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=== PALADIN FEATURES ===

* Hit Points « PHB 84
* Proficiencies « PHB 84

* Divine Sense « PHB 84

As an action, you can detect good and evil. Until the
end of your next turn, you can sense anything affected
by the hallow spell or know the location of any
celestial, fiend, undead within 60 ft. that is not behind
total cover. You can use this feature 5 times per long
rest.

| 5/ Long Rest » 1 Action

* Lay on Hands « PHB 84

You have a pool of healing power that can restore 15
HF per long rest. As an action, you can touch a
creature to restore any number of HP remaining in the
pool, or 5 HP to either cure a disease or neutralize a
poison affecting the creature.

| Lay on Hands Pool: 15/ Long Rest » 1 Action

* Fighting Style « PHB 84
You adopt a style of fighting as your specialty.

| Interception » TCoE 53
When a creature you can see hits a target, other than
you, within 5 ft. of you with an attack, you can use your
reaction to reduce the damage the target takes by
1d10+2 (to a minimum of 0 damage). You must be
wielding a shield or a simple or martial weapon to use
this reaction.

| Fighting Style: Interception: 1 Reaction
* Spellcasting « PHB 84

You can cast prepared paladin spells using CHA as
your spellcasting modifier (Spell DC 14, Spell Attack

+6). You can use a holy symbol as a spellcasting
focus.

* Divine Smite « PHB 85

When you hit with a melee weapon attack, you can
expend one spell slot to deal 2d8 extra radiant damage
to the target plus 1d8 for each spell level higher than
1st (max 5d8) and plus 1d8 against undead or fiends
(max 6d8 total).

| Special

* Divine Health « PHB 85
You are immune to disease.

* Sacred Oath « PHB 85
| Oath of the Sky
| Channel Divinity: 1/ Short Rest « 1 Action

* Channel Authority «
You gain two Channel Authority options:

Steady Aim- As an action you can imbue a weapon
with positive energy. For 1 minute, the weapon is
considered magical, you add +4 to attack rolls, it emits
bright light for 20 ft. and dim light for 20 ft beyond that.
You can end the effect as part of any other action, if
you are no longer holding the weapon, or if you fall
unconscious.

Break the Threat - As an action, you can censure
fiends and undead. Each fiend or undead that can see
or hear you within 30 ft. must make a WIS saving
throw (DC 14). On failure, it is turned for 1 minute or
until it takes damage.

| Channel Authority: Steady Aim: 1 Action

| Channel Authority: Break the Threat: 1 Action

* Oath Spells

You gain oath spells based on your level that are
always prepared and don't count against your daily
number of prepared spells.

=== HUMAN SPECIES TRAITS ===

* Ability Score Increase « BR 31
Your ability scores each increase by 1.

* Languages + BR 31
You can speak, read, and write Common and one
extra language.

N

FEATURES 8 TRAITS
Stormlord's Deckcloak 1 - Qil (flask) 2 2lb.
Shield 1 61b. Piton 10 251b.
Chain Mail 1 55 Ib. Rations (1 day) 5 10 Ib.
Longsword 1 3b. Rope, Hempen (50 feet) 1 10 Ib.
Javelin 5 10 Ib. Tinderbox 1 11b.
Clothes, Common 1 31b. Waterskin 1 51lb.
Pouch 1 11b. String 10 -
Rope, Silk (50 feet) 1 51b.
Emblem 1 -
WEIGHT CARRIED Ball Bearings (bag of 1,000) 1,000 21b.
125.5 Ib. Bel ! -
ENCUMBERED Candle S -
255 |b. Crowbar 1 51b. Stormlord’s Deckcloak 1 -
PUSH/DRAG/LIFT Hammer 1 31b.
510 Ib. Lantern, Hooded 1 21b.
EQUIPMENT
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() Detect Magic Paladin - 1A Selfi20 ft. Sphere V.S comminer sz wmes - PHB 231 D: 10m, 30 ft. Sphere, VIS
() Detect Poison and Disease Paladin - 1A Selfi30 ft. Sphere W, § M  cossinin scwmese PHB 231 D: 10m, 30 ft. Sphere, VISIM
() Divine Favor Paladin - 1BA  Self Vs comertraton wptaiminte PHB 234 D2 1m, VIS
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() Heroism Paladin - 1A Touch Vs Concortraton upta 1minde PHE-2024285 D: 1m, WIS
() Absorb Elements Stormlord's Deckcloak - 1R Self g 1 round EE 150 1 Charge, D: 1Rnd, S
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Captain / Helmsperson

Role on the Ship: Captain & Helmsperson
Class: Paladin (Oath of the Sky) — Level 3
Descriptor: Often seen as steady under pressure; trusted to decide when seconds matter.

Who You Are

You are the person responsible for the ship.

Not the crew’s commander. Not their superior. Rather, you are usually the one expected to make the final
call when the ship itself is at stake.

You fly because someone has to decide when wind, weight, distance, and failure collide. You are trusted
with the helm, not with other people’s choices. When there is time, you tend to listen. When there is no

time, you are expected to decide — and to own the outcome.

