the target. The extra damage equals your
Proficiency Bonus.

Hew. Immediately after you score a Critical Hit with a Melee
weapon or reduce a creature to 0 Hit Points with one, you
can make one attack with the same weapon as a Bonus
Action.
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4 _ Persuasion Great Weapon Fighting - When you roll damage for an

attack you make with a Melee weapon that you are holding
with two hands, you can treat any 1 or 2 on a damage die as
a 3. The weapon must have the Two-Handed or Versatile
property to gain this benefit.

1 Religion

1 Sleight of Hand

1 Stealth Relentless Endurance - When you are reduced to 0 hit

points but not killed outright, you can drop to 1 hit point
instead. You can't use this feature again until you finish a
long rest.
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Darkvision - 120ft.
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- Simple and Martial Weapons

- Light, Medium, and Heavy armor and
Shields

- Mason's Tools

- Languages: Common and Orc

- Weapon Mastery: Greatswords and
Javalins (Can change per long rest)
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Korruk was once a soldier in
platoon 59 of or the Lord's Army
faction. He achieved high honors
for his skill on the battlefield and
courage to lead charges into battle.
One night after a great victory, a
fellow soldier, who was really an
undercover enemy spy, murdered
the rest of the platoon in their sleep,
and Korruck awoke find dozens of
his brethren slaughtered. He hunted
down this traitor and took his head,
only to feel a surge of power.
Vengeance seeking gave him a
sense of purpose he had never felt
before. Korruk knew that with his
platoon gone, he needed a mission
to carry on in his path of solitude.
He took on the path of a Paladin
and swore an oath of vengeance.
He has since been on mission,
seeking out those who have chosen
the path of evil, and having no
mercy on them.

Korruk is quick to rush into battle
against foes, particularly those who
he deems as evil. He is coordial
with his allies, and values honesty
and loyalty.

CHARACTER BACKSTORY

Chanel Charge (2):

Vow of Emnity - Bonus Action

When you take the Attack action, you can expend one use of your Channel Divinity to utter a vow of enmity against a creature you
can see within 30 feet of yourself. You have Advantage on attack rolls against the creature for 1 minute or until you use this feature
again.

If the creature drops to 0 Hit Points before the vow ends, you can transfer the vow to a different creature within 30 feet of yourself
(no action required).

Divine Sense. As a Bonus Action, you can open your awareness to detect Celestials, Fiends, and Undead. For the next 10 minutes
or until you have the Incapacitated condition, you know the location of any creature of those types within 60 feet of yourself, and you
know its creature type. 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.

Lay on Hands:
Your blessed touch can heal wounds. You have a pool of healing power that replenishes when you finish a Long Rest. With that
pool, you can restore a total number of Hit Points equal to five times your Paladin level.

As a Bonus Action, you can touch a creature (which could be yourself) and draw power from the pool of healing to restore a number
of Hit Points to that creature, up to the maximum amount remaining in the pool.

You can also expend 5 Hit Points from the pool of healing power to remove the Poisoned condition from the creature; those points
don't also restore Hit Points to the creature

ADDITIONAL FEATURES & TRAITS
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	ClassLevel: Paladin (Oath of Vengence)
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	AttacksSpellcasting: 
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	CP: 
	ProficienciesLang: - Simple and Martial Weapons

- Light, Medium, and Heavy armor and Shields





- Mason's Tools



- Languages: Common and Orc



- Weapon Mastery: Greatswords and Javalins (Can change per long rest)




	SP: 
	EP: 
	GP: 9
	PP: 
	Equipment: Chain Mail, Shield, Longsword, 6 Javalins, Holy Symbol, Priest's Pack, greatsword
	Features and Traits: Savage Attacker - You've trained to deal particularly damaging strikes. Once per turn when you hit a target with a weapon, you can roll the weapon's damage dice twice and use either roll against the target.



Great Weapon Master - Ability Score Increase. Increase your Strength score by 1, to a maximum of 20.

Heavy Weapon Mastery. When you hit a creature with a weapon that has the Heavy property as part of the Attack action on your turn, you can cause the weapon to deal extra damage to the target. The extra damage equals your Proficiency Bonus.

Hew. Immediately after you score a Critical Hit with a Melee weapon or reduce a creature to 0 Hit Points with one, you can make one attack with the same weapon as a Bonus Action.



Great Weapon Fighting - When you roll damage for an attack you make with a Melee weapon that you are holding with two hands, you can treat any 1 or 2 on a damage die as a 3. The weapon must have the Two-Handed or Versatile property to gain this benefit.



Relentless Endurance - When you are reduced to 0 hit points but not killed outright, you can drop to 1 hit point instead. You can't use this feature again until you finish a long rest.



Darkvision - 120ft.



Adrenaline Rush. You can take the Dash action as a Bonus Action. When you do so, you gain a number of Temporary Hit Points equal to your Proficiency Bonus.

You can use this trait a number of times equal to your Proficiency Bonus, and you regain all expended uses when you finish a Short or Long Rest
	CharacterName 2: Korruk
	Age: 18
	Height: 6ft 5
	Weight: 235lbs
	Eyes: Brown
	Skin: Light Green
	Hair: 
	Faction Symbol Image: 
	Allies: 
	FactionName: 
	Backstory: Korruk was once a soldier in platoon 59 of or the Lord's Army faction. He achieved high honors for his skill on the battlefield and courage to lead charges into battle. One night after a great victory, a fellow soldier, who was really an undercover enemy spy, murdered the rest of the platoon in their sleep, and Korruck awoke find dozens of his brethren slaughtered. He hunted down this traitor and took his head, only to feel a surge of power. Vengeance seeking gave him a sense of purpose he had never felt before.  Korruk knew that with his platoon gone, he needed a mission to carry on in his path of solitude. He took on the path of a Paladin and swore an oath of vengeance. He has since been on mission, seeking out those who have chosen the path of evil, and having no mercy on them.



Korruk is quick to rush into battle against foes, particularly those who he deems as evil. He is coordial with his allies, and values honesty and loyalty.
	Feat+Traits: Chanel Charge (2):

Vow of Emnity - Bonus Action

When you take the Attack action, you can expend one use of your Channel Divinity to utter a vow of enmity against a creature you can see within 30 feet of yourself. You have Advantage on attack rolls against the creature for 1 minute or until you use this feature again.

If the creature drops to 0 Hit Points before the vow ends, you can transfer the vow to a different creature within 30 feet of yourself (no action required).



Divine Sense. As a Bonus Action, you can open your awareness to detect Celestials, Fiends, and Undead. For the next 10 minutes or until you have the Incapacitated condition, you know the location of any creature of those types within 60 feet of yourself, and you know its creature type. 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.







Lay on Hands:

Your blessed touch can heal wounds. You have a pool of healing power that replenishes when you finish a Long Rest. With that pool, you can restore a total number of Hit Points equal to five times your Paladin level.



As a Bonus Action, you can touch a creature (which could be yourself) and draw power from the pool of healing to restore a number of Hit Points to that creature, up to the maximum amount remaining in the pool.



You can also expend 5 Hit Points from the pool of healing power to remove the Poisoned condition from the creature; those points don't also restore Hit Points to the creature
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