Paladin (1)
CLASS & LEVEL

Lady Jocelyn Fairblade
CHARACTER NAME

Soldier

Synthil

BACKGROUND

PLAYER NAME

Human

Neutral Good

RACE

ALIGNMENT

EXPERIENCE POINTS

INSPIRATION

STRENGTH

16

0

18
+2

ARMOR
CLASS

PROFICIENCY BONUS

30

INITIATIVE

The common folk love me for my
kindness and generosity.

SPEED
PERSONALITY TRAITS

+3
Hit Point Maximum 12

+3 Strength
DEXTERITY

10

0

Happiness. It's what really matters in the
end.

Dexterity

+2 Constitution
-1

CURRENT HIT POINTS

Intelligence

+1 Wisdom

0

My fellow members of the Prismatic
Order.

+5 Charisma
CONSTITUTION

14
+2
INTELLIGENCE

8

SAVING THROWS

TEMPORARY HIT POINTS

0

Acrobatics (Dex)

-1

Animal Handling (Wis)

-1

Arcana (Int)

Total

8

HIT DICE

I have an insatiable desire for carnal
pleasures.

DEATH SAVES

-1

History (Int)

-1

Insight (Wis)

NAME

FLAWS

-1

Investigation (Int)

-1

Medicine (Wis)

-1

Nature (Int)

ATK BONUS DAMAGE/TYPE

Dagger

+5

1d4 + 3 piercing

Longsword

+5

1d8 + 3 slashing

---------------Actions-------------Divine Sense. Within 60 ft., detect presense
of undead, celestial, or fiend. Also detect
consecrated or desecrated object or place
(use 4 times/long rest, see PHB 84).
Lay on Hands. You have a healing pool of 5
HPs, with it you can heal a creature or
expend 5 points to cure disease or neutralize
poison (use once/long rest, see PHB 84).

+1 Perception (Wis)

-1

+5 Performance (Cha)

CHARISMA

16

(additional features & traits on page 2)

+5 Persuasion (Cha)
-1

Religion (Int)

0

Sleight of Hand (Dex)

0

Stealth (Dex)

-1

Survival (Wis)
SKILLS

11

SUCCESSES

BONDS

+5 Athletics (Str)

+5 Intimidation (Cha)
WISDOM

1d10

FAILURES

+3 Deception (Cha)

-1

+3

IDEALS

ATTACKS & SPELLCASTING

PASSIVE WISDOM (PERCEPTION)

Pouch (1); Clothes, common (1);
Waterskin (1); Insignia of Rank
(1); Shield (1); Bedroll (1);
Rations (1 day) (10); Rope,
hempen (1); Tinderbox (1);
Mess kit (1); Backpack (1);
Chain mail (1); Torch (10)

CP

Tool Proficiencies: Land Vehicles; Playing
Card Set

SP

EP

Weapon Proficiencies: Martial; Simple
Armor Proficiencies: Heavy; Light; Medium;
Shields

GP

Language Proficiencies: Common; Elvish

PP

OTHER PROFICIENCIES & LANGUAGES

10

EQUIPMENT
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FEATURES & TRAITS

23

Lady Jocelyn Fairblade
CHARACTER NAME

AGE

1.80m

70kg

HEIGHT

WEIGHT

Green

Fair

GInger

EYES

SKIN

HAIR

NAME

SYMBOL

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

Magic Initiate Feat. Gain 2 cantrips and 1 1st level spell from a chosen class (see PHB 168).
Being a knight was Jocelyn's dream from a
very young age. However as the daughter of
an impoverished farmer, that was an
unatainable prospect. Jocelyn's path brought
her to work as a prostitute, her dreams
seeming ever more foolish.
But then she met, Sir Tristan of Zent, a
knight of the Prismatic Order. This elusive
order of knights claimed to have the common
people as their liege. They travelled the land,
helping where they could. Sir Tristan used
his mystical powers to cure diseases, a task
that brought him to the brothel in the first
place.
In the kind and valiant Jocelyn, the knight
recognized a kindred spirit. His old squire
was knighted recently and he offered her the
position. Jocelyn accepted in a heartbeat.
After travelling and training for years, Jocelyn
has become a full knight herself last week.
Now she looks forward to help the people in
the name of the order, just as she was
helped by them.

ADDITIONAL FEATURES & TRAITS

CHARACTER BACKSTORY

TREASURE
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Bard
SPELLCASTING
CLASS

0

CANTRIPS

3

Charisma

13

+5

SPELLCASTING
ABILITY

SPELL SAVE DC

SPELL ATTACK
BONUS

6

Light
Vicious Mockery

SPELL
LEVEL

SLOTS TOTAL

SLOTS EXPENDED

1
PR

ED

EPAR

7
SPELL NAME

Faerie Fire

SPELLS KNOWN

4

8

2

5
9
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Page 1
Level-1 evocation

Evocation cantrip

Enchantment cantrip

Faerie Fire

Light

Vicious Mockery

1 act.
60 ft
V
Conc, 1 min
Each object in a 20-foot cube within range is
outlined in blue, green, or violet light (your
choice). Any creature in the area when the
spell is cast is also outlined in light if it fails a
Dexterity saving throw. For the duration,
objects and affected creatures shed dim light
in a 10-foot radius. Any attack roll against an
affected creature or object has advantage if
the attacker can see it, and the affected
creature or object can't benefit from being
invisible.

1 act.
Touch
V,M
1 hr
You touch one object that is no larger than 10
feet in any dimension. Until the spell ends,
the object sheds bright light in a 20-foot
radius and dim light for an additional 20 feet.
The light can be colored as you like.
Completely covering the object with
something opaque blocks the light. The spell
ends if you cast it again or dismiss it as an
action. If you target an object held or worn by
a hostile creature, that creature must succeed
on a Dexterity saving throw to avoid the spell.

1 act.
60 ft
V
Inst
Target on creature, if it can hear you it takes
1d4 psychic damage on a failed WIS save.
On failed save it also has disadvantage on its
next attack roll before the end of your next
turn. (see PHB 285 for more details)

Bard

Bard

Bard

DC 13 Mod +5

DC 13 Mod +5

DC 13 Mod +5
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