Your authority is generally understood to exist only in moments where hesitation would cost the ship, the
mission, or lives. Outside of those moments, you are one voice among equals.

Background & History

You learned responsibility the hard way — through flight hours, failed runs, and moments where indecision
proved more dangerous than any enemy. Somewhere in your past, there was a run that went wrong.
Someone froze. Systems failed. The sky didn't care why.

After that, you stopped waiting for perfect answers. You learned to act with incomplete information and to
accept consequences without shifting blame. You stayed with ships because the sky strips away illusion:
skill matters, preparation matters, and someone always has to make the last call.

You didn't become Captain to give orders. You became Captain because when the ship needs one answer, it
can't have six.

Your Oath: The Sky

The Oath of the Sky is not a hierarchy. It does not place you above others.
It binds you to responsibility.

You do not swear to command people — you swear to decide when the ship must act as one.



This oath is discipline, training, and acceptance of consequence. Its power comes from clarity under
pressure, not belief or divine favor.

The Full Oath of the Sky

Those who swear the Oath of the Sky accept one truth:
The sky does not forgive mistakes.

Because of this, the oath exists to ensure someone is always willing to decide.

Tenets of the Sky

Steady Hand
Do not act in panic. Panic spreads faster than fire. Calm keeps people alive.

Clear Word
Speak truth about risk, damage, and limits. False reassurance kills.

Hold the Line
When failure would doom the ship, you stand where the decision must be made.

Bring Them Home
The ship exists to carry people safely. Profit, pride, and glory are secondary.

When you invoke your oath, it is commonly perceived to manifest mechanically as heightened focus,
precision, and command presence — not miracles. In the fiction of Pathalis, this reflects trained will under
stress.

What You Can Do (In the World)

* Make the Call: When timing, weather, momentum, or damage reaches a breaking point, you are
usually expected to decide the ship’s action.

» Translate Chaos into Action: You tend to turn conflicting information into a single course of
motion.

* Fight with Control: Your combat ability is generally understood to reflect disciplined force — not
fury, not faith.

* Keep Systems Functional: Your healing and awareness are practical responses: binding wounds,
buying seconds, preventing collapse.

Mechanical Framing (Player Guidance)

Your class features represent training, presence, and decisiveness — not authority over other characters.

Channel Divinity effects are commonly understood as heightened focus and command clarity.



Divine Smite is framed as committed force at the moment it matters most.

You are not expected to decide what others do — you decide what the ship does when it must act as one.

Your Role on the Ship

You are generally expected to: - Fly the ship during danger or complex maneuvers - Decide course changes,
emergency actions, and retreats - Break deadlocks when time does not allow debate - Represent the ship
itself in negotiations

You are not the crew’s boss. You are the ship’s voice when it needs one.

How Others See You

Others often view you this way: - Enforcer: Relies on you to say when force is necessary — not how it's used.
- Machinic: Gives you unfiltered assessments so you can decide risk. - Medic: Looks to you to decide when
evacuation, triage, or withdrawal happens. - Lookout: Provides options and warnings, then waits for the
ship’s call. - Quartermaster: Balances cost and leverage, but usually defers when the ship’s safety is on the
line.

They do not take orders from you. They trust you with the ship.

Roleplay Anchors

* What mistake will you never repeat?

» At what point do you call a retreat, no matter the cost?

* Who on the crew do you trust without question?

* What decision still keeps you awake when the ship is quiet?

Playing the Captain

Some captains are quiet and precise. Others are anxious, blunt, or openly conflicted. You are not required to
be calm or confident — only willing to decide when waiting would be worse.

You do not need to be right. You need to be responsible.

Player Freedom Note

This sheet describes how others commonly perceive the Captain’'s role and how the oath often manifests.



You are encouraged to bend, challenge, or subvert any of this in play. Your version of this character is the
canon one at the table.



STORMLORD'S DECKCLOAK

Wondrous ltem, uncommon (requires attunement)

This long, high-collared cloak is cut from lightning-tanned hide taken from a sky marlin,

its surface bearing faint ripple-grain patterns like wind over water.

Panels of woven aether-cloth line the interior, shimmering subtly like heat rising from stone.
Fine threads of moon-wire — braided silver filaments — are stitched along the seams and hem,

catching flashes of light like distant lightning.

When the hood is drawn, the hide stiffens against the wind and rain sheets harmlessly

from its surface, while the inner aether lining traps warmth against the body.

While wearing the cloak with the hood raised:

You are unaffected by nonmagical extreme cold.
You remain dry in heavy rain and driving storms.
Strong winds do not impose disadvantage on ability checks made to maintain balance.

You have advantage on saving throws against exhaustion caused by harsh weather.

Once per long rest, when you take acid, cold, fire, lightning, or thunder damage,

you can use your reaction to cast Absorb Elements without expending a spell slot.

When this reaction is used, the moon-wire seams briefly glow silver and faint arcs

of static crawl across the surface before fading.

The cloak offers no protection against magical environmental effects beyond the spell it grants.

Notes: Exhaustion, Utility, Outerwear



