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Darkvision: 60ft.
Rancor +8 2d6+8 Slashing

Inflict Wounds  +6 3d10 Necrotic

-Extra Attack (2 attacks)

-Choose -5 on attack to add +10
damage; also, reroll all 1s or 2s on
damage die with Rancor

-On critical hits with Rancor, roll
damage dice one additional time, and
also make one additional bonus attack

y
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- Rancor: + 1 Greatsword
- Splint Armor

-

Languages: Common, Orc

Proficiencies:
Light/Medium/Heavy Armor,
Simple/Martial Weapons,
Shields, Thieves' Tools

) OTHER PROFICIENCIES & LANGUAGES

- Clothes (common) with
hooded cloak

- Burglar's Pack/Thieves'
Tools: backpack, tinderbox,
torches (9), 50' rope, mess
kit, rations (8 days), crowbar,
small file, lockpick set, pliers,
small mirror on a metal
handle, narrow-bladed
scissors, empty flask

- Poison, basic (3 vials)

EQUIPMENT

Divine Health: Immunity: Disease

Fighting Style: Great Weapon
* When you roll a 1 or 2 on damage while wielding
Rancor, you can reroll the die and must use the new roll.

Great Weapon Master:

* On critical hit (or reduce a creature to Ohp with one)
while wielding Rancor, make additional attack with Rancor
as a bonus action.

* Before you make a melee attack with Rancor, you can
choose to take a -5 penalty to the attack roll. If the attack
hits, you add +10 to the attack's damage.

Savage Attacks: On critical hits, roll weapon’s damage dice
one additional time

Relentless Endurance: When reduced to O hit points but
not killed outright, drop to 1 hit point instead

Lay on Hands: Restore HP = Ivl x5 (35)
* Use 5 HP to cure target of one disease or neutralize
poison

Channel Divinity: 1/ short rest
* Control Undead: Up to 30° WIS
save, lasts 24 hours
* Dreadful Aspect: All in 30° WIS
save or Frightened. Duration: 1 min

Divine Sense: Good/Evil, 60" location
* type of fiend/celestial/undead
* desecration/consecration
* 4 uses/long rest

Divine Smite: Expend a spell slot to deal
radiant damage

* 2d8 for 1st level

* +1d8/level (max 5d8)

* +1d8/undead/fiend

Aura of Protection: You and allies within 10' gain bonus to
all saves equal to your CHA mod (+3)

Aura of Hate: Grant yourself and all fiends/undead (of your

choice) within 10' of you a bonus equal to our CHA modifier
(+3) to melee weapon damage
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Organizations: 7%:

CHARACTER APPEARANCE

Loyal to his patron, the demon
Ur-Gothoz.

Enemies:

Former party members, who left him
in a Luskan prison: Senjak, Dorotea,
Simmeon and Kryll the
necromancer.

In addition, he holds animosity
against Ajantis llvastarr (LG human
paladin), and Azothet the marilith,
who seeks to sever Ur-Gothoz's
influence over Dorn.

ALLIES & ORGANIZATIONS

Dorn shows little interest in
sharing details of his past, and
seems slow to trust anyone with
much personal information. That
he hails from the north and serves
a demonic master is no secret. But
beyond his dedication to his
patron, Ur-Gothoz, Dorn says
almost nothing about himself.

Eventually, he may reveal that he
suffered a painful betrayal in the
past, an offense he has neither
forgiven nor forgotten. Ur-Gothoz
had commanded him to seek out
and destroy an individual at the
crusader camp during the
ceremony of the Enlightenment.
Dorn attempted this task but was
betrayed and imprisoned instead.
He now longs for vengeance
against those who dared to cage
him, and will exact harsh
vengeance on anyone who
betrays him in the future.

His single-minded goals have left

him with few interests or hobbies
aside from combat.

CHARACTER BACKSTORY

Rancor: +1 greatsword. Treat as +2 if enemy slain within 1 day.

