
Conqueror(Paladin) 7 Far Traveller nemarsde

Triton Medium Lawful Neutral 23000

+3 60'14 30' 15' 7
1020 30'

+3
16 +3

+6

0

0

60

12

14

8

0

0

+2

Immune to 
disease

Longsword

Trident

+6 1d8+5|Versatile

+6 1d6+5|Thrown(30/120')

-1

-1

-1

-1

-1

-1

+3

+1

+1

+1

4 3

Simple 
Weapons, 
Martial 
Weapons

Horn

Common, 
Primordial, Giant

All 
Armour, 
Shields 

+4

+1

+2

-1

+1

17

0

+6

+3

+6

10

+3

+3
+6

15

7

Bedroll 7Holy Symbol of Persana(Spellcasting Focus)

Plate Armour(Disadvantage Dex(Stealth))

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 x 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 SMITE—Starting at 2nd level, when you hit a creature 
with a melee weapon attack, you can expend one paladin 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 ld8 
for each spell level higher than 1st, to a maximum of 5d8. The 
damage increases by ld8 if the target is an undead or a fiend. 
 
EXTRA ATTACK—Beginning at 5th level, you can attack twice, 
instead of once, whenever you take the Attack action on your turn. 
 
AURA OF PROTECTION—Starting at 6th level, 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 your Cha 
modifier (with a minimum bonus of +1). You must be conscious to 
grant this bonus. At 18th level, the range of this aura increases to 30 
feet. 
 
AURA OF CONQUEST—Starting at 7th level, you constantly 
emanate a menacing aura while you're not incapacitated. The aura 
extends 10 feet from you in every direction, but not through total 
cover. 
     If a creature is frightened of you, its speed is reduced to 0 while 
in the aura, and that creature takes psychic damage equal to half 
your paladin level if it starts its turn there. 
 
CHANNEL DIVINITY—When you take this oath at 3rd level, you 
gain the following two Channel Divinity options. When you use 
your Channel Divinity, you choose which option to use. You must 
then finish a short or long rest to use your Channel Divinity again. 
     Some Channel Divinity effects require saving throws. When you 
use such an effect from this c1ass, the DC equals your paladin spell 
save DC. 
CONQUERING PRESENCE. You can use your Channel Divinity 
to exude a terrifying presence. As an action, you force each creature 
of your choice that you can see within 30 feet of you to make a Wis 
saving throw. On a failed save, a creature becomes frightened of 
you for 1 minute. The frightened creature can repeat this saving 
throw at the end of each of its turns, ending the effect on itself on a 
success. 
GUIDED STRIKE. You can use your Channel Divinity to strike 
with supernatural accuracy. When you make an attack roll, you can 
use your Channel Divinity to gain a +10 bonus to the roll. You 
make this choice after you see the roll, but before the DM says 
whether the attack hits or misses.
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ALL EYES ON YOU—Your accent, 
mannerisms, figures of speech, and 
perhaps even your appearance all mark 
you as foreign. Curious glances are 
directed your way wherever you go, 
which can be a nuisance, but you also 
gain the friendly interest of scholars 
and others intrigued by far-off lands, to 
say nothing of everyday folk who are 
eager to hear stories of your homeland. 
You can parley this attention into 
access to people and places you might 
not otherwise have, for you and your 
travelling companions. Noble lords, 
scholars, and merchant princes, to 
name a few, might be interested in 
hearing about your distant homeland 
and people.

The Order of the Leviathan serves 
the triton protectorates and Persana, 
Guardian of the Deep

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

I must be careful, for I have no way of 
telling friend from foe here.

I hold no greater cause then my service to 
my people.

I have a weakness for the exotic beauty of 
the people of these lands.

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 Cha modifier. When you finish a long rest, you regain all 
expended uses. 

DIVINE HEALTH—By 3rd level, the divine magic flowing through you makes you immune to disease. 

DUELLING—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. 

ABILITY SCORE IMPROVEMENT—When you reach 4th level, and again at 8th, 12th, 16th, and 19th level, you can increase 
one ability score of your choice by 2, or you can increase two ability scores of your choice by 1. As normal, you can't increase an 
ability score above 20 using this feature. *Cha +2* 

OATH OF CONQUEST—The Oath of Conquest calls to paladins who seek glory in battle and the subjugation of their enemies. 
OATH SPELLS: Each oath has a list of associated spells. You gain access to these spells at the levels specified in the oath 
description. Once you gain access to an oath spell, you always have it prepared. Oath spells don't count against the number of 
spells you can prepare each day. If you gain an oath spell that doesn't appear on the paladin spell list, the spell is nonetheless a 
paladin spell for you. 

SPELLCASTING—By 2nd level, you have learned to draw on divine magic through meditation and prayer to cast spells as a 
cleric does. 
PREPARING AND CASTING SPELLS: To cast one of your paladin spells of 1st level or higher, you must expend a slot of the 
spell's level or higher. You regain all expended spell slots when you finish a long rest. You prepare the list of paladin spells that 
are available for you to cast, choosing from the paladin spell list. 
     When you do so, choose a number of paladin spells equal to your Cha modifier + half your paladin level, rounded down 
(minimum of one spell). The spells must be of a level for which you have spell slots. 
     Casting the spell doesn't remove it from your list of prepared spells. You can change your list of prepared spells when you 
finish a long rest. Preparing a new list of paladin spells requires time spent in prayer and meditation: at least 1 minute per spell 
level for each spell on your list. 
SPELLCASTING FOCUS: You can use a holy symbol as a spellcasting focus for your paladin spells.

TRITON TRAITS—Your triton character has the following racial traits. 
Ability Score Increase. Your Str, Con, and Cha scores each increase by 1. 
AGE. Tritons reach maturity around age 15 and can live up to 200 years. 
Alignment. Tritons tend toward lawful good. As guardians of the darkest reaches 
of the sea, their culture pushes them toward order and benevolence. 
SIZE. Tritons are slightly shorter than humans, averaging about 5 feet tall. Your 
size is Medium. 
SPEED. Your base walking speed is 30 feet, and you have a swimming speed of 
30 feet. 
AMPHIBIOUS. You can breathe air and water. 
DARKVISION. 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. 
CONTROL AIR AND WATER. A child of the sea, you can call on the magic of 
elemental air and water. You can cast fog cloud with this trait. Starting at 3rd 
level, you can cast gust of wind with it, and starting at 5th level, you can also cast 
wall of water with it. Once you cast a spell with this trait, you can't do so again 
until you finish a long rest. Cha is your spellcasting ability for these spells. 
EMISSARY OF THE SEA. Aquatic beasts have an extraordinary affinity with 
your people. You can communicate simple ideas with beasts that can breathe 
water. They can understand the meaning of your words, though you have no 
special ability to understand them in return. 
GUARDIAN OF THE DEPTHS. Adapted to even the most extreme ocean depths, 
you have resistance to cold damage, and you ignore any of the drawbacks caused 
by a deep, underwater environment. 
LANGUAGES. You can speak, read, and write Common and Primordial.
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TRAMPLING CHARGE—If the 
horse moves at least 20 ft. straight 
toward a creature and then hits it 
with a hooves attack on the same 
turn, that target must succeed on a 
DC 14 Str saving throw or be 
knocked prone. If the target is 
prone, the horse can make another 
attack with its hooves against it as 
a bonus action.
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