
NAME    RANK  PALADIN 
 

DESCRIPTION  BACKGROUND 

   

   

   

   

  HOOK: 

  FLAW: 

 

STR  DEX  INT  PRE  FOR  REFLEXES 
(DEX + INT) × ½ 

           
LIFTING, PUSHING, 

& CARRYING 
 AGILITY, BALANCE, 

& JUMPING 
 PERCEPTION, MEMORY, 

& CONCEALMENT 
 MAGIC, CHARM, BLUFF, 

& INTIMIDATION 
 RESIST FATIGUE, POISON, 

& DISEASE 
 DODGING, STEALTH, 

& INITIATIVE 

PRIMARY 
ATTACK 

 SECONDARY 
ATTACK 

 PASSIVE 
DEFENSE 

 ACTION 
POINTS 

 MASTERY 
POINTS 

 HIT 
POINTS 

      [      ]  [      ]  [      ] 
STR OR DEX PLUS 

WEAPON MODIFIERS 
 STR OR DEX PLUS 

WEAPON MODIFIERS 
 FOR PLUS ARMOR 

MODIFIERS 
 APS = 1 + ¼ DEX 

ROUNDED DOWN 
 INT PLUS RANK 

MODIFIERS 
 FOR PLUS RANK 

MODIFIERS 
 

ABILITIES 
ABILITIES  VIGILANCE 

1ST RESILIENCE 

  

 JUDGMENT* 2 MP 

2ND INSPIRATION* 2 MP 

  

 ATONEMENT* 3 MP 

3RD SANCTUARY* 3 MP 

  

 PROVIDENCE* 3 MP 

4TH RETRIBUTION* 3 MP 

  

*ABILITY HAS A COOLDOWN AND CANNOT 
BE USED AGAIN UNTIL A TURN HAS PASSED 

INCREASING RANK 
ABILITIES EACH RANK ABOVE 1ST 
• +6D ALLOCATED TO STATS 
• EITHER +1 HP AND +2 MP 

OR +2 HP AND +1 MP 
• GAIN ALL THE LISTED ABILITIES FOR 

THE NEW RANK 
• CHOOSE ONE ELECTIVE ABILITY 

• CHOOSE ONE NEW SKILL OR TRAIT 

 

 
SKILLS & TRAITS 

 SIMPLE WEAPONS 

MELEE WEAPONS 

 LIGHT  HEAVY  DUAL 

ARMOR 

 LIGHT  MEDIUM 

 HEAVY  SHIELDS 

 CHURCH KNOWLEDGE 

 HISTORY AND LAW 

 UNDEAD/DEMON KNOWLEDGE 

 MONSTER KNOWLEDGE 

 

 

 

 

 

LANGUAGES KNOWN 

 COMMON  RUNIC 

 ANGELIC  DRACONIC 

 CHTHONIC  SYLVAN 

CHOOSE ONE OF THE SKILLS MARKED  
PLUS TWO BACKGROUND SKILLS OR TRAITS  

 
PALADIN'S GRACE 
Paladins are charismatic holy protectors who fight with heavy 
armor, shields, and melee weapons. They are also the judges of 
the legal system. Paladins are advantaged when resisting mind 
control, possession, or temptation of any kind. 

 

WEAPONS ATTACK 

  

  

  

  

 

EQUIPMENT 

  

  

  

  

  

  

  

  

CHOOSE ANY STANDARD WEAPONS, ARMOR, OR 
OTHER EQUIPMENT YOU ARE TRAINED TO USE 

 



 

PALADIN ABILITIES 
 

RANK ONE 
[SHIELD] 

VIGILANCE (MINOR) 

If you are using a shield, you can block a melee attack against one non-
hostile target in the same region as you (i.e., the attack is now against 
you instead of them). If the attack is blocked with a double success or 
better, you can immediately make a free melee attack against the 
attacker (this does not take a minor action like an opportunity attack 
would). Note that even when blocking for yourself, you can use this 
ability to potentially get this free attack, and you are assumed to be 
using it when blocking unless you state otherwise. 

 

RESILIENCE (MAJOR) 

After being hit by an attack, you can use a major interrupt action to 
cut the damage you take in half (round down, which could result in no 
damage). If you are using a shield, you can use this ability to resist 
being knocked down, pushed back, or moved as well (halve any effect, 
rounding down, which could result in no effect). 

 

ELECTIVE:  

 

 

 

 

 

Rank one Warrior, Priest, Hunter, Monk, or Alchemist abilities only. 
 
 

RANK TWO 
[ARBITER] 

JUDGMENT (MINOR) 2 MP, COOLDOWN 

A target is chosen (maximum range of half your PRE) and until your 
next turn, all attacks against that target (from any source, even 
environmental damage) are advantaged. 

 

INSPIRATION (MAJOR) 2 MP, COOLDOWN 

You and any nearby characters of your choice can roll your PRE die for 
free, substituting the result for a single die they rolled (if it is better). 
This can be done only once per character and only until your next turn. 
Any fear effects are removed as well (and cannot be applied while this 
ability is still in effect). The maximum number of characters that can 
be affected is equal to half your PRE (but does not have to include 
yourself), and the maximum distance they can be from you is half your 
PRE in regions. 

 

ELECTIVE:  

 

 

 

 

 

Rank one Warrior, Priest, Hunter, Monk, or Alchemist abilities only. 
 

 
RANK THREE 

[JUDGE] 

ATONEMENT 3 MP, COOLDOWN 

Once you start an Atonement (a free action), any damage done to 
another character within half your PRE in regions can be taken by you 
instead. For any given attack, you must take all of the damage or none 
of it. You cannot be stunned or feared (and any current such effects 
are removed) while in this state, and you also gain one hit point per 
turn (at the start of your turn). An Atonement ends if you are knocked 
out, if you go an entire turn without taking any damage through the 
use of this ability, or if you just decide to end it. 

 

SANCTUARY (MINOR) 3 MP, COOLDOWN 

You and any nearby friends are advantaged on any defense rolls they 
make until your next turn. The maximum number of characters that 
can be affected is equal to half your PRE (but does not have to include 
yourself), and the maximum distance they can be from you is half your 
PRE in regions. 

 

ELECTIVE:  

 

 

 

 

 

Rank one or two Warrior, Priest, Hunter, Monk, or Alchemist abilities only. 
 
 

RANK FOUR 
[PROTECTOR] 

PROVIDENCE (MAJOR) 3 MP, COOLDOWN 

You and any nearby friends can immediately reset the cooldown on 
the ability of their choice (other than this one). The maximum number 
of characters that can be affected is equal to half your PRE (but does 
not have to include yourself), and the maximum distance they can be 
from you is half your PRE in regions. 

 

RETRIBUTION (MAJOR) 3 MP, COOLDOWN 

As a major interrupt action, you can inflict retribution upon someone 
who is directly attacking you, regardless of range (cannot be combined 
with Resilience or Atonement). Your defense roll is automatically a 
one, but both you and the attacker take the damage. However, you 
are always left with at least one HP, regardless of the damage you take 
(even if you only had one HP left to begin with). 

 

ELECTIVE:  

 

 

 

 

 

Rank one or two Warrior, Priest, Hunter, Monk, or Alchemist abilities only. 
  