Poison: Applying poison to sword takes an action. A creature hit
by the poisoned weapon must make DC 10 CON saving throw or
take +1d4 poison damage. Once applied, the poison retains
potency for 1 minute before drying.

ADDITIONAL FEATURES & TRAITS

Dorn seeks the following treasures:

1. The Visage: This silver mask has a grotesque face distorted into a grimace. When donned, the eyes
pulse with a deep red when the wearer speaks, adding to its unsettling presence. It hums with a
variety of magical enchantments, inspiring fear in all who gaze upon it.

When worn, the Visage grants immunity to feeblemind, confusion, fear, and charm. It also provides the
following effects 1/day: cast the dominate person spell; breathe black dragon breath weapon (15' line,
3d6 acid damage, DC 13 DEX save for half damage).

2. The Abyssal Blade: +3 greatsword, +5 vs. good-aligned enemies. Once wielded by the infamous
babau assassin Khazzrax the Grasping Death. Lore tells of a blade, black as the night, that Khazzrax
would use to slash his victims open, causing fire to briefly flare out of the fresh wound.

Fated to be empowered by the magically bound souls of two rival demons: either Azothet the marilith,
or Dorn's own patron, Ur-Gothoz.
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	CharacterName 2: Dorn Il-Khan
	Age: 
	Height: 
	Weight: 
	Eyes: 
	Skin: 
	Hair: 
	Allies: Organizations:
Loyal to his patron, the demon Ur-Gothoz.

Enemies:
Former party members, who left him in a Luskan prison: Senjak, Dorotea, Simmeon and Kryll the necromancer.

In addition, he holds animosity against Ajantis Ilvastarr (LG human paladin), and Azothet the marilith, who seeks to sever Ur-Gothoz's influence over Dorn.


	FactionName: 
	Backstory: Dorn shows little interest in sharing details of his past, and seems slow to trust anyone with much personal information. That he hails from the north and serves a demonic master is no secret. But beyond his dedication to his patron, Ur-Gothoz, Dorn says almost nothing about himself.

Eventually, he may reveal that he suffered a painful betrayal in the past, an offense he has neither forgiven nor forgotten. Ur-Gothoz had commanded him to seek out and destroy an individual at the crusader camp during the ceremony of the Enlightenment. Dorn attempted this task but was betrayed and imprisoned instead. He now longs for vengeance against those who dared to cage him, and will exact harsh vengeance on anyone who betrays him in the future.

His single-minded goals have left him with few interests or hobbies aside from combat.
	Feat+Traits: Rancor: +1 greatsword. Treat as +2 if enemy slain within 1 day.

Poison: Applying poison to sword takes an action. A creature hit by the poisoned weapon must make DC 10 CON saving throw or take +1d4 poison damage. Once applied, the poison retains potency for 1 minute before drying.
	Treasure: Dorn seeks the following treasures:

1. The Visage: This silver mask has a grotesque face distorted into a grimace. When donned, the eyes pulse with a deep red when the wearer speaks, adding to its unsettling presence. It hums with a variety of magical enchantments, inspiring fear in all who gaze upon it.

When worn, the Visage grants immunity to feeblemind, confusion, fear, and charm. It also provides the following effects 1/day: cast the dominate person spell; breathe black dragon breath weapon (15' line, 3d6 acid damage, DC 13 DEX save for half damage).

2. The Abyssal Blade: +3 greatsword, +5 vs. good-aligned enemies. Once wielded by the infamous babau assassin Khazzrax the Grasping Death. Lore tells of a blade, black as the night, that Khazzrax would use to slash his victims open, causing fire to briefly flare out of the fresh wound.

