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Bio & Info Character Sheet Attributes & Abilities

3 PROFICIENCY BONUS

Shaped 5E v19.3.0

CHARACTER NAME

Arus Ahlorsath
Paladin 6
CLASS & LEVEL

Far Traveler
BACKGROUND

Triton
RACE

Medium
SIZE

LN
ALIGNMENT

14000 / 23000
EXPERIENCE POINTS

STRENGTH

+3
16

DEXTERITY

+0
10

CONSTITUTION

+2
14

INTELLIGENCE

-1
8

WISDOM

+4
19

CHARISMA

+3
17

INSPIRATION

+3 Strength
+0 Dexterity
+2 Constitution
-1 Intelligence
+7 Wisdom
+6 Charisma

SAVING THROWS

SKILLS

(10) +0 Acrobatics ( )Dex

(14) +4 Animal Han( )Wis

(9) -1 Arcana ( )Int

(13) +3 Athletics ( )Str

(13) +3 Deception ( )Cha

(9) -1 History ( )Int

(14) +4 Insight ( )Wis

(13) +3 Intimidation( )Cha

(9) -1 Investigation ( )Int

(14) +4 Medicine ( )Wis

(9) -1 Nature ( )Int

(14) +4 Perception ( )Wis

(13) +3 Performan ( )Cha

(13) +3 Persuasion( )Cha

(9) -1 Religion ( )Int

(10) +0 Sleight of H( )Dex

(10) +0 Stealth ( )Dex

(14) +4 Survival ( )Wis

CONDITIONS

Blinded Charmed
Deafened Frightened
Grappled Incapacitated
Invisible Paralyzed
Petrified Poisoned
Prone Restrained
Stunned Unconscious

EXHAUSTION

Damage Resistances cold
RESISTANCES & IMMUNITIES

Proficiencies. Armor: All armor, shields 
Weapons: Simple weapons, martial weapons 
Tools: Horn
Languages. Common, Primordial, Giant

OTHER PROFICIENCIES & LANGUAGES

20
ARMOR
CLASS

+0
INITIATIVE

30
SPEED

30
SWIM

/6d10

HIT DICE

Short rest
Long rest

REST

52
HP

+ 0

-Ma52

1
SUCCESSES

FAILURES

DEATH SAVES

condense

OFFENSE 14 lb

AMMO 0 lb

condense
UTILITY 0 lb

Longsword. Melee Weapon Attack: +6 to hit, reach 5 ft.,
one target. Hit: 7 (1d8 + 3) slashing damage.

Longsword (Versatile). Melee Weapon Attack: +6 to hit,
reach 5 ft., one target. Hit: 7 (1d8 + 3) slashing damage.

Trident. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 6 (1d6 + 3) piercing damage.

Trident (Versatile). Melee Weapon Attack:  Hit: 
Trident (Thrown). Ranged Weapon Attack: +6 to hit, range

20/60 ft., one target. Hit: 6 (1d6 + 3) piercing damage.

Tridents1

     
 

SPELLS

Charisma

ABILITY

14

SAVE DC

+6

ATTACK

12

KNOWN

0

PREPARED

filters prepared ritual no concentration V S M reaction
bonus action longer cantrips 1 2 3 4 5 6 7 8 9 all
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condense

ARMOR 71 lb

condense

Plate Armor. AC 18. 
Shield. AC 2. 

CP 0 Horn. 
Backpack. 

I learned an antiquated version of Common and drop
thee and thou into my speech.

PERSONALITY TRAITS

I learned an antiquated version of Common and drop
thee and thou into my speech.

IDEALS

I learned an antiquated version of Common and drop
thee and thou into my speech.

BONDS

I learned an antiquated version of Common and drop
thee and thou into my speech.

FLAWS

MODIFIERS

condense
Divine Sense ( /1, Long rest). 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.
Lay on Hands ( /5, Long rest). Your blessed touch can
heal wounds. As an action, you can touch a creature to
restore a number of hit points to that creature. 
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.
Fighting Style: Dueling (Paladin). You adopt a particular
style of fighting as your specialty. Choose one of the
following options. You can’t take a Fighting Style option
more than once, even if you later get to choose again. 
 
Defense 
While you are wearing armor, you gain a +1 bonus to AC. 
 
Dueling 
When you are wielding a melee weapon in one hand and
no other weapons, you gain a +2 bonus to damage rolls
with that weapon. 
 
Great Weapon Fighting 
When you roll a 1 or 2 on a damage die for an attack you
make with a melee weapon that you are wielding with two
hands, you can reroll the die and must use the new roll,
even if the new roll is a 1 or a 2. The weapon must have
the two-handed or versatile property for you to gain this
benefit. 
 
Protection 
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. You must be
wielding a shield.
Divine Smite. When you hit a creature with a melee
weapon attack, you can expend one 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.
Divine Health. The divine magic flowing through you
makes you immune to disease.
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0.00 value
0 lb

EQUIPMENT 30 lb

240
480

80
160 115 lb

WEIGHT

SP 0

EP 0

GP 0

PP 0

Bedroll. 
Traveler’s Clothes. 
Rations. 
Waterskin. 
Mess Kit. 
Tinderbox. 
Healer’s Kit. 

Carrying capacity
Push, Drag, or Lift

Encumbered
Heavily Encumbered

CLASS FEATURES

Channel Divinity ( /1, Short or Long rest). Your oath
allows you to channel divine energy to fuel magical effects.
Each Channel Divinity option provided by your oath
explains how to use it.
Extra Attack (Paladin). You can attack twice, instead of
once, whenever you take the Attack action on your turn.
Aura of Protection. Whenever you or a friendly creature
within 10 feet of you must make a saving throw, the
creature gains a bonus to the saving throw equal to
[[@{charisma_mod}]] (with a minimum bonus of +1). You
must be conscious to grant this bonus.

MISCELLANEOUS NOTES

Other stuff- 
Small piece of jewelry 
Map of the Sword Coast 
A candle that can't be lit

MISCELLANEOUS NOTES

Male
GENDER

80
AGE

5'9"
HEIGHT

157
WEIGHT

Black
EYES

Blue-green
SKIN

Green
HAIR

APPEARANCE

BACKSTORY
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