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Falanyr Duskleaf
Paladin/Oath of Devotion 5 Knight of the Order Mark Ayers

Elf/High Elf True Neutral

+3

15

48

16 +5 30
I can stare down a hellhound without
flinching. I always want to know how
things work and what makes people tick.

Ideals aren't worth killing for or
going to war for. (Neutral)

Someone I loved died because of a
mistake I made. That will never happen
again.

I made a terrible mistake in battle
that cost many lives--and I would do
anything to keep that mistake secret.
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Longsword +4 1d8 +1 slashing

Longbow +8 1d8 +5 piercing

Weapon Master.þÿ� � � � � � � � � � � � � � � � � � � � � � � � � � � �  "� �I�n�c�r�e�a�s�e� �y�o�u�r� �S�t�r�e�n�g�t�h� �o�r� �D�e�x�t�e�r�i�t�y� �s�c�o�r�e
by 1, to a maximum of 20.

Fighting Style: 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.

Fey Ancestry.                          You have advantage on saving throws against
being charmed and magic can't put you to sleep

Trance.              Elves don't need to sleep. Instead, they meditate
deeply, remaining semiconscious, for 4 hours a day. (The
Common word for such meditation is 'trance.') While
meditating, you can dream after a fashion; such dreams are
actually mental exercises that have become re exive through
years of practice. After resting in this way, you gain the
same bene t that a human does from 8 hours of sleep.

Darkvision.                      Accustomed to twilit forests and the night sky,
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.

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.

Divine Smite.                          Starting at 2nd level, 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  Not for resale.
Permission granted to print or photocopy this document for
personal use only. System Reference Document 5.0 32 higher
than 1st, to a maximum of 5d8. The damage  increases by 1d8
if the target is an undead or a fiend.

Languages.                    Deep speech, Elvish, Common

Weapon.              Simple, Martial, Longsword, Shortsword,
Shortbow, Longbow, Crossbow light, Light hammer

Armor.            Light, Medium, Heavy, Shields

Tools.            Woodcarvers tools, Lyre
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Falanyr Duskleaf
135 years 5'9" 147 lbs.

Falanyr was born into a family within the High
Elven royal circle. At the age of 45 he took an
oath of devotion and became a Paladin. But over
the last 90 years of his service and pledge
Falanyr has become somewhat disillusioned with
his position and purpose. He operates within the
Paladin orders but he does not blindly follow the
directives of his superiors. He tries to remain
as neutral as possible; almost to a fault when
the line between right and wrong becomes so
blurred.  Five years ago Falanyr was charged with
expunging a Chaotic sect from a large village.
But the intel was wrong about the village name
and location. His Paladin unit charged the
village and killed many innocent villagers, one
of which was his sister who had moved away to
start a new life just a few months before. She
did not tell Falanyr where she was going and he
cut her down without thinking based on his
"orders". After the incident the Chaotic sect
assaulted the village from the foothills,
catching the Paladins off-guard. Only  a
distraught Falanyr and two of his men escaped...
out of a company of thirty Paladins. He was
blamed for the mistake by his superiors but no
punishment was levied against Falanyr. This was
because he had found proof prior to the hearing
that his superiors lied to him about the village
name and he blackmailed them. Exactly why he did
not know. But if he was to be punished the truth
would come out.  Since then the High Elf Paladin
has questioned his devotion and his orders at
every turn.

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  × 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 Health.                            By 3rd level, the divine magic flowing
through you  makes you immune to disease.

Extra Attack.                          Beginning at 5th level, you can attack twice,
instead  of once, whenever you take the Attack action on
your  turn.

Channel Divinity.                                  When you take this oath at 3rd level, you
gain the  following two Channel Divinity options. Sacred
Weapon. As an action, you can imbue one  weapon that you
are holding with positive energy,  using your Channel
Divinity. For 1 minute, you add  your Charisma modifier to
attack rolls made with  that weapon (with a minimum bonus
of +1). The  weapon also emits bright light in a 20-foot
radius  and dim light 20 feet beyond that. If the weapon is
not already magical, it becomes magical for the  duration.
You can end this effect on your turn as part of any  other
action. If you are no longer holding or carrying  this
weapon, or if you fall unconscious, this effect  ends. Turn
the Unholy. As an action, you present your  holy symbol and
speak a prayer censuring fiends  and undead, using your
Channel Divinity. Each fiend  or undead that can see or
hear you within 30 feet of  you must make a Wisdom saving
throw. If the  creature fails its saving throw, it is
turned for 1  minute or until it takes damage. A turned
creature must spend its turns 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. It  also can't take reactions. For
its action, it can use  only the Dash action or try to
escape from an effect  that prevents it from moving. If
there's nowhere to  move, the creature can use the Dodge
action.
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Detect Evil and Good

2

Flame Blade

Paladin Cha 13 +5


	Character Details (Optional) - Print Version
	Character Sheet - Print Version
	Spellcasting Sheet (Optional) - Print Version