Fated to be empowered by the magically bound souls of two rival demons: either Azothet the marilith, or Dorn's own patron, Ur-Gothoz.
	CHARACTER IMAGE: 
	Faction Symbol Image: 
	ClassLevel: Paladin 7
	Background: Urban Bounty Hunter
	PlayerName: 
	CharacterName: Dorn Il-Khan
	Race : Half-Orc
	Alignment: Neutral Evil
	XP: 23,000
	Inspiration: 
	STR: +4
	ProfBonus: +3
	AC: 17
	Initiative: +3
	Speed: 30 ft.
	PersonalityTraits : I am incredibly slow to trust. Those who seem the fairest often have the most to hide.
	STRmod: 19
	HPMax: 60
	ST Strength: +7
	DEX: +3
	HPCurrent: 60
	Ideals: I have been betrayed in the past, and will exact harsh vengeance on

anyone who betrays me in the future. 
	DEXmod : 16
	HPTemp: 
	Bonds: I will track down and avenge myself against those that have wronged me.
	CON: +2
	HDTotal: 7d10
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	Flaws: My single-minded goals have left me with few interests or hobbies aside from combat.
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	Wpn Name: Rancor
	Wpn1 AtkBonus: +8
	Wpn1 Damage: 2d6+8 Slashing
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	Wpn Name 2: Inflict Wounds
	Wpn2 AtkBonus : +6
	Wpn2 Damage : 3d10 Necrotic
	Investigation : +0
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	Arcana: +0
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	Persuasion: +6
	SleightofHand: +3
	CHamod: 16
	Survival: +2
	AttacksSpellcasting: -Extra Attack (2 attacks)

-Choose -5 on attack to add +10 damage; also, reroll all 1s or 2s on damage die with Rancor

-On critical hits with Rancor, roll damage dice one additional time, and also make one additional bonus attack
	Passive: 12
	CP: 0
	ProficienciesLang: Languages: Common, Orc 

Proficiencies: Light/Medium/Heavy Armor, Simple/Martial Weapons, Shields, Thieves' Tools
	SP: 0
	EP: 0
	GP: 0
	PP: 0
	Equipment: - Rancor: + 1 Greatsword
- Splint Armor

- Clothes (common) with hooded cloak
- Burglar's Pack/Thieves' Tools: backpack, tinderbox, torches (9), 50' rope, mess kit, rations (8 days), crowbar, small file, lockpick set, pliers, small mirror on a metal handle, narrow-bladed scissors, empty flask
- Poison, basic (3 vials)

	Features and Traits: Darkvision: 60ft.

Divine Health: Immunity: Disease

Fighting Style: Great Weapon
    * When you roll a 1 or 2 on damage while wielding Rancor, you can reroll the die and must use the new roll.

Great Weapon Master:
    * On critical hit (or reduce a creature to 0hp with one) while wielding Rancor, make additional attack with Rancor as a bonus action.
    * Before you make a melee attack with Rancor, you can choose to take a -5 penalty to the attack roll. If the attack hits, you add +10 to the attack's damage.

Savage Attacks: On critical hits, roll weapon’s damage dice one additional time

Relentless Endurance: When reduced to 0 hit points but not killed outright, drop to 1 hit point instead

Lay on Hands: Restore HP = lvl x5 (35)
    * Use 5 HP to cure target of one disease or neutralize poison

Channel Divinity: 1/ short rest
     * Control Undead: Up to 30’ WIS      
       save, lasts 24 hours
     * Dreadful Aspect: All in 30’ WIS  
       save or Frightened. Duration: 1 min

Divine Sense: Good/Evil, 60' location
     * type of fiend/celestial/undead
     * desecration/consecration
     * 4 uses/long rest

Divine Smite: Expend a spell slot to deal
radiant damage
     * 2d8 for 1st level
     * +1d8/level (max 5d8)
     * +1d8/undead/fiend

Aura of Protection: You and allies within 10' gain bonus to all saves equal to your CHA mod (+3)

Aura of Hate: Grant yourself and all fiends/undead (of your choice) within 10' of you a bonus equal to our CHA modifier (+3) to melee weapon damage
